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007 RACING 


O07 RACING 


This section features quick hints and tips to 
help you get through each of the missions 
in 007 Racing. 


ESCAPE TO THE BORDER 


Head down the road and turn left at the 
intersection. Use the Hellfire missile to blast 
into the courtyard. Pick up Cherise Little and 
the Stinger missile. Switch to another 
weapon so you don’t accidentally fire the 
Stinger. Exit the courtyard and blast the 
obstruction with a Hellfire. Drive slowly while 
you wait for the mines to detonate, then take 
a right at the intersection and get some more 
Stingers and other goodies. Backtrack and 
race past the tank. Take out the obstructions 
with your Hellfire missiles. In the large open 
area, switch to Stinger missiles and fire after 
you have the chopper locked-on. When it’s 
down, another tank moves out of the way, 
allowing you to take a new road. Follow it, 
racing past enemies, until you can jump 
across the border to safety. 


GIMME A BRAKE 


This mission is all driving. No weapons 
needed. Just follow the green arrows at the 
top of your screen and use the radar to 
locate the chips that add more time to the 


A Make sure the targeting reticule turns yellow, indicating a lock on the chopper, before firing a 


Stinger missile at it. 


A Follow the arrows to the chips that will give you more time until the bomb detonates. 


detonator. Some chips are located in the 
middle of parks, and the rest are along the 
streets. Each time you hit a pedestrian or 
another car, you lose points—so drive 
quickly, but carefully. After you’ve picked 
up all of the chips, you’re led to the jetty. 
Dodge the pedestrians and drive right off 
into the water to complete the mission. 
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AMBUSH 


This mission requires you to duel it out with 
a few cars in the beginning. Head down 
the alley and into the arena. Pick up as 
many Hellfires as you can, then retreat 
down the alley. 

Turn around and begin firing at the cars 
as they appear. By using the alley, you 
prevent enemy cars from hitting you from the 
sides or rear. When driving around the arena, 
also try driving in reverse so you can fire at 
the enemies as they follow you. When you’ve 
destroyed all of the cars, pick up the Stinger 
missile that appears and use it to blast 
through the gate at the end of the opposite 
alley. Follow the alley to another arena—this 
one has two forklifts. They'll try to flip your 
car, so stay away from them. Their left sides 
are vulnerable to fire, so don’t waste your 
shots anywhere else. Lure them into the 
explosive crates by getting one to follow you, 
then spraying oil and turning away at the last 
second. Use this tactic on the second 
forklift. When you’ve destroyed both forklifts, 
use another Stinger to blast into the building. 
Race through to the EMP device, and then 
drive around destroying the computers with 
it. The EMP only fires to the side and 
recharges itself after a few seconds. When 
you’ve destroyed all the computers, drive out 
through the window. 


A Drive alongside the transporter and take out those tires. 


HIGHWAY HAZARD 


In this mission, you must drive alongside 
the transporter and use the Laser to take 
out all four of its tires. Fire at each tire for a 
approximately six seconds. While trying to 
take out the tires, you also must dodge the 
transporter and other vehicles on the road. 
Fire at the tires on one side and when 

cars block your way, drop behind the 
transporter or pass by the cars on an 
outside lane. The faster you accomplish 
this mission, the more points you score. 


SURVIVE THE JUNGLE 


This mission is a race. Drive as fast as you 
can while maintaining control of your car. 
You must beat the helicopter to each of the 
bridges before the chopper can blow them 
up. Pick up the mines on each bridge. 
Along the way, you encounter off-road 
vehicles and tanks. Take out the off-road 
vehicles in front of you with Hellfires and 
dodge the tanks. Whenever you get a 
Stinger, save it for taking out trees blocking 
your way. After you have four mines, follow 
the direction arrows at the top of the 
screen to the village and drive the car up 
onto the truck to complete the mission. 


AIR STRIKE 


As you drive out of the truck into an arena, 
watch out for two bulldozers. You can take 
them out with Hellfires or just dodge them. 
Drive up to each of the green circles. In the 
circle, stop and activate the detonator. When 
you hear the tone, drive off quickly so you 
don’t get caught in the blast. Rather than 
detonating each mine in order, drive from 
one end of the area to the others to keep 
the bulldozers at a distance. The tents 
contain health and Hellfires, so fire Hellfires 
at them to reveal the power-ups. 


A You must park the car inside the green circle 
in order to detonate the mines. 
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Pick up both Stingers from the ground 
and target them on the guard towers. After 
you’ve destroyed both towers, use the 
Laser designator to target the door of the 
compound. Back up so you don’t take 
damage from the blast, then rush in and 
get Zukovsky. Finally, exit the area before 
the air strike hits. 


ESCAPE 


This mission is a race, pure and simple. You 
start out in an open area with several 
troops and tanks. Rather than trying to 
fight them all, go straight ahead past a 
tank and take the road away. After a short 
time, a red car pulls out in front of you. This 
is the assassin you must beat. Keep the 
pedal to the metal. You must pick up six 
homing beacons along the way. If you miss 
one, you'll have to go back for it, and you’ll 
lose the race. 

You must get in front of the assassin. 
Use your machine guns and then oil slicks 
to slow her down. After you’ve activated all 
six beacons, pick up the parachute and 
drive off the cliff. Activate the chute to 
complete the mission. 


BREAKOUT 


In this mission you drive a car using remote 
control. Because the car’s onboard camera 
is broken, use surveillance cameras in the 
factory to view the car. This can make 
driving tough because the viewing angle is 
constantly changing. Locate the limpet 
mines on your radar display and pick them 
up. Then drive up to each of the crates and 
place a mine in the green circle. After you 
place all of the mines, escape to complete 
the mission. 


ADriving using the remote control can be 
quite tricky. 


CONTINUED > 
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007 RACING 


CONTINUED > 


A Head through the first boathouse, then follow 
the dirt road along the river. 


RIVER RACE 

This is another race mission in which you 
must pick up at least four of the TSP-6060 
missiles. If you miss one or two, don’t go 
back; just keep driving and be sure to pick 
up the next one. Right after the start, go 
through the boathouse with the barricade, 
then follow the dirt road, only crossing 
bridges when the road is blocked. Watch 
out for trucks and pedestrians, but keep up 
the speed. Use the Nitro power-up to stay 
in front of the boat. Stay out of the river— 
your car can’t swim and the mission ends if 
you drive into the water. 

At the final bridge, pick up the TSP 
launcher and activate it by pressing (2). 
This gives you a scope view. Target 
the boat and get four hits to complete 
the mission. 


DOWNLOAD 


In this mission, you must get close enough 
to four different limos to download their 
transmissions. If you get too close, they'll 
stop transmitting. Then you’ll have to find 
another limo and come back to the close 
one later. Doing this wastes enough time to 
make the mission impossible to finish 
successfully. Therefore, keep your distance. 
The roads contain Nitro power-ups that can 
help you get to the limos faster. When 
you’ve downloaded the transmissions from 
all four limos, the mission is a success. 


ALine up with the doorway before planting 
the bomb. 


SUBMERGED 


This mission begins with subtlety. Activate 
the IR goggles at the start and drive along 
the right wall. Take a right at the intersection 
and time the lasers so they miss you. Drive 
around until you come to the generator 
room. Melody appears as a white blip on 
your radar. Break through the glass wall 
and pick her up, then locate the exit out of 
the room. 

Drive up next to the generator, avoiding 
the lasers. Line up your car with the exit, 
then drop the bomb. Hit the gas 
immediately and continue down the 
passage at full speed. If you don't, you'll 
never make it through the blast doors 
before they close. 


Next, use the radar to locate the four 
antidotes. When you come to a split, take 
the upper path to the first antidote. When 
you’ve picked up all four, exit the compound 
and drive into the water to escape. 


SHOWDOWN 


This mission pits you and your car against 
a jet. Disable each of the four engines 
before the jet takes off. Get to the jet as 
quickly as possible and ram one jet at a 
time from the side. If you try to hit it from 
the rear, the hot exhaust damages your car. 
You have to act quickly before the plane 
reaches take-off speed. After you disable 
each engine, the plane slows down for a 
moment, giving you a chance to get ready 
for the next engine. With all of the engines 
disabled, your car loses power and stops. 
However, the jet turns around and comes 
toward you. Activate the TSP missile and 
target the plane’s front wheels. When your 
car starts again, escape. 


VY Maintain the proper distance to download the transmissions. Get too close and the limos stop 


transmitting. 


HE: 
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A Disable the engines by ramming them from the side. 


CHEATS 


Most of the cheats below require you to 
complete a mission within certain 
parameters. 


PRE-MISSION REPLAY 

If you successfully complete the Pre- 
Mission on Agent level in less than 90 
seconds, you can view the Pre-Mission 
replay instead of the original sequence. 


SLIPPERY TRACK 


If you knock out all 11 fire hydrants on the 
Gimme a Brake mission and complete it 
successfully at the 00 Agent level, you make 
all the track surfaces extremely slippery in 
both the one- and two-player games. 


NO RADAR 

This cheat is for the two-player game and 
deactivates the radar on your HUD. To 
activate this cheat, successfully complete 
the Ambush mission at Agent level with at 
least 85 percent of your health remaining. 


UNLOCK ALL MISSIONS 

Gain access to all of the missions in the 
game when you complete the Highway 
Hazard mission at the 00 Agent level and 
without hitting any cars. 


RED SEA MISSIONS 


This cheat turns the water red in all the 
levels. To activate it, disable all three tanks 
on the Survive the Jungle mission and 
complete it successfully at the Agent level. 


FUNKY MISSILE TRAIL 


This cheat alternates the color of the smoke 
trails of Stingers and Hellfires through a 
rainbow of hues. To activate it, you must 
successfully complete the Air Strike mission 
at the 00 Agent level and leave intact all of 
the tents without power-ups. 


CRAZY SKIDS 


This cheat turns the skid marks in the 
game to a bright green rather than their 
normal black. Activate it by successfully 
completing the Escape mission with the 
maximum score at the Agent level. 


DOUBLE HEALTH 

All medical kits provide twice as many 
health points as normal. To activate this 
cheat, successfully complete the Break Out 
mission with your health at its maximum 
while at the 00 Agent level. 
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DOUBLE DAMAGE 


This cheat only affects the two-player 
game and doubles the amount of damage 
each weapon inflicts on the other player’s 
vehicle. To activate it, successfully 
complete the River Race mission at the 
Agent level and pick up all the Nitro and 
TSP-6060 power-ups. 


PURPLE EXPLOSIONS 


This cheat causes explosions to appear 
purple instead of orange. To activate it, 
complete the Download mission without any 
penalties while playing at the 00 Agent level. 


BLUE GOGGLES 


This cheat causes the security cameras in 
the Break Out mission and the infrared 
goggles in the Submerged mission to be 
blue rather than green and red, respectively. 
Activate it by completing the Submerged 
mission successfully with the maximum 
amount of health at the Agent level. 


ALL GADGETS 


To make all weapons available to you for all 
of the levels, successfully complete the 
Showdown mission in less than two 
minutes while playing at the 00 Agent level. 


ASTON MARTIN VANTAGE IN TWO- 
PLAYER GAME 


If you want to drive the Aston Martin 
Vantage during the two-player game, press 
the following buttons in sequence at the 
title screen: (2),(R2),4,@,X. 


COMPOUND ARENA 


After you’ve successfully completed the 
Escape mission at the Agent level in the 
single-player game, the Compound arena 
is unlocked for two-player games. 


ROOFTOPS ARENA 

After you’ve successfully completed the 
Download mission at the 00 level in the 
single-player game, the Rooftops arena is 
unlocked for two-player games. 


TALL PEDESTRIANS 

By typing “LEMKE” at the Enter Name 
screen, you can make all pedestrians in the 
game appear taller than normal. 
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40 WINKS 


If you like catching forty winks lying in a hammock by a sun-drenched beach, this isn’t the game for you. If, however, 
you like catching forty winks while running around solving puzzles, changing into cavemen and exploring strange 
places, then 40 Winks could be right up your alley. Here are a few tips on how to do it. 


A Ruff shows off his scary scream attack. That’ll show ’em what you’re made of! 


GENERAL TIPS 


KUNG FU FIGHTING 


Ok, so it’s not proper Kung Fu, but Ruff 
and Tumble do have a couple of nifty 
moves up their pyjama sleeves all the 
same. These moves are described using 
the default controller set-up: 

Press m for your basic attack—a vicious 
swipe with your candle. 

Press @ three times in succession to set 


A Watch out for traps—the floor can fall away 
without warning and you'll fall to your doom. 


off your triple attack combo—two swipes 
and a kick. 

Press @ to activate your long-range 
attack—a nasty scream! 

When running, press @ to do a rolling 
attack (or sliding, depending on if you’re 
Ruff or Tumble). 

When you jump, press @ while in the air to 
perform a “Butt Stomp.” This is invaluable 
for pressing buttons and solving puzzles, 
so master the technique early on. 


A Jump into a Jack-in-the-Box as Ruff and you 
will emerge as the handsome Caveman! 


A Use the camera angles to see around blind 
corners and avoid running into enemies. 


TELEPORTS 


Remember, the teleports are different 
colors—white takes you back to the House 
Hub when you’ve rescued all the winks 
from that level, gold ones take you back to 
an area you’ve already been to, and blue 
takes you to a new area. It’s always worth 
knowing roughly where you’ll end up before 
jumping straight in. 


TRAPS 


Some areas in 40 Winks are cunningly 
disguised traps, and although that may 
look like a nice sturdy wooden floor, one 
wrong step and you could plunge down to 
your demise. Be wary when exploring new 
areas, and always be prepared to jump out 
of the way at a moment’s notice. 


CAMERA ANGLES 


The change camera angle buttons — default 
buttons ©) and RI —can be very useful for 
helping to guide Ruff and Tumble. If you 
need to see around a corner, stand close 
to the corner and rotate the camera 
around. Do the same when lining yourself 
up for jumps if you’re not sure whether 
you’ll make it. As well as changing the 
camera angle, you can also see through 
Ruff or Tumble’s eyes, by holding 4 and 
moving the D-pad or control stick. 


JACK-IN-THE-BOXES 


Jack-in-the-Boxes enable Ruff or Tumble to 
be magically transformed into different 


PRIMA’S UNAUTHORIZED STRATEGY GUIDE 


TO GET ALL OF THE DREAM KEYS: 
Pause the game when you're in the House 
(where you start the game from). 


Hold down and then press ®, &4), G2), 
Li) (t2) 


TO GET ALL OF THE WINKS: 
Pause gameplay at the House Hub, then hold 
cm and press ¢, 4, >, >, > 


TO GET FULL COGS: 


Pause game play, then hold © and press 
+, R3, (4), T R2 


TO RESTORE LIVES: 
Pause game play, then hold ==“ and press 
€D, T, +, t3, t 


TO RESTORE MOONS: 


Pause game play, then hold === and press 
e (L2) € [R2 é 


, , , 


TO RESTORE Zs: 


Pause game play, then hold ==“ and press 
>, (t1 5 A (Ri 3 (t1) 


characters, such as superheroes or 
cavemen, by jumping in. Before jumping 
straight in, though, have a look around for 
a button that you can’t work, or some sort 
of puzzle that you can’t do as Ruff or 
Tumble—these can usually be solved by 
using the Jack-in-the-Box character. 

Also look out for the “Paw Print” 
symbols that are near Jack-in-the-Boxes. 
You can only pick them up when you’re 
transformed, and they extend the time you 
can spend in your new guise. In some 
levels, you’ll need to pick these up in order 
to stay transformed long enough to solve 
certain puzzles. 


RACING THE CHAMPIONS 

In each Dreamworld Hub, there’s a 
champion that you can challenge to a race 
around a track littered with lovely booty 


itt & 


A When racing the Witch near Tick Tock Manor, 
use the shortcut under the bridge to beat her. 


A You can only operate some buttons 
when you're a different character. 


AAs other characters, your attacks change 
slightly—instead of a handle to beat up your 
enemies, you now have two stout sticks. 


you can pick up if you want. Fly through 
power-ups to gain speed, and keep an eye 
out for shortcuts—near the entrance to Tick 
Tock Manor, there’s a Witch flying around 


A You have to defeat this Ghost before the 
door will open and let you through. 


3 <Ruff comes out of the Jack-in-the-Box as Caveman! 
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A The House Hub—some cheats only work 
when you’re here, remember. 


on a broomstick. Challenge her to a race, 
and then you can take a shortcut under the 
right-hand side of the little hump-backed 
bridge. Remember, you have to beat her if 
you want to keep all the booty you 
collected during the race. 


BAD GUYS 


Sometimes you’ll need to kill a certain bad 
guy in order to open a door. There are 
enough cogs in each level to open each 
door in that level, so if you find that you’re 
short a cog or two, you should try retracing 
your steps and looking for more bad guys 
to kill. Don’t forget, some bad guys will 
only appear when you walk close to their 
hiding place. 


SAVING THE GAME 


Always save the game whenever you get 
the chance. Sometimes it’s worth going a 
bit out of your way to find a “save point” 
rather than carry on and risk having to start 
the level again. 


ELECTROSPHERE 


ACE COMBAT 3 


10, 


AGE COMBAT 3: 
ELEG TROSPHERE 


You don’t have to enlist and go through intense training to fly a fighter plane with this game. Use these tips and 
strategies and become the biggest threat in the sky. 


COMBAT TACTICS 


AND TECHNIQUES 


Alt’s easy to hit a ground target if you 
approach slow and low. This is particularly 


good if you need to destroy a number of targets 
Clustered into a particular area. 


AWhen you have a missile warning, 
immediately take severe evasive action. We 
recommend immediately going into a hard turn 
and not letting up until the missile is past. This 
almost always works. 


SECRETS AND EXTRAS 


This section lists all the extra stuff you 
can unlock in Ace Combat 3, ending with 
a walkthrough of Geopelia, the secret 
bonus mission. 


e -a £ 
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AWhen using missiles, you must leave enough room between you and your target. 


FEATURES TO UNLOCK 

Music Player 

A Music Player appears in the Options 
menu after you beat the game at Easy 
difficulty. 


Mission Simulator 

A Mission Simulator will appear after you 
beat the game at Normal difficulty. It will 
not appear after beating the game at 
Easy or Hard difficulty—you have 
warned! 

You enter the Simulator by selecting 
Load Game from the main menu, then 
picking the “S” card on the right side of 
the loading screen. 

You can play all 35 regular missions 
over again in the Mission Simulator. The 
bonus mission, Geopelia, appears after 
you have played the game through once. 

All unlocked aircraft are available in 
the Simulator, except in missions like 12 
or 16, which require a specific aircraft. 
All planes have a new weapon, the 
Spread Bomb. 
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Japanese Version Intro Cinematic 

The intro cinematic form the Japanese 
version of Ace Combat 3 appears if you 
receive A’s on all 36 missions at Hard 
difficulty. To activate this feature, return 
to the title screen and press [+ (Ri) + 


m. 
EXTRA PLANES 


You can unlock special planes under the 
following circumstances: 


e Earning straight A’s for all 36 missions 
at Normal difficulty unlocks UI-4054 
Aurora and X-49 Night Raven. 

e Earning straight A’s for all 36 missions 
at Hard difficulty unlocks the O.S.L. 
(Orbital Satellite Laser). 


EXTRA MISSION: 


GEOPELIA 


Mission 36, Geopelia, appears if you beat 
all 35 missions with straight B’s or better. 


AWe recommend taking Short-Range Missiles whenever possible, especially for missions with 


short time limits. 


MISSION 36: GEOPELIA 

Time limit: 5:00 for the A 

This secret mission appears only if you 
were able to earn straight B’s or better in 
all previous 35 missions. In it, you must 
defeat eight XR-900 Geopelia aircraft. 


Intelligence Briefing 

This mission requires more raw skill than 
most others, because you’re using a 
laser to shoot down your enemies after 
taking control of the Geopelias. Expect 
to try this one several times, especially if 
you intend to get an A, which is 
extremely difficult. We recommend using 
the XFA-36A Game armed with Short- 
Range Missiles to start the mission. 


Targets: 8 XR-900 Geopelias 
(primary targets) 

Aircraft: XFA-36A Game 
Armament: Short-Range Missiles 


MISSION 36 


You start out on an airstrip. Press to 
get off the ground or take off manually. 
Turn around to face the red dots on 
your radar and fly toward them at full 
speed. These dots mark the eight XR-900 
Geopelias. As you approach, slow down 
and fall in behind them. Target one and 


You can fly a wide variety of aircraft 
throughout the game. You start with only one 


plane, but new aircraft are unlocked as you 
complete missions. The number of new 
aircraft depends partially on how well you 
perform your missions. 


ener 
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It takes lots of practice and skill to complete 
this mission in under five minutes. 
Remember to get the lowest possible time in 
phase one so that you have lots of time left 
over for shooting down the last seven 
Geopelias. 


your laser exclusively in order to destroy 
the remaining seven planes. 

It’s hard to get the hang of destroying 
Geopelias with lasers. The trick is to not 
follow the enemy too closely. Following at 
a distance of, say, 600 feet seems like a 
good idea because you see a big target, 
but it’s tough to hit because the enemy 
swerves around too much. 

Instead, you should approach an 
enemy Geopelia, fall in behind it, and try 
to follow it at a distance of between 


ARemember that slowing down allows you to turn faster. 


start blasting missiles at it. Use tons of 
missiles; don’t worry about saving them. 

If you approach quickly, fall in behind 
quickly, and aim well, it should take you only 
one minute to damage a Geopelia enough 
to move to the mission's second phase. If it 
took you much longer than a minute, start 
over and try to perfect your approach. 

After seriously damaging a Geopelia, 
you then move to phase two, where you 
assume control of one of the eight 
Geopelias and you also receive orders to 
destroy the other seven. 

Your new plane is incredibly 
maneuverable, and its main weapons are 
its lasers. Hitting the other Geopelias 
with missiles is tough, so you should use 
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1,200 and 1,600 feet. At this distance 
you can get a good shot, and the target 
won't squirm around so much. Start 
rapid-firing your laser, doing your best to 
keep the target in the middle of your 
screen and keeping your speed low 
enough that you don’t close the gap too 
quickly. 

This technique allows you to destroy 
Geopelias very quickly and efficiently, but 
you still need lots of practice. If you take 
too long, just restart the mission. You 
won't have to do the whole thing over if 
you restart—it’ll begin at the point where 
you take control of the Geopelia. 
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AGILE WARRIOR F-111X 


GENERAL HINTS 


e Because you can destroy a power-up by 
shooting it, release your fire in short, 
controlled blasts. 

e Use early encounters with less 
aggressive enemies as an opportunity to 
stockpile weapons, especially rare 
weapons like deadly napalm and the 
cluster bombs. 

e The F-111X incorporates the same 
weapons guidance system that was used 
by an elite squadron of F-111 fighter- 
bombers during Desert Storm. 


HOT SPOTS 


Use these tactics to complete your mission 
more effectively. Like any simulation, each 
encounter presents a different set of 
circumstances, so don't be afraid to adjust 
these strategies on the fly. 


TWO-PLAYER OPTION 


To get the most enjoyment out of Agile 
Warrior, we recommend the Advanced 
Control Configuration, probably the game’s 


A Use easy or lone targets to stock up on your 
arsenal of weapons, especially the rarer ones 
like the powerful cluster bombs. 


A Know your enemy before 
killing him, via this handy 
information screen. 


most impressive option. In this mode, two 
players can take a beating together. 

It works like this: player one acts as the 
pilot, while player two handles the 
weapons/information system. A good team 
can eliminate threats more efficiently than a 
single player. Access the two-player mode 
by selecting Advanced Controls from the 
Options screen. 


INCOMING BANDITS 


When you’re alerted to “Incoming Bandits, 
quickly locate and eliminate the threat. If 
you can’t take the bogies out quickly (they 
usually come in pairs), don’t stick around 
and take a pounding—hit the afterburners, 


A lf you’re outnumbered or in trouble, hit the 
afterburners and get out of there. You can 
always fly back in after thinking it through. 
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A The best way to enjoy the 
game is with one player 
piloting and the other on guns. 


At last—a gung-ho aircraft simulation with a variant of the very plane 
used by an elite squadron of fighter-bombers during the real Desert Storm. 
Now you can drop napalm from the comfort of your own living room! 


A Fights can get busy in this 
game, so make sure you don’t 
shoot your own power-ups. 


then reassess the situation from a distance 
before going back at them. 

Avoid the Hot Spots—areas that may 
be highly concentrated with enemies— 
while flying at low speeds. Instead, employ 
high-speed bombing runs at low altitudes 
to clear the area. 


WICKED WEAPONS 


Napalm is one of the F-111X’s most 
underused weapons, and that’s too bad. 
Not only does napalm barbecue humans, it 
can also cause chain explosions in areas 
that are heavily occupied by tanks, tankers, 
and other buildings with inflammatory 
potential. With plenty of napalm, you can 
develop a “Scorched Earth Policy” and 
bake anything that moves. 

One of the F-111X’s most impressive 
weapons is the Maverick missile. The 
Maverick has an onboard camera that 
allows the pilot or gunner to take control of 
the missile and guide it to its target, 
providing a bird’s eye view of the 
devastating results. 


80060F360064 
80060F340064 
80060F2A0064 
80060F300064 
80060F320064 
80060F2E0064 
80060F200064 
80060F280064 
80060F260064 


Infinite AMRAAM 
Infinite B61SRAM 
Infinite Bunkerbusters 


Infinite Cluster Bombs 
Infinite Fuel Air Explosives 
Infinite Mavericks 

Infinite Napalm 

Infinite Rockets 

infinite Sidewinders 


AIR COMBAT 


Having trouble staying aloft in this 
plane-on-plane flight simulation? 
We'll show you how to avoid missiles 
(and walls, of course), and the best 
ways to put your opponent down 
without putting yourself in danger. 


-æ MIG?31 


STRATEGIES 


Closely make a mental note of your 
mission objectives—once you're in the sky, 
you only have the map as an indicator. 


COMBAT TIPS 

e Air Combat has several perspectives, but 
the first-person cockpit perspective offers 
the best view. You also have a Heads-Up 
Display (HUD), which doesn’t appear in 
the chase-cam view. 

e When purchasing an aircraft, choose one 
that’s both offensively and defensively 
well-rounded, then learn to fly it—and fly 
it well. Don’t change your aircraft for 
every mission—the different controls and 
handling will only give you trouble. 

e When you attack a target, begin tight, 
high (or low) banking maneuvers to avoid 


Alt would take quite some doing to miss a 
target when it’s sat in your sights like this! 


WE HAVE NOI 
COMPOS 1T TON\ A 


sath 


p> Choose your fighter carefully (right) because 
sometimes you'll be going in blind (above). 
Don’t swap planes between missions, though. 


Unlimited Fuel 
Unlimited Missiles 
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anti-aircraft guns. Use the same 
technique to shake a bogey off your tail 
or avoid cliff walls in a canyon. 

e Wait until your missiles lock on to a 
target before firing, then blast a rapid 
salvo of missiles to ensure a quick kill. 
In a canyon, hold your fire— even when 
locked— until you have a clear view of 
the enemy, who might be using 
geographical features as a shield. 


A Missiles away! The action scenes in 
Air Combat are brief but fiercely intense. 
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e The HUD also has an altimeter that 
determines how close your plane is to the 
ground. If you go into a stall, the HUD 
can also help you recover quickly. 


MINI GAME 

To play a fun mini game before the start of 
Air Combat, first enter Debug Mode by 
pressing and holding RD and @ during the 
pep talk (“Gentlemen, you are the cream of 
our air force...”). Press and a “Now 
Loading” screen appears, with compact 
discs flying around. 

Keeping RJ and @ held down, press f, 
€, +, >. A tiny monster icon should appear 
at the lower left-hand side of the screen. 
You can now release the buttons. 

Now, before your mission begins, you 
can play a short sub-game. 


PLAIN PLANES 


To play Air Combat without any flame 
markings on the aircraft, enter Debug 
Mode again (hold RJ and @ during the pep 
talk), except this time at the loading screen 
press f, +, €, 2, 1, ¥, €, >, RD. If you 
have entered the code correctly, a little 
spinning airplane appears in the lower 
left-hand corner. 
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NASIRA’S REVENGE 


ALADDIN 


D 


ALADDIN: 
NASIRA’S REVENGE 


Jafar may be out of the picture but— 
unbeknownst to the citizens of Agrabah—his 
twin sister, Nasira, is out for revenge! Now 
it’s up to Aladdin and his friends to save 
Agrabah and themselves from her clutches. 


AGRABAH 3 


Agrabah levels 1 and 2 are both training 
levels to teach you everything—from 
attacking and sneaking, to rope swinging 
and throwing Apples. “Agrabah 3” is your 
first opportunity to put all those skills to 
good use without the Genie! 

There are 3 Gems, 9 Guards, 100 Coins, 
and 1 Genie Coin to find in “Agrabah 3.” 


GENERAL TIPS 


You don’t need to put your sword away 
to throw an Apple. Press Œ to make the 
crosshairs appear, then aim and fire! 
After you release ŒD, the sword remains 
in Aladdin’s hand. 

e Take down every Guard you see! Each 
counts toward your 100 Coin total at the 
end of the level. 

e Apples can’t stun Guards fighting with 
poles. Use your sword on these enemies. 

e Big fat Guards carrying swords are 
stunned by an Apple, then easily 
dispatched by sword while they’re dizzy. 

e Talk to each Swami you find for hints 
and tips. 

e Make sure your Apple supply is as close 
to 10 as you can keep it. You never know 
when you'll need an Apple, so don’t get 
caught empty-handed! 


CAKE FOR THE GATE GUARD 


Begin your 
adventures in 
Agrabah by 
smashing the vase 
and collecting the six 
Coins in this area. 
Sneak to the 
Apple Merchant’s 
cart and steal 10 
Apples. Be careful! 
If he lifts his head to 
look left and right, 
step back into the 
archway and wait 


for him to go to sleep. When the Zs appear 
over his head, sneak back and try again! 

Smash the vase and check each corner 
of the room to collect the 14 Coins in this 
area. Run through the green doorway 
across from the Apple Merchant. 

Smash the 
vases that surround 
the Swami to reveal 
Coins and health 
power-ups. There are 
10 more Coins here. 

Turn the 
corner and use your 
sword to attack the first Guard; don’t block, 
just swing the sword as fast as you can 
and he’ll go down quickly. There’s another 
health power-up in the vase where the 
Guard was standing. 

Follow the 
thin, winding 
hallway up and to 
the left, collecting 
10 Coins as you go. 

At the top of 
the hallway, stand 
on the bridge. Press 
to bring up your crosshairs, and aim an 
Apple at another Guard in the purple 
doorway. After he’s stunned, run across the 
bridge and give him a good thwack with 
your sword! There are seven more Coins 
between the bridge and the left side of the 
building. Go through the purple doorway. 

Meet the Baker! 
He has a Cake to 
sell for only 30 
Coins. Press @ to 
buy the Cake, and 
smash every vase in 
the room to find 
one Coin and a 
health power-up. 


.. care for some sabe? 
tiatn cones it's 


First Gem 

Exit the Baker’s 
room and explore 
the right side of the 
building for six more 
Coins. Jump from 
rooftop to rooftop to 
collect 21 Coins 
and the first Gem! 
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Second Gem 
Return to the area 
with the Swami at 
the bottom of the 
winding hallway. 
Turn the corner and 
go through the 
green doorway at the end of the hall. It’s 
time to try your luck! 

Give the Merchant 30 Coins to “Try Your 
Luck.” You have 15 seconds to smash every 
vase in the room to find the second Gem in 
this level. Move quickly—you only get one 
chance to get the Gem! 


Return to the 
Apple Merchant’s 
area and bring your 
Apple supply back 
up to 10. Finally, 
give the Cake to the 
Gate Guard. 


Collect the Coin 
behind the Gate 
Guard’s post and 
jump through the 
checkpoint. 
Dispatch another 
Guard, then smash 
vases and collect 
five Coins, one in each corner of the room. 
The Genie Coin is on top of the purple 
overhang. Head through the green doorway. 


ACTIVATING LIFT 1 
Run through the 
green doorway to 
the left of the 
Swami, and attack 
another Guard on 
the other side of the 
door! After he’s out 
of the way, smash 
vases to find one more Coin and a health 
power-up. Exit through the green doorway. 
Follow the 
hallway to the right, 
taking out another 
Guard with your 
sword, and the next 
Guard with an 
Apple-sword combo! 
Activate the switch 
and return to the Swami next to the platform. 


THIRD GEM 
Ride the lift up to 
the balcony on the 
left and smash the 
vase for four Coins 
and the third Gem! 


RETRIEVING THE FLUTE 
Ride the lift up to 
the balcony on the 
upper-right and go 
through the purple 
doorway. Throw an 
Apple at another 
Guard to stun him, 
then use the sword 
on him. Go through the door. Turn left to 
collect four Coins and meet the man next to 
the Magic Carpet who has lost his Flute. 
You can find it for him, no problem! 

Jump down to 
the lower-left 
platform and collect 
three Coins and a 
Key. Carefully cross 
the thin bridge to 
collect one more 
Coin, then enter the 
purple doorway. 


The little boy 
here needs you to 
get rid of the birds 
on his mom’s 
clotheslines. Press 
ti) to bring up your 
crosshairs and take 
care of the pests. 
When the lines are clear, the boy hands you 
the Flute! Return to the last room, jump 
down to the ground, and exit through the 
door behind the Apple Merchant. 
Recognize this gate? Your Key opens the 
gate and gives you easy access to the 
room containing the lifts! 


ACTIVATING LIFT 2 


After you return the 
Flute to the man, 
the Magic Carpet 
begins to move. 
Jump up onto it 
and ride it to the 
next balcony. Throw 
the switch to 
activate Lift 2! 


ACTIVATING LIFT 3 

Ride Lift 2 to the 
upper-left balcony. 
Jump across the 
yellow Magic 
Carpet and go 
through the purple 
doorway. 


Your perspective moves from full 3-D motion to 
side-scroll with z-depth. After you leave this 
area, the view returns to full 3-0 motion again. 


Smash the vases in this room to find 
one more Coin and a health power-up, then 
jump through the checkpoint. Go through 
the green doorway. 

Run and jump across the building up to 
the right, using the ropes to swing across 
large gaps. You'll collect six Coins. The last 
rooftop contains the third switch. Activate it 
to trigger the third lift. 


YOU’RE OUTTA HERE! 
Ride Lift 3 to the 
highest balcony and 
go through the door. 

Swing your 
sword as fast as 
you can; two 
Guards are here! 
When both are out 
of the way, activate 
the reel to pull the 
rope taut. 

Step underneath 
the pole and get 
sprung... . You're 
outta here! 
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ALIEN RESURRECTION 


STRAFE 


Your character will move sideways to the left or right. Helpful for scooting back 
and forth behind crates or walls, moving yourself out of the line of fire. 


QUICK TURN 


Turns characters 180 degrees nearly instantly. Use at the bottom of ladders to 
quickly note your surroundings, or when enemies appear suddenly from behind. 


LOOK 


Moves the camera up or down to more carefully examine your surroundings. In 
order to target Crawling Aliens and Facehuggers, you must use the Look button 
to spot them. 


LOOK HOLD 


Locks the Look button into place, allowing you to keep the camera focused on 
the floor or ceiling while moving. Very helpful for targeting Facehuggers. When 
Look Hold is off, letting go of the analog stick or digital direction pad will return 
your view to the center position. 


CENTER VIEW 


Quickly returns the camera to its default, straight ahead position. 


CROUCH 


Causes characters to duck, allowing them to enter crawlspaces. You cannot move 
as fast while in the crouched position, so stand up as soon as you are able. 


ACTION 


This button is used to pull switches, push buttons, activate consoles, and open 
doors. If you are looking at an object that can be manipulated, the action button 
will flash at the top of the screen. If you are not looking at a specific object, the 
Action button will reload your weapon. 


USE 


This button helps you use items in your inventory such as a Flashlight, MediKit, 
or a Portable AutoDoc unit. Select the inventory item you wish to use so that it 
appears on the top right of the screen, then press the Use button. 


FIRE 


Fires the weapon which is visible on screen. To reload, press the Action button. 


WEAPON + / - 


Cycles through your inventory to help you select the appropriate weapon. 


ITEM + / - 


Cycles through your inventory to help you select the appropriate item. 


ON SCREEN INFORMATION 


HEALTH 


At the top left of the screen is your life status, represented by four green 
segments. As you become injured, the number of segments decreases. When 
you are on your last segment, it will flash red and you will hear your heartbeat. In 
such a situation, you need to seek medical attention quickly! You can replenish 
your health through the use of MediKits which are located throughout the game. 
A Small MediKit adds one additional segment to your life status bar. A Medium 
MediKit adds two segments, and a Large MediKit adds three. Never waste a 
MediKit by using it when your life bar is already full. 
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ALIEN RESURRECTION 


Should you find your character implanted with an Alien embryo by a 
Facehugger, a second bar will appear below your life status. This bar indicates 
the time remaining until the embryo is ready to hatch, and it will steadily 
decrease. Your only chance for survival is to find and use a Portable AutoDoc 
Unit to eradicate the embryo before it bursts out of your chest. NOTE: Although 
you cannot be impregnated by another Facehugger while an embryo is already 
inside, you can still suffer injury. 


INVENTORY 


The icons at the top right of the screen display the items in your inventory. The 
number to the left of the icon tells you how many of those items you have in your 
possession, and will decrease when the item is used. To pick up an item, simply 
walk over it. Cycle through the items and press the Use button to use them. 


MOTION TRACKER 


The display at the lower left of the screen will warn you when an Alien or other life 
form is present, but its range is extremely limited. 


You begin the game defenseless, but as you progress you will find various 
weapons which will then be added to your inventory. The weapon you are 
currently carrying will be visible at the lower right of the screen, and you can 
cycle through your inventory to change weapons. A crosshair in the center of the 
screen shows the trajectory of any weapon fired. 

An ammo counter appears in the lower right of the screen on top of the 
weapon. The first number represents the amount of ammo in your possession, 
and the second number represents the amount of ammo in the weapon itself. 
When the second number decreases to zero, you must hit the Action button to 
reload your weapon (depending upon the level of difficulty). Not all weapons may 
be available in the same mission. The various weapons include: 


PISTOL 


Ammo: Infinite 

# of shots before reload: 12 

The standard issue firearm for the crew of the USM Auriga, the Pistol may not 
pack a lot of punch but it can be reloaded indefinitely without the need to find 
ammo. Pistols work especially well on Facehugger Eggs and the Facehuggers 
therein and can blow up crates with yellow and black warning markings. 


SHOTGUN 


Ammo: Shotgun Shells 

# of shots before reload: 4 

This double-barreled weapon is handy for close encounters, as it is able to knock 
even the strongest creature off its feet. The Shotgun's only drawback is that it 
cannot be fired as quickly as the Pistol or Laser, and you must reload after every 
four shots. It can also blow open any gray-colored crates with flashing blue lights. 


LASER (call only) 


Ammo: Laser Energy Clip 

# of energy before reload: 40 

The Laser is quick and deadly, but it uses up energy very quickly. In addition, it 
must be aimed more carefully than the projectile weapons. The Laser can destroy 
all crates, including barrels. 


PULSE RIFLE 


Ammo: Pulse Rifle Clips 

# of shots before reload: 60 

The Pulse Rifle fires a 10 mm. explosive tip caseless round-very effective for 
piercing light armor and most anything else. As with the Laser, the downside is 
that it expends ammo very quickly and is not as accurate as the smaller weapons. 


FLAMETHROWER 


Ammo: Flame Thrower Canisters 

# of energy before reload: 100 

The Flamethrower will set ablaze any enemy within a short distance. It can't be 
used in tight quarters without causing damage to the user. 


GRENADE LAUNCHER 


Ammo: Grenades 

# of shots before reload: 6 

The Grenade Launcher is a powerful weapon against more distant targets, and 
is great for putting an explosive into a hard to reach area. Its only downside is 
the slower reload time as well as the fact that it cannot be used in tight quarters. 
It is one of the only weapons that can be used underwater. 


DUAL PISTOLS (Christie only) 


Ammo: Infinite 

# of shots before reload: 24 

Double your pleasure, double your fun! Although the bullets are the least 
powerful of all ammo, you can fire twice as many of them as you can when 
wielding a normal Pistol. 


ROCKET LAUNCHER 


Ammo: Rockets 

# of shots before reload: 4 

The Rocket Launcher is also a large and powerful weapon to be used against 
distant targets. Unlike the Grenade Launcher, however, you do not need to 
adjust for trajectory; rockets will travel straight towards their target and explode 
on contact. It, too, can be used underwater. 


ELECTRIC GUN (Ripley only) 


Ammo: Electric Gun Energy Pack 

# of energy before reload: 100 

# of energy per charged blast: 26 

Short bursts from the Electric Gun are all that is needed to destroy Facehuggers 
and Eggs. Adult Aliens require a charged burst, which you perform by holding 
down the fire button and then releasing it. The Electric Gun is capable of stunning 
large enemies that other ammo has no effect on, such as the Newborn Alien. 


e Conserve ammo; there is a finite amount available. 


e — Use your environment. Explosive crates blow up with only three pistol 
shots. Use them to open reinforced crates or kill nearby enemies. 
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+ — Don't forget that the AutoDoc Unit does not work underwater, so be sure to 
use it before getting into the water. If you do get facehugged underwater, 
get to the surface as soon as possible. 


¢ — In level 9 you will need to use the Electric Gun. Although very powerful, it 
needs to be charged before use. A blast of 10 to 18 energy units will take 
down an Alien. Smaller charges can be used on Facehuggers. Be careful; it 
is possible to overcharge the Electric Gun. If you hold down the trigger too 
long (a charge greater than 18) you will waste ammo. You'll know you are 
overcharging when the Sony dual shock controller begins to shake. 


COMBAT TIPS 


STANDARD MARINES 


Complete fodder. Don't waste any of your good ammo on them. One well placed 
pistol shot to the head, and they’re dead. 


SPEC OPS MARINES 


Use door frames or wall sections that stick out as cover while fighting these 
marines. 

Use the Pulse Rifle against them. Always aim for the head. When hit in the 
head they should only take about 20 rounds to kill. 


HAZMAT MARINES 


Use the Pulse Rifle and aim for the head. 

In level 6 you encounter Marines that are way down the hallway. The 
Flamethrower is not much of a range weapon so use the pistol to take these 
guys out. Save the good ammo for the tight fights. Aim for the head and the 
Hazmat Marines strafe away to dodge, giving you time to reload as well as gain 
distance from them. 

They are impervious to flames, so don't use your Flamethrower. 


ALIENS 


If there is a fair amount of distance between you and an Alien, take it out with 
the pistol. Headshots do more damage (a well-placed shot to the head stuns the 
Alien.) Move backward away from the Alien when doing this. 

If an Alien attacks you by jumping and you hit it in mid-air with the shotgun, 
it explodes with one shot. This is the best way to kill them because it conserves 
ammunition. 

If you come across an Alien in battle with a Marine, let them battle it out. It 
will be easier to take out whomever wins. If you interrupt the battle, both beings 
may turn on you. 

When Aliens are in groups, use the Pulse Rifle. Go for headshots. 

Aliens don't like fire. Sometimes Aliens retreat when you use the 
Flamethrower on them. This gives you enough time to kill with the pistol. This is 
best done with only one or two Aliens. 


FACEHUGGERS 


When you come across closed eggs, shoot them at the base. If a Facehugger 
pops out, it will land near the base and it will be easy for you to hit it because 
you are already aiming at the base of the Egg. 

When in large numbers, take them out with the Flamethrower. 

Some Facehuggers play dead. Put a few extra pistol shots in them to make 
sure they are dead. Facehuggers disintegrate with one Shotgun blast. 

When you engage Facehuggers, keep moving. They will have a tougher time 
getting you. Don’t move into them when they are jumping. 


SOLDIER ALIENS 


These Aliens are fast! Use the Pulse rifle. Don't stop shooting until they stop 
moving. 
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ALIEN TRILOGY 


ALIEN TRILOGY 


Your mission is to get to the formidable alien queen and put her down once and for all. On the way you'll encounter all 
manner of nasty foes determined to kill you off first. These fact-filled pages will help you win through, including tips 
on general strategy, how to deal with your enemies and what weapons are available as you struggle towards her. 


SURVIVAL KIT 


No matter how many bullets and weapons 
you pick up, there will undoubtedly be 
times when enemies close in from all sides. 
The best thing to do in this situation is to 
run backward, away from the horde, while 
firing. This way you can keep your distance 
while shooting. When the pistol is the only 
weapon available, this tactic is essential for 
defending yourself against warriors and 
mother aliens. 


STRATEGY SESSION 


e The Auto Mapper is found on most levels. 
It’s very useful for navigating your way 
around mazes, although it doesn’t 
differentiate between rooms you have 
and haven't found. 

e Activating computer consoles is an 
integral part of play on many levels. The 
consoles are shown as blue dots on the 
level map. If a console is present, it must 
be activated for the entirety of the level 
to be seen. Sometimes you'll be unable 
to complete a level until you have 
activated a computer console, so 
ignore them at your peril. 

e To save bullets, get close to an enemy 
before blasting. This shouldn’t be hard— 
the slimeballs usually chase you! 

e Don't worry about enemies in the ammo 
collection rounds—there aren’t any. You 
only have 60 seconds, but take your time; 
the level is very short anyway. Be sure to 


y A 


A Face-huggers develop from these eggs—it’s 
best to try to blast them before they hatch. 


A Warriors are fast and aggressive—it takes a 
total of four shotgun hits to kill one outright. 


blast away at any crates, as bonuses are 
sometimes available. 

e Always blow up the red barrels and the 
gray crates. These lead to hidden areas 
or contain bonus items such as 
cartridges and health. Strike a barrel 
and it will destroy nearby scenery. 

e Medikits are few and far between, so 
don’t pick them up until you’re severely 
low on energy after a heavy bout of 
warrior-baiting. The best tactic is to make 
a note of where the kits are, then go back 
and retrieve them when necessary. 

e Remember that the aliens have acidic 
blood. Even after you’ve managed to kill 
one, its dead body will continue to 
damage you if you touch it. 

e There are several hidden rooms that are 
accessed by walking through walls, so 
always continue forward when faced with 
a dead end. You may find more than you 
bargained for. 

e The Look function may seem pointless at 
first but it’s invaluable later, when aliens 
crawl on the ceiling. 


To access a particular level, type GOLVL on 


the password screen, followed by the level of 
your choice. Now choose “Accept,” “Exit,” 
and “Start” and away you go to finish that 
queen once and for all! 


CLOSE ENCOUNTERS 


Ranging from small face-huggers to giant 
egg-laying queens, there’s a host of 
creatures waiting for you out there, and 
they’re all after your blood. 


FACE-HUGGER 


The smallest and most annoying foe, these 
give chase and try to latch onto your face. 
As soon as they appear on the radar, run 
away, only turning to fire. If they get a hold 
of you, keep firing to shake them loose. 

They are killed with a single shot from 
the more powerful guns, but require two to 
three accurate hits from the pistol. 


A Face-huggers may only be small but they’re 
fast and annoying—and there are a lot of them. 


CHEST-BURSTER 


Similar to face-huggers but faster and 
more agile, these critters are usually found 
in crates or bursting from the chests of 
unfortunate colonists. As they can jump 
around when attacking, targeting them can 
be a nuisance—the smart gun makes life 
easy, though! 


WARRIORS 

Tall, dark and fast aggressors that spit and 
claw, warriors take four accurate shotgun 
hits to be put down. If you’re only packing 
a pistol when you spot one, turn and run. 


DOG STRAIN 


Quicker than the cumbersome warriors and 
just as tough, these runners can rip your 
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A Toxic Gear Guards are easily dropped with a 
smart gun, despite the intimidating armor. 


energy to shreds if they get close. Worse, 
they usually hunt in pairs. Grenades work 
best on this vicious breed of alien, but if 

you’re out of them, opt for the smart gun. 


SECURITY GUARDS 

These chemically infected armed goons 
don't hesitate in firing multiple rounds in 
your direction. The pistol takes too long to 
drop them—so opt for two accurate 
shotgun blasts or a stream of ammo from 
the pulse rifle. Don’t forget to pick up their 
ID tags if need be. They regularly drop 
9mm clips, too. 


SYNTHETIC 


No expression and no pain, that’s what the 
merciless synthetic fighters have going for 
them—along with a big smart gun. 
Grenades work well on their sullen faces. 


MARINE 


A chemical infection has ensured these 
grunts won't leave the alien nest alive. 
Firing single pulse rifle shots, marines 
aren't tough. Even if you’re only carrying 
the basic pistol, you have the advantage in 
close combat. 


TOXIC GEAR GUARDS 


These guys fight like marines but dress like 
stormtroopers, and they just love to hurl 
grenades at you. They are dropped easily 
with the smart gun and leave behind 
grenades for your pulse gun. 


QUEEN 


The formidable queen appears throughout 
various sections of the game, always 


A Don’t worry about saving ammo when you're 
facing the queen—just keep firing away at her! 


surrounded by cocoons and a multitude of 
aggressive face-huggers. Thankfully, there’s 
usually an array of ammunition and health 
power-ups to aid you in your exhausting 
battle with this intimidating enemy. 

When you first enter the nest, the 
queen is attached to the sprawling egg 
chute, and that’s where she’s best left. 
Concentrate all firepower on the face- 
huggers as they are the threat to your 
mission. Use the smart gun, if you have it. 
Leave most of the heavy-duty artillery for 
the queen herself and don’t hesitate in 
rupturing the cocoons, keeping on the 
move while looking for health and ammo. 

When facing the queen herself, stay at 
a safe distance and let off every last shell 
you’ve got. Don’t worry about accuracy — 
she’s so big it’s hard to miss her. The more 
powerful weapons knock the alien back, 
keeping her at bay. 

When you finally finish the job, keep an 
eye open for more face-huggers, especially 
in the exit lift. 


8008F34A0029 
8008F3420029 
8008F33E0029 
8008F3460029 
8009A05A03E7 
8009A04603E7 
8009A05803E7 
8009A05203E7 
8009A04003E7 
8009A04C03E7 
8009A04A03E7 
8009A05403E7 
8009A0240001 


Have Flamethrower 
Have Pulse Rifle 

Have Shotgun 

Have Smart Gun 
Infinite Batteries 
Infinite Bullets 

Infinite Charges 
Infinite Flame Fuel 
Infinite Health 

Infinite Pulse Ammo 
Infinite Shotgun Shells 
Infinite Smart Gun Ammo 
Rapid Fire 
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There’s little point in facing an army 
of mutants and fierce aliens with just 
your fists for protection. The following 
weapons are either hidden in crates 
or lying on the ground. 


9MM PISTOL 


This is the most basic firearm in your 

possession. The pistol proves very limited 
in later levels, but it’s ideal for taking out 
face-huggers in the first half of the game. 


SHOTGUN 

It takes a second to reload this meaty 
weapon and in that fraction of time the 
aliens could take advantage. However, the 
shotgun downs all but the toughest 
humans with two shots and most aliens 
with four—and it sounds great. 


FLAMETHROWER 
A top movie prop, but this beast of a 


weapon runs out in seconds. The 
flamethrower works wonders on face- 
huggers, but use it sparingly. 


PULSE RIFLE 
With an authentic shrill noise, the pulse 


rifle shoots single bursts of ammo in a 
straight line. It knocks some fiends down 
quickly, but it’s tricky to blast nimbie 
creatures who dodge the narrow line of 
fire. Ammo clips last a long time, and this 
weapon can also launch grenades. 


SMART GUN 

Complete with a standard round of 300 
shots, the smart gun is the best tool for 
taking out hordes of enemies (especially 
face-huggers) with a single blast. Because 
it sprays out ammo, you can catch several 
opponents with one biast. 


A The Smart Gun is definitely the pick of the 
bunch, with a standard round of 300 shots. 


A The Pulse Rifle can launch powerful 
grenades and is a useful weapon. 


A9OTIYL NINY 
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An action RPG filled with monsters and treasure chests, Alundra has many 
sub-quests to follow on your way to the final confrontation. We give you 
the lowdown on all the spells and weapons—and those 50 hidden falcons! 


CHARACTER ABILITIES 


e Cut grass and destroy monsters to 
acquire Gilders and Quick Effect items. 
Just be sure to grab the item before it 
disappears. Grass and monsters 
regenerate every time you exit, and 
re-enter a game screen. This is also true 
for objects such as barrels, crates, urns 
and vases. 

e Visit the fortune-teller to determine your 
next destination or your next task. If her 
shop’s not open, talk to everyone else in 
the village for clues or instructions. 

e When picking a weapon or a power-up, 
use the joypad to select the item in the 
status screen. Press @ to place the item 
in the appropriate window. Press @ to 
use the power-up when you need it. 
Press @ to use the weapon. 

e To run or swim faster, press 4 while 
pressing the joypad (you can swim in 
water once you’ve acquired the 
appropriate power-up). 

e A warning tone sounds when you’re low 
on health. Try to stop what you’re doing 
for a moment and either locate some Life 
Drops, Strength Elixyrs or Strength Tonics 
to heal yourself, or use the items you may 
already have in your inventory. If you’re 
engaged in battle at the time, try to 
prepare yourself by loading healing items 
into the Equipment Window beforehand. 

e If you open a Treasure Chest to get the 
power-up inside, and you’re already 
carrying the maximum number of units 
allowed for that item, the power-up 
returns to the chest until you have room 
for it in your inventory. 


EXPLORING INOA VILLAGE 


e It costs you 15 Gilders to consult the 
fortune-teller. She provides you with 
clues to your next destination or task, 
then indicates the specified location on a 
map of the game world so you know 
where to go. Your health and magic are 
fully restored before you leave. That’s 
quite a bargain! 


e Generally, you may use whatever weapon 
you currently have loaded into the 
Equipment Screen to throw any switch. 
However, some switches require the use 
of specific weapons, so you may have to 
cycle through your current arsenal to find 
the right one. 

e If you have a weapon that can be used in 
a charge attack, press @ to charge the 
weapon. The weapon delivers its load 
when you release the button. 

e Generally, within Inoa village, only the 
houses you can currently visit will have 
open doors. Try your hand at entering 
houses and shops in other ways, such as 
through chimneys. 

e To buy an item from a merchant, pick up 
the item you want and set it down on the 
counter in front of the merchant. The 
merchant will inform you of the price. If 
you have the amount of Gilders required, 
you may purchase the item on the spot. If 
you’re already carrying the maximum 
number of units allowed for that item, or 
don’t have enough money to buy it, the 
item returns to the merchant until you 
have room for it in your inventory or 
sufficient capital to purchase it. 


EXPLORING INOAN COUNTRYSIDE 


e Always search everywhere in and around 
Inoa every single time you beat a boss or 
successfully return from a dungeon. New 
areas will open up to you afterwards. You 
may be missing out on Life Vessels or 
Gilded Falcons simply because you didn’t 
take the time—every time—to explore the 
surrounding areas. 

e Whenever you’re given the opportunity, 
always step on a purple Teleporter to 
transport yourself to a Blue Diary, a 
Health Rejuvenation Pad and a Magic 
Rejuvenation Pad. They’re few and far 
between, so you need to save your game 
and fully restore yourself whenever you 
get the opportunity. 

e Don't worry if you seem to have gotten 
yourself lost. There are plenty of 
signposts and markers scattered 
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A You can always rest for a while if you’re 
feeling bushed. The world of A/undra is 
mysterious and also a bit deadly. 


throughout the Inoan countryside and the 
various dungeons. Make it a habit to read 
every signpost and marker you come 
across during your quest. 


COMBAT AND MONSTERS 


e Combat is carried out in real-time, so 
fortunately you don’t have to deal with an 
endless parade of combat screens and 
sub-screens. Just aim your weapon and 
fire, lash out or strike. 

e When you enter into combat against 
attackers composed of either different 
breeds of the same monster or different 
species altogether, destroy the most 
powerful and dangerous monsters first. 
Remember the maxim, “Kill that first 
which hurts the worst.” 

e Monsters usually have only one kind of 
attack. Try to avoid combat for a few 
moments to study your attacker. 
Determine the monster’s specific attack 
style and attack pattern before you 
engage it in combat. 

e It’s best to try to focus on destroying one 
attacker at a time. Every monster you 
destroy is one less monster inflicting 
damage on you. 

e When fighting a Slime or a Pukus, always 
try to hit the monster before it assumes a 
humanoid form. Three blows from your 
sword will usually destroy a Slime or a 
Pukus, so get that blade out. 

e When fighting a Murgg, always try to hit 
the Murgg before it gets close enough to 
you to strike. One blow from your sword 
will usually destroy a Murgg. 

e When fighting a Turtle, wait for the Turtle 
to pull itself inside its shell. Wait a few 
more seconds, then throw a Mining 
Bomb at the turtle (once you acquire the 
Mining Bomb). The Turtle should emerge 


Inside the House of Tarn 
Inside Wendell’s nightmare 
Inside Olen’s nightmare 
Inside Olen’s house 
Inside the Inoa mine 
Inside Lars’ Crypt 
Inside Bonaire’s nightmare 
In the Desert 
Inside the Desert Temple 
. Between Inoa and Nava’s house 
. Inside the Coastal Cave 
Behind Nava’s house 
. Inside Kline’s nightmare 
. Inthe Southeast Lake 
. Inside the Lair of Reptilicus 
Maximus 
. West of the Southeast Lake 
. Inside Giles’s nightmare 
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from its shell just in time for the 
explosion to destroy it. Several blows 
from either your sword or your Iron Flail 
directly to the monster’s head (its shell is 
invulnerable) will also destroy a Turtle. 

e When fighting a Lizard, use your ranged 
attack as a default (once you acquire the 
Iron Flail, the Hunter’s Bow or the Fire 
Wanda). Your ranged attack spans a 
slightly greater distance than the Lizard’s 
ranged attack does, so use this to your 
advantage. Several blows from any 
weapon will destroy a Lizard. 

e When fighting a Scary Tree, use your 
ranged attack as a default. Several blows 
from any weapon will destroy a Scary 
Tree. Just be careful not to get hit by any 
of the Scary Tree’s exploding seed pods. 


THE LAST THREE GILDED FALCONS 


You can get the last three Gilded Falcons if 
you continue playing the games of chance 


EFFECT 


SPELL 
1. Earth, Level One 


ground all around him 
2. Earth, Level Two 


18. Inside the Riverside Bar (See note, 
“The Last Three Gilded Falcons”) 
19. Inside the Riverside Bar (See note, 
“The Last Three Gilded Falcons”) 
20. Inside the Riverside Bar (See note, 
“The Last Three Gilded Falcons”) 
21. Inside Meia’s dream 
22. Inside Nava’s house 
23. Ona sea cliff East of Nava’s house 
24. Inside the Water Pumping Station 
25. Inside the cave above Olen’s house 
26. West of the Ice Manor 
27. Inside the house near the Inoa mine 
28. West of the Inoa mine, across the river 
29. On the small island in the Northwest Lake 
30. Inside the cave South of the Murgg Colony 
31. East of the Monument 
32. Near the Treasure Chest containing the 
Water Book 


in the Riverside Bar, and continue to 
improve your score after obtaining the Life 
Vessel in each of the three game rooms. 
Make the effort to get the last three falcons 
for a grand total of 50. If you do, Captain 
Merrick rewards you with the Spirit Wand! 


WEAPON DESCRIPTIONS 
Weapon Description 
Sword Classically fashioned drop- 


forged sword; cannot 
perform charge attack 

Given by Steina; can perform 
charge attack by holding 
down @ button 


Fiend Blade 


Holy Sword Fashioned from dreams; can 
perform charge attack by 
holding ™ button 

Legendary Only given if you’re deemed 

Sword unworthy enough to receive 


it; impressive power; can be 
charged by holding ™ button 


Alundra summons many huge rocks to drop from the sky, pounding the 


Alundra summons numerous titanic boulders to plunge from the sky, 


battering the earth all around him 


3. Fire, Level One 
4. Fire, Level Two 


5. Water, Level One 


Alundra is the center point for a raging fire storm 

Alundra is ground zero for an extremely localized thermonuclear 
detonation. Powerful stuff! 

Alundra summons three enchanted icicles to revolve around him in a 


defensive ring; Alundra’s Health is partially restored 


6. Water, Level Two 


Alundra summons six enchanted icicles to revolve around him in 


two defensive rings—three in an inner orbit, three in an outer orbit; 
Alundra’s Health is fully restored 


7. Wind, Level One 


Alundra summons an electrical storm to surround him, complete with 


repeated lightning discharges and several deafening thunderclaps 


8. Wind, Level Two 


Alundra summons a massive tornado to whirl madly around him, 


accompanied by exceptionally high winds 
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33. Inside the Magyscar Caverns 
34. East of the Water Pumping Station, 


across the river 


35. West of Lurvy’s house, across the falls 
36. Inside the well in front of Lurvy’s house 
37. In the Upper Desert 

38. Inside the River Caverns 

39. Near Nirude’s Lair 

40. Inside Nirude’s Lair 

41. Inside Elene’s nightmare 

42. Inside the cave near the Monument 
43. Inthe Murgg woods 

44. Inthe Murgg tree 

45. In the cave South of Mt. Torla 

46. Inside Mt. Torla 

47. Inside The Twins’ nightmare 

48. Inside the Undersea Caves 

49. East of Inoa 

50. Outside of The Lake Shrine 


Mining Bomb Powerful explosive device 

| used for clearing paths or 

destroying monsters 

Hunter’s Bow Kline’s crossbow; cannot 
perform charge attack 
Long range, but weak; can 
perform charge attack by 
holding ™ button 
Conventional “ball-and- 
chain”-style morning star 
used for clearing paths or 
destroying monsters dumb 
enough to get in your way; 
cannot perform charge attack 
Awesome attack power; can 
perform charge attack by 
holding ™ button 
Discharges fire projectiles; 
the Fire Wand’s good for 
burning objects or monsters 
Discharges ice projectiles; 
good for freezing objects 
or monsters 
Creates magic energy; 
prevents direct attacks 


Willow Bow 


Iron Flail 


Steel Flail 


Fire Wand 


Ice Wand 


Spirit Wand 


Infinite Health 
Infinite Health 
infinite Gilder 
Infinite Magic 
Infinite Magic 
99 Keys 
Legend Sword 
Steel Flail 

ice Wand . 
Fire Wand 
Earth Book 
Water Book 
Fire Book 
Wind Book 


801AC4AC0032 
801AC4B00032 
801DD5C4270F 
801DD5C00004 
801DD5C20004 
801DD6C40063 
801DD5F00001 
801DD5F80001 
801DD6080001 
801006100001 
801DD6800001 
801006880001 
801DD6900001 
801DD6980001 


VHaNnTV 


APE ESCAPE 


Whether it’s a slice of monkey business you’re after, or a roller-coaster top-action adventure, Ape Escape is guaranteed 
to satisfy. But don’t be fooled by cute looks-it’s anything but child’s play. 


GENERAL TIPS 


e Take time out on the first level to 
familiarize yourself with the basic 
controls, before the action gets too 
hectic. This stands you in good stead for 
later on when the action really heats up. 


Remember to make use of the different 
camera options and views on each level. 
This can save you lots of time and 
needless running around when it comes 
to tracking down those pesky apes. 


Always check the mailboxes. These often 
contain valuable information and handy 
hints on what can help you on your way. 


Use the first few levels to collect as many 
coins as possible. This can help you build 
up extra lives for when the going gets 
tough and health is at a premium. 


Always ensure that you know exactly 
where you can lay your hands on cookies 
to restore your energy. Didn't anyone ever 
tell you that it’s bad for your health to run 
around on an empty stomach? 


Use the dash hoop to cross any type of 
bridge. This saves valuable time and 
minimizes the risk of any compromising 
situations. 


If you fall off a cliff, press and then 
Exit to go to the time station with the 
same number of lives you had before you 
fell off the cliff. 


CAPTURE TECHNIQUES 


Make life easier by mastering these handy 
ape-catching techniques. 


CRAWL 


You can hide from monkeys by crawling 
along the ground. In some cases, this also 
enables you to sneak up on them 
unawares. Swinging your net while crawling 
is a great way to catch lots of the critters, 
too. To crawl, press the left analog stick in 
and move around. 


PLAYING POSSUM 


While crawling is great, sometimes it’s not 
enough to completely escape the apes’ 


attention. Luckily for you, Spike has 
another move tucked up his sleeve: playing 
possum. First, get into the crawling 
position, then, when you want to perform 
the move, press and hold the right analog 
stick in. The only drawback with this 
maneuver is that you can’t move while 
you’re doing it, which can leave you a little 
vulnerable. When the monkey turns around, 
let go of the right stick only and continue 
to sneak up on it to secure a catch. 


MONKEY RADAR 


If you’ve ever felt like you’re chasing thin air 
when after a really fast ape, why not try an 
alternative approach and let them hide 
instead? Locate them using your Monkey 
Radar and then sneak up on them. They 
won't know what's hit ’em. 


GADGETS 


There are nine incredibly useful gadgets to 
discover in Ape Escape. Use the following 
information to track them down. 


STUN CLUB 


The default gadget is great for stunning 
monkeys and enemies. 


TIME NET 


This is the second of your default gadgets. 
Use it to catch monkeys. 


WATER NET 

You’ll find this rather handy item on level 1- 
2 (Primordial Ooze). Use it to capture 
monkeys underwater. 


MONKEY RADAR 

You'll find this gizmo on level 2-1 (Thick 
Jungle). It’s invaluable for tracking down 
cheeky chimps when they decide to play 
hide and seek. 


SLINGSHOT 

This nifty little weapon is quite a 
destructive little gadget. It fires three 
different kinds of ammo— great for killing 
baddies and flipping switches. Be sure to 
pick it up on level 2-3 (Cryptic Relics). 


DASH HOOP 

This is located on level 4-1 (Crabby Beach) 
and enables you to move around extremely 
fast for a short period of time. 


Always be aware of what's around you—if 


you’re concentrating too much on catching a 
monkey, you may get caught out by the various 
hazards, such as monkey eating plants. 


SKY FLYER 


Difficult to control, but surely one of the 
coolest gadgets in the game, the Sky Flyer 
is located on level 5-2 (Frosty Retreat). It 
enables you to fly up to normally 
inaccessible high places, hover and then 
glide back down to safety. 


RC CAR 

And you thought it couldn’t get any cooler! 
You'll find the RC Car on level 8-1 (City Park). 
It’s is great for triggering hard-to-reach 
switches—and it’s also great fun to play with. 


MAGIC PUNCH 


This gadget is only available when you’ve 
completed the game. The Magic Punch 
enables Spike to punch through both walls 
and ice and this saves you valuable time 
when it comes to taking on the challenging 
time trial mode. 


CHECK OUT THE HELMET 


Just like a set of traffic lights, the apes’ 
helmets shine one of three colors, depending 
on their status. Here‘s what they all mean. 


When the helmet flashes green, the ape is 
unaware of your presence and it’s safe to 
approach and capture him. 


YELLOW 

If the helmet flashes yellow, the ape is aware 
of your presence. Don’t worry—all is not lost. 
Simply lie low and bide your time. Before you 
know it, the ape forgets where you were. 


When helmets flash red, you know the 
game is up. Time to forget those sneaky 
tactics and get down to some serious 
action. Be prepared to get stuck in there— 
or run away. If you’re feeling weak or 
outgunned, take time out, get yourself 
together, and then dive back into the fray. 
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‘COPTERS 


KING COBRA 
The King Cobra 
is your first 
*Copter. It’s great 
with weapons 
and movement, but has a low armor rating 
and poor winching ability. Its Homing 
Rockets do great damage against Tan 
enemies, but they still take a few shots to 
destroy any major target. 


THE CHINOOK 
The Chinook 
makes up for all 
of the lesser 
features of the 
King Cobra with its armor rating and weapon. 
Its Roman Candle takes out most enemies 
with one shot; however, you must be close to 
your target and facing in the right direction. 


OSPREY 

The Osprey is 
the ultimate 
*Copter for most 
players. It excels 
in all areas and packs one heck of a punch 
with the Thunder Bomb Launcher. The speed 
and armor alone satisfy most pilots, but the 
weapon is the icing on the cake. The 
Thunder Bomb Launcher takes out most 
structures and all enemies with one shot. 


APACHE 


The Apache tops 
out all of the 
Copter ratings 
and has one of 
the most exciting weapons in the game. 
However, its Laser is not very powerful. It 
takes a few shots to eliminate most targets, 
so you must collect more Helicopter 
Weapon power-ups to make up for the 
weakness of the Laser. 


TOY HELICOPTER 
The Toy Helicopter is a 
more powerful version of 
the Apache. It’s available 
in the last mission. You 
unlock this Copter when you collect more 
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than 75 percent of the Plastic on average 
throughout the entire game. The downside of 
the Toy Helicopter is that it still uses a Laser. 
Fortunately, its Laser is more potent than the 
Apache’s weapon. 


POWER-UPS 


MACHINE GUN 
POWER-UP 

After you fire a Machine 
Gun at full power, it’s 
tough to use it at 
minimum strength. At 
full power, you deliver a burst of three 
shots every time you fire the Machine Gun. 
That kind of power destroys even Tanks 
with a few pulls of the trigger. 
Unfortunately, Machine Gun power-ups are 
rare in most missions. Pick them up when 
you can because you never know when 
you’re going to run out of other weapons. 


HELICOPTER 
WEAPON 
POWER-UP 
Helicopter Weapon 
power-ups are the most 
common power-ups in 
the game. Most of your attacks involve a 
combination of the Machine Gun and the 
Helicopter Specific Weapon. Never pass 
over a Helicopter Weapon power-up 
because it’s very easy to run out of charges, 
depending on the weapon. You find most of 
these power-ups after the destruction of a 
Tan enemy or building, but they are also 
sometimes hidden in world objects. 


COPILOT WEAPON 
POWER-UP 


Copilot Weapon power- 
ups are almost as rare 
as Machine Gun power- 
ups, but it really 
depends on the mission. If Hardcore had a 
large number of Swarm Rockets, you could 
breeze through a mission in a matter of 
minutes. For that reason alone, these power- 
ups are spread throughout a mission to make 
you appreciate them. Copilot Weapon power- 
ups contain fewer charges than Helicopter 
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Weapon power-ups because the Copilot 
Specialty Weapons are much more powerful. 


ARMOR POWER-UP 


Armor power-ups save your hide in most 
missions. It’s impossible 
to finish a mission 
without taking any 
‘Copter damage. The 
number of Armor 
power-ups in a mission 
is directly proportional 
to the difficulty of the 
mission. If there are 
dozens of powerful Tan 
enemies, you'll find 
Armor power-ups all 
over the place. If there 
are fewer mobile 
enemies and more 
stationary targets like 
buildings, there aren’t as 
L- many Armor power-ups, 
or you'll find mostly 25% Armor power-ups. 
Always save the 100% Armor power-ups for 
when you really need them. 


SPECIAL POWER-UPS 


c02 


CO2 power-ups give 
your weapons a super 
charge. Plan your 
collection of these 
power-ups carefully. 
Pick one up, then 
immediately fire at nearby enemies to 
maximize the time that your weapons do 
more damage. 


CAMOUFLAGE 

This power-up is neat 
because it turns your 
*Copter into a bee for a 
short time. Tan enemies 
stop their attacks the 
second you become a bee. Use this effect 
to your advantage by firing at the more 
dangerous enemies and targets until you 
revert to Copter form. The damage you 
cause in bee form makes your time in the 
*Copter much easier. 


CONTINUED > 
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SUPER BLADES 


Super Blades are 
essential when you need 
to travel quickly between 
locations. They appear 
most often in the 
missions where you defend Green Bases. 
The screen distorts when you collect a 
Super Blades power-up. Aim the ‘Copter in 
the right direction, then push forward to 
cover ground at an incredible speed. 


DISORIENTER 


This power-up has no 
practical use. There’s 
really no reason to 
voluntarily reverse 
directional controls of the 
*Copter, so pass over this one. 


TORTOISE POWER 


The Tortoise Power 
power-up works like the 
CO2 power-up in that it 
boosts the effectiveness 
of your weapons. It also 
increases your armor rating for a few 
seconds, but it slows you down to tortoise 
speed. It’s a nice boost in power and armor, 


but you can't play for very long at that speed. 


BOOBY BOMB 

The Booby Bomb takes 
as much as it gives. It 
severely damages all of 
the enemies and 
structures within a 
certain radius, but it also takes away about 
half of your armor. That combination is not 
enough to motivate most players to collect 
a Booby Bomb, but if Armor power-ups are 
plentiful, it may just do the trick. 


MYSTERY BOX 


It’s probably best to 
avoid the Mystery Box 
power-ups. It’s not worth 
one of the other Special 
power-ups to get a 
Booby Bomb or Disorientor. Mystery Boxes 
are for daring players. The only exception to 
this rule is the final mission. You almost have 
no choice but to collect Mystery Boxes at 
some of the geysers in Mission 22. 


COPILOTS 


BOMBSHELL 


Bombshell’s specialty is Napalm. She can 
level an entire building or group of enemies 
with one charge. Bombshell’s skills are 
better with stationary targets. 


WOODSTOCK 


Woodstock he has full command over the 
Green Paratroopers. The Paratroopers clear 


the way until it’s safe to move in closer. A 
sneaky trick is to fire a flare around a corner 
to bring in the Green Paratroopers without 
even having the enemy in your sights. 


HARDCORE 


Hardcore is the most useful of the copilots 
because of his Swarm Rockets. Hardcore 
fires four Swarm Rockets at once, and they 
hone in on the nearest enemy or enemies 
without aiming. Unfortunately, it’s easy to run 
out of Swarm Rockets in the midst of battle. 


HOOLIGAN 


His specialty weapon, the Air Strike, is fast 
and destructive, but it’s not as specific as 
the other copilot weapons. Hooligan would 
be great in mass-destruction missions. 


SARGE 


Sarge is only available near the end of the 
game, but his Multi-Beam Laser is almost 
as effective as Hardcore’s Swarm Rockets. 
Sarge’s Laser works better against a few 
weak enemies than it does against a single 
powerful one. Don’t put him in an Apache 
unless you want to make all Laser attacks. 


TIPS 


e Swing rocks and other world objects into 
enemies as often as possible to conserve 
ammo. If you get enough momentum 
going, you can swing a world object into 
enemies before they realize that you’re 
there. For the maximum range, move back 
and forth a couple of times before you let 
the object go. Think of the Winch as your 
arm and the object as a bowling ball. 

e Use heavy ammo on well-guarded 
structures only. If a structure has no 
defenses, use the Machine Gun instead. 

e Pop pink flowers with the Winch to find 
power-ups. Other flowers attach to the 
Winch when you lower it. 

e One-of-a-kind world objects, like video 
game systems or cell phones, often 
contain power-ups or Plastic. Common 
objects like rocks and twigs never 
contain special items. 

e Eliminate Guard Towers at Tan Bases 
before other enemies. Their constant 
barrage of gunfire quickly depletes your 
Armor Meter. 

e Thrown weapons (the flares for Green 
Paratroopers or the shot from a Thunder 
Bomb Launcher) destroy on impact, so 
aim carefully for the best result. 

e Carrying world objects or mission- 
specific objects slows your ’Copter. 
Leave such objects behind until you 
clear the path of any Tan Forces. 

e Most missions have extra Machine Gun 
power-ups in case you lose a ’Copter. If 
you continue the game, you can still build 
up the Machine Gun to maximum power. 

e Pay attention to the messages from the 
Green Army in the Character Pop Up 
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INSECT LURE OBJECT 
Ant Candy Bar 
Bumblebee African Daisy 
Cockroach Rancid Meat 
African Daisy 


Dragonfly 
Firefly Skull 
Hornet Honey Packet 


Horsefly Soda Can 

Ladybug None (docile insect) 

Mantis African Daisy 

Moth None (attacks player) 

Mutant Bugs Green Goo Tube 

Palmetto Bug None (attacks all units 
on sight) 

Spider Dead Moth 


Window. They often give hints about a 
mission or direct you to specific 
locations/objectives. Ignore the messages 
from the Tan Army. They only mean to 
rattle you with their taunts and insults. 

e Heavy ammo doesn't carry over from 
mission to mission. You might as well use 
all of it in the current mission, but be 
careful that you don’t run out of a powerful 
weapon before you really need it. 

e Lots of Armor power-ups appear in 
certain missions. Save them until you 
really need them, and make a mental 
note of their location as you delve 
further into the mission. 

e Only enter a Tan Base when you finish 
off certain structures or enemies. It’s 
better to keep your distance and use 
heavy ammo to level most of the Base 
before your approach. 


INSECTS 


Insects are everywhere in the world of the 
Army Men, but they’re not always 
dangerous to the Green Army. Lure insects 
toward the Tan Forces, then let them do 
your dirty work. The table here lists all of 
the insects in Army Men: Air Attack 2, and 
the objects that lure them. 


PLASTIC PIECES 


Plastic pieces are the secrets in Army Men: 
Air Attack 2. It’s a challenge to find them, and 
it’s an even greater challenge to maintain a 
high Plastic percentage rating. There are two 
rewards if you keep your overall rating above 
75 percent. First, in a mission where a secret 
toy weapon joins you against the Tan Forces, 
the toy receives a weapon upgrade. Second, 
in Mission 22, you unlock a Toy Helicopter as 
an alternative to the regular ’Copters. In 
effect, the collection of Plastic powers your 
Plastic toy weapons to higher levels and 
creates the Toy Helicopter for the last mission. 


Code Name 

All Copilots 

All Player Vehicles 
Invincible 

Night Missions 
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Help Sarge take down the Tan threat and keep them there. With these tips, there’s no need to take any prisoners. 


THE RADAR WINDOW 


The radar window shows the location of 
nearby enemies or allies. It’s most useful in 
directing you toward your objective, for 
locating Tans in visible range, and for 
regaining your bearings. The range of 
Sarge’s radar isn’t much, however, so watch 
for danger on the main screen as well. 

Use the battle map for early warning of 
enemy threats when entering a new area. 
Red and yellow signatures (blips) are the 
enemy, while green signatures represent 
friendly entities. 


THE ABOUT-FACE 


The about-face is useful when a hit-and- 
run tactic is necessary, or any time you 
need to run or shoot in the opposite 
direction immediately. To have Sarge about- 
face, press ŒJ. 


STRAFING 


Strafing is a special movement where 
Sarge runs to the side (left or right), but 
remains facing forward. Perform this by 
pressing either 2) or R3. 

Strafing enables you to dodge 
incoming fire laterally while firing back. It 
would be much harder if you had to turn 
and then run instead of strafing. You can 
take on multiple enemies with this skill and 
not get a scratch on Sarge’s plastic. Or you 
can strafe from behind an obstacle to 
surprise a hidden soldier. 


USING THE FIRST-AID PACKS 


Mastery of the first-aid packs is an 
important, often overlooked, factor in a 
successful mission. First-aid packs heal 
Sarge, and anyone with him, to full health. 
But if you’re at full health already, nothing 
happens if you touch a first-aid pack. This 
sounds simple enough, but the trick to a 
successful campaign is knowing when to 
use this medical tool. After all, in the field, 
you must get the most out of your 
equipment. Therefore, use first-aid packs 
only when you’re low on health or before 
you enter a section where you will suffer 
large amounts of damage—and may not be 
able to get back to the first-aid pack alive. 


FIRING 


Fire by pressing X. To hit your enemy, aim 
Sarge in the approximate direction of your 
intended target and press X. Sarge auto- 
aims (aim automatically) to hit a highlighted 
target. However, Sarge can only do this when 
targets are fairly close. You have to control 
longer distance aiming manually. This is 
where the first-person Targeting Mode comes 
into play. By holding RD, you have precise 
control over Sarge’s aim and can easily hit 
targets that are out of his auto-aim range. 


ALL LEVELS 


At the main menu hold down m, (4), and 
RI, while quickly entering this sequence: 
*,%,¢,%. 


ALL WEAPONS 


During game play, press [==> to pause the 
action, and then quickly enter m, @, RD, Œ. 


MULTIPLAYER COMBAT TIPS 


e Memorize the locations of all the weapons, 
ammo and first-aid packs on the map. 
That way, you know where to go (and 
where the enemy will go) when in trouble. 

e In addition to having a mental picture of 
the map, you also need a mental timer. 
Weapons and first-aid packs reappear 45 
seconds after someone has collected 
them. This knowledge is extremely useful 
in one-on-one strategy. 

e Use the directional arrow underneath your 
character to track your opponent when you 
are chasing him and when he is chasing you. 

e Another basic but useful tactic is that you 
and your opponent always reappear in the 
same spot where you began whenever 
someone kills either you or your opponent. 
Thus, you can rush your freshly spawned 
opponent before he or she has a chance to 
arm up. But beware: they can also do the 
same to you. If you think you’re about to die, 
run as far as possible from your spawn point. 

e Aim explosive weapons (bazooka, 
grenade and mortar) at first-aid packs, 
weapons, etc. that your enemy is heading 
toward. Take advantage of any 
predictable patterns in your opponent. 

e Consider which weapon your foe is using 

when in a chase. Don’t run into open 

areas if your opponent is carrying a 
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sniper rifle, flamethrower or machine gun. 
Given the likelihood of splash damage, 
you may not survive a close-quarters 
pursuit if the enemy wields a bazooka. 
Just as in the single-player game, strafing 
while fighting is an excellent tactic, 
providing both defence and attack 
simultaneously. 

Keep to higher ground. This applies on 
the Sandbox level where you can rain 
bazooka shells from the sandcastle area 
if your opponent is at ground level. 
Remember, if your opponent can’t kill 
you, you can't lose. Watch your health 
and retreat to a first-aid pack when you 
get below half energy (judge also by the 
weapon your enemy is using). 

Use any cover you can find to fend off 
incoming fire from aggressive soldiers. Use 
the “peek and shoot” technique—pop out 
from behind cover, aim and shoot quickly, 
and then retreat again behind cover. 

Use one weapon to set up another. For 
example: use a mortar to flush your 
enemy out into the open, then finish him 
off with the machine gun. 

e Using your mental map, try to block off 
areas that still have first-aid packs and 
weapons. Keep the first-aid packs and 
weapons behind you; to collect them, 
your enemy has to get past you first... 
Lastly, practice using the about-face 
button during battles. This instant turn- 
around maneuver becomes more and 
more useful as you reach the higher 
levels of one-on-one skill. 


WEAPON USE 


Create deadly combinations with the 
weapons you have. The bazooka is always 
a versatile weapon. For example, throw a 
grenade, switch to the bazooka while the 
grenade is en route, and then fire a 
bazooka shell at your opponent. 

Try aiming at the ground area near your 
opponent with the bazooka whenever you 
have the opportunity available. You have a 
much better chance of doing permanent 
damage that way. And don’t overlook the 
usefulness of rolling while prone to dodge 
enemy fire, while attacking at the same 
time. It can be quite effective at reducing 
the amount of damage you sustain during 
an intensive firefight. 


e 
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ARMY MEN WORLD WAR 


BASIC MOVEMENT 

Move around the battlefield forward and 
backward (# and +) and left and right (€ 
and +). Note that your soldier advances at 
a brisk run but retreats at a slow, backward 
march. Note also that he turns slowly 
unless you press ® with € and >. 


FIRING 


To fire your selected 
weapon, point it in 
the general direction 
of your target and 
press X. As long as 
you’re pointing in the 
approximate direction you wish to fire, you’ll 
shoot at your chosen target. Occasionally, 
when there are multiple targets in a given 
direction, your army man may fire at the 
wrong one. Use your tracers to gauge the 
accuracy of your aim. 


TARGETING GRENADES AND MORTARS 


Grenades and Mortars are a bit different. 
When you throw a Grenade or launch a 
Mortar, turn to face your target; then press 
and hold X. Holding X causes a square 
target to move away from you in a straight 
line. This is your projectile target. When you 
release Xx, the Grenade or Mortar is 
launched to the spot where the target stops. 

The target moves forward until it 
reaches its maximum range (farther for 
Mortars than for Grenades). At maximum 
range, the target begins to move back 
toward you. Therefore, if you miss your 
intended enemy, keep holding X until the 
target moves back into the desired position. 

To abort the use of a Grenade or 
Mortar, while you’re holding X, press ™ or 
4 to switch to another weapon. 


ARMY MEN 
WORLD WAR 


ROLLING 


Rolling is possibly the most effective skill 
for avoiding enemy fire while shooting at 
your opponents. Roll from side to side— 
preferably into and out of cover—while 
firing. This technique allows you to preserve 
your life while you end the lives of Tans. 
Rolling can be 
initiated from any 
position. While 
standing or 
kneeling, hold &2) 
and press € or >— 
you’ll emerge from 
the roll in a kneeling position. You can also 
roll while prone (flat on the ground). Hold * 
and R3 to dive to the ground. Then, while 
still holding R, press £2) and € or #— 
you'll finish the roll in the prone position. 


DUCKING 


Ducking (©) allows 
you to lower your 
head to avoid fire. 
This comes in 
handy when you 
want to hide 
behind an object that’s low enough to fire 
over but too low to completely hide 
behind. Simply squeeze off a few rounds 
and immediately duck. You can duck from 
standing and kneeling positions, but not 
from a prone position. 


DIVING 


You can dive into a 
prone position by 
pressing [2] while 
holding #—(®2) has 
no effect if pressed 
alone. If you release 
the R3 button, your army man immediately 
kneels. This is the easiest way to kneel and a 
great move when diving behind a low rock. 
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If you wish to remain prone, continue 
holding R3. While prone, you may advance, 
retreat, or turn normally. You can also roll by 


F] 


holding down E3 (while still holding R3) 


and pressing € or >. 


KNEELING 


You can kneel by 
diving and 
releasing (2) after 
the dive. You'll also 
be in the kneeling 
position 
automatically after 
you roll from the 
standing position. 
Tap ®t or + to 
resume standing. 


CONTROLLING VEHICLES 

Walk near any vehicle to hop behind the 

wheel. Then steer the same way you 

normally move: # to go forward, + to go 

backward, € to turn left, and to turn right. 
Rotate vehicle-mounted guns left and 


right by pressing ©) or R3; fire by pressing X. 

Hold RD to activate the Combat Cam in 
vehicles, too: In Combat Cam view, you 
can turn mounted guns two ways: press 
(2) and RA, or € and >. 


In a tank, you 
can move the gun 
up and down (in 
Combat Cam mode 
only) by pressing t 
and +. However, 
guns in other 
vehicles don’t move 
vertically. In 
Combat Cam 
mode, you can't 
move your vehicle, 
only your weapon. 
Exit a vehicle by pressing 4, @, or m. 


USING COVER 


To get anywhere after the first few levels, 
you must learn to advance using available 
cover. Remember that your health is very 
limited (you can only withstand five shots 
from a Rifle, one from a Bazooka, or two 
Grenades). You must avoid getting hit at all 
costs. Unfortunately, it’s difficult to do 
anything behind cover. So, you must 
venture out judiciously to attack your foes. 

Here’s how you 
balance these two 
conflicting 
requirements: Roll, 
duck, and dive in 
and out of cover, 
and advance 
incrementally, using each bit of cover as a 
stopping point. Never make a beeline to your 
opponents, or they’ll mow you down in your 
tracks. Stop and duck behind every rock and 
wall that stands between you. Once you’re 
behind cover, take a shot or two, but expose 
yourself as little as possible. 


ZIGZAG 


Running in a random zigzag is another 
important skill. Never run in a straight line; it 
makes you very easy to target. Change 
directions suddenly and frequently, especially 
on wide stretches of open ground. 
Remember to vary the rhythm with which 
you change direction. Otherwise, you’ll still 
be a pretty easy target. Be unpredictable. 


LATERAL 
RUNNING 


Particularly in 
single-player 
mode, always run 
Se | laterally across 

stationary foes (Such as machine gun nests 
or towers), sprinting along the line of fire. 
You can run faster than an enemy gunner 
can swing his weapon to target you. 

If you feel confident with this tactic, 
angle your runs slightly. Using this technique, 
you can advance slowly but safely. 


ATTACKING 
FROM COVER 


The most effective 
way to inflict 
+ damage and 
S protect yourself is 
to use Grenades 
and Mortars from the safety of cover. To do 
this, face your intended victim from behind 
cover and press X. The target will move 
beyond your cover and toward your enemy 
as if there is nothing between you. This 
tactic is especially effective against dug-in 
enemies hiding behind walls or sandbags. 
Unfortunately, this technique also can 
be used against you. If you spend a lot of 
time behind cover, you may find yourself 
with a live pineapple in your lap! 


DODGING SLOW 
PROJECTILES 
AND GRENADES 


Devastating 
weapons like 
Bazookas, Mortars, 
and Grenades 
launch very slowly and take time to reload. 
Use this to your advantage when you’re on 
the receiving end of these weapons. 

Mortars must arc in the air and, 
therefore, take time to land. If you hear a 
Mortar launch, get away from where you are. 

Grenades take a long time to land, and 
they pause before detonating. When one 
lands next to you, immediately rush the 
guy who threw it. He’ll be defenseless, and 
you'll be clear of danger. 
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Bazooka projectiles travel very slowly, 
so you can avoid them. Keep your eyes 
peeled and be ready to roll. 


RANGE 


When a massive force is waiting in the 
distance, you may be able to attack from 
safety with your longest-range weapon. If 
the enemy’s only available weaponry has a 
shorter range, you can attack with absolute 
impunity. 


To access any mission, push the following 
buttons at the main menu (the one with New 


Game at the top): press (2), press (ki), 
release R2, release RD; press (£2), press £0), 
release (2), release ŒD; press and release 
@; then press and release m. 
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BATTLE ARENA 
TOSHINDEN 


The quirky beat-’em-up which ingeniously mixed the usual hand-to-hand fighting with weapons and ring-outs, 
the introduction of Battle Arena Toshinden showed exactly where the Sony PlayStation was going. 


e Use combinations of two, three or four 
weak and hard attacks, and then finish 
with a special move. 

e Time an attack to strike a foe just as 
they’re rising from a knockdown. If you 
time it just right, you can connect before 
your opponent has a chance to block. 

e Always try to counterattack where 
possible. Successful attacks against a 
foe on the offensive do 15 percent 
damage, as do attacks from behind. 


YOUR FIGHTING SURVIVAL 


Defeating the game’s eight characters is no 
easy feat, and even then Gaia awaits. But 
Gaia still isn’t the end. If you make it past 
Gaia without using a single continue on 
normal mode or harder, you encounter 
Toshinden’s true boss, Sho. Here are the 
moves and tips that will get you there. 


BASIC MOVES 


While each character banks on their 
special moves, there are several basic 
moves for the whole cast. These moves 
are described below using the standard 
joypad configuration. 


Weak Slash (WS): m 
A quick attack using the fighter’s hand or 
hand-held weapon. 


WS Weak Slash 


HS Hard Slash 

WK Weak Kick 

HK Hard Kick 

U Up 

D Down 

F Forward (toward opponent) 
B Back (away from opponent) 


Hard Slash (HS): 4 
This does more damage than a weak slash, 
but also takes longer to execute. 


Weak Kick (WK): x 

This quick kick doesn't inflict much 
damage but is great for starting a 
string or combo of moves. 


Hard Kick (HK): @ 

As you might expect, the hard kick is 
a slower, more powerful version of the 
weak kick. 


Throw: Back + 4 or @ (when close) 
When your opponent gets too close for 
comfort, throw them to get some distance 
between you while simultaneously stripping 
some of their health. 


Block: Back (away from opponent) 
Anticipating an opponent’s attack and 
blocking it preserves your health and can 
give you the chance to counterattack. 


Roll Out: RD or £2) 
Roll In: &3 or £2 
The roll allows you to dodge a normal or 
special attack, or roll away from the edge 
of the arena, avoiding a ring-out. 


Dash Forward: Tap Forward, Forward 
This lets you close\in quickly on your 
opponent without going into a full-blown 
run. This is effective for getting in to throw 
your foe, but be very aware that you’re left 
open for attack while you’re dashing. 


Dash Backward: Tap Back, Back 

This is like a Dash Forward, but it allows 
you to dart out of harm’s way. This is the 
fastest way to avoid a close-range attack. 


Run Forward: Forward, Hold Forward 
While running may seem impractical in a 
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game that’s played on a suspended floor, 
running can be quite helpful when it comes 
to avoiding moves such as Mondo’s 
Desperation attack. 


CONTROLLER SETTINGS 


Toshinden’s designers were aware that 
everyone might not like the default 
controller configuration, so they 
incorporated a variety of control options. 

There are eight different configurations 
(A-H), but there are (deliberate) limitations 
on what you can do. Depending on the 
difficulty level you choose, you can assign 
different actions to the shoulder buttons. 

For example, if you set the difficulty to 
Normal, Hard or Very Hard, you can only 
choose between Rotate (meaning roll) or 
Not Use for the shoulder buttons. However, 
if you select Very Easy or Easy, you have 
four options to choose from for each of the 
eight possible configurations (A1 through 
H4)—that’s a total of 32 different 
possibilities, meaning you’re unlikely to fail 
to find a setup that suits your playing style. 
For example, you could assign all four 
shoulders buttons to roll, all four to execute 
your two special moves, or two to execute 
special moves and two to roll. 

This approach means that fights 
between novice and more advanced 
players are more even. The beginner would 
have the special moves on the shoulder 
buttons, with their opponent sticking to the 
old-fashioned way. 


THE FIGHTERS 


EIJI 

With a balanced arsenal of short- and 
long-range attacks, Eiji is a powerful 
fighter. Use the Rekkuzan and Ryuseikyaku 
attacks to reach a distant opponent, and 
use the quick sword spin (Hishouzan) to 


fight close up. Eiji’s sliding kick and charge 
can muscle a foe out of the ring, so roll to 
keep them between you and the edge. 


Rekkuzan (fireball) D, D-F, F + 
either Slash 
Hishouzan 
(sword spin) F, D, D-F + WS 
Hishouzan 
(charge and sword spin) F, D, D-F + HS 
Ryuseikyaku 
(jumping dash kick) jump, D, D-B, B + 
either Kick 
Shugekidan 
(sliding kick) D-F + either Kick 
Super Move U, D, U, D, F, B, F, B 
+ (HS + HK) 
Desperation F, D-F, D, D-B, B, D- 
B, D, D-F, F + HS 


KAYIN 


Kayin is the best close-range fighter, 
thanks to his Deadly Rays and Leg Crush 
moves. They’re particularly effective at 
leveling an opponent who is getting back 
to his feet. When you’re at a distance, use 
the Sonic Slash and try to get in close by 
jumping toward your foe and delivering a 
Hard Kick on your way. Follow that with a 
Leg Crush. 


Sonic Slash D, D-F, F + either Slash 
Spinning Rays F, D, D-F + WS 

Deadly Rays F, D, D-F + HS 

Leg Crush D, D-B, B + either Kick 
Scottish Moon jump, D, D-B, B + either Kick 


Super Move F, D-F, D, D-B, B, D-B, B, F, B+ 
(WK + HK) 

Desperation F, D-F, D, D-B, B, D-B, D, D-F, 
F+ HS 


SOPHIA 


Sophia has a variety of moves designed to 
keep opponents at a distance. Use her 
Rattlesnake maneuvers to whip challengers 
into shape, and attack with the Thunder 
Ring when they’re out of the whip’s reach. 
For cheap hits, initiate the Aurora 
Revolution and move right before your foe 
gets up. Sophia also has one of the easiest 
Desperation moves if you prefer the rope- 
a-dope style of fighting. 


Short Rattlesnake D, D-F, F+ WS 
Long Rattlesnake D, D-F, F+HS 


Thunder Ring D, D-B, B + either Slash 

Aurora Revolution F, D-F, D, D-B, B + 
either Slash 

Laugh Taunt F, D-F, D, D-F, F, B, D + 
(HS + WK) 


You can pull off each character’s Super Move 
(their secret special move) without much 
hassle. Put in the Gaia and Sho codes, then 
wait for the demo to start. Press on 
controller one and when the title screen 
appears and options scroll onto the screen, 
hold x and press Xx. You'll hear the word 
“Fantastic” and the letters will turn white. 
Now select the Options menu, set the 
difficulty level to Very Easy or Easy, and choose 
a controller configuration that uses all four 
shoulder buttons for your special moves. When 
play begins, tap (4), (2), RD, RA, and em at 
the same time to execute your Super Move. 


Super Move D-F, D, D-B, D, D-F, B, F, D 
+ (HS + HK) 
Desperation F, B, F, B + HS 


Rungo has size and brute force in his 

favor, but he’s not the quickest guy in the 
world. His Batter Up and Power Thrust 
moves are powerful but easy to avoid. His 
use of fire (Fire Strike and Fire Wave) 
makes him more than just a close-range 
fighter. Once an opponent is down, execute 
a Batter Up move as they stand up for a 
few cheap shots. 


Fire Strike 
(quick rising fireball) D, D-F, F, B + WS 
Fire Wave 
(hard rising fireball) D, D-F, F, B + HS 


Power Thrust F, D, D-F + either Kick 

Batter Up F, D-F, D, D-B, B + 
either Slash 

Super Move U-F, U, U-B, B, D-B, F, 


B, D + (HS + HK) 
B, D-B, D, D-F, F, D-F, D, 
D-B, B + HS 


Desperation 


FO 


Fo may be old, but he’s smooth, quick, and 
unpredictable. Catch standing or jumping 
foes off-guard with the fast Pagoda Kick, 
and keep them at a distance with a few 
Mystic Spheres. Use a well-timed Traveling 
Sphere to steam-roll opponents the 
moment they recover from a knockdown. 
By combining enough Claw Slides, Pagoda 
Kicks and Mystic Spheres, you can force 
an enemy out of the ring. 


Pagoda Kick D, D-B, B + either Kick 

Claw Slide D+HS 

Mystic Sphere F, D-F, D, D-B, B+ 
either Slash 
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A Follow a few simple steps and Super 
Moves can be used with greater ease. 


Sphere Burst jump, F, D-F, D, D-B, B + 
either Slash 

Traveling Sphere B, D-B, D, D-F + 

either Slash 

F, U-F, U, U-B, B + 

(WS + HK) 

F, D-F, D, D-F, F, B, D + 
(HS + WK ) 

WK, WS, HS, HK, B, F, B,F + 
(HS + HK) 

F, B, D-B, D, D-F, F, B+ HS 
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Small Fart 
Laugh Taunt 
Super Move 


Desperation 


Mondo speaks softly and carries a big 
stick. Jump toward your opponent, deliver 
a Hard Kick on the way down, and follow 
that with another Hard Kick. Initiate either a 
spinning stick or spear thrust just as your 
foe is rising up for more. Mondo’s quick 
rise is a great way to fend off aerial 
attacks, and his spear thrusts make it easy 
to send opponents over the edge. His 
Desperation move is useful and fairly 
simple to execute. 


Goriki Fujin 

(quick spinning stick) B, D-B, D, D-F, 
F+WS 

Goriki Fujin 

(hard spinning stick) B, D-B, D, D-F, 
F + HS 

Shippu Tsuki (low thrust) D, D-B, B + 
either Slash 

Shippu Tsuki (high thrust) D, D-F, F + 
either Slash 

Goriki Tenbu (quick rise) F, D, D-F + WS 

Goriki Tenbu (hard rise) F, D, D-F + HS 

Goriki Raijin (fireball) jump, D, D-F, F + 
either Slash 


Super Move F, U-F, U, U-B, B, F, 
D- F, D + (HS + HK) 

Desperation D, D-F, F, D, D-F, F, 
B + HS 
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DUKE 


Duke’s repertoire revolves around his 
all-powerful two-handed sword. Surprise 
your opponent by jumping over the blades 
and using a Hard Slash to hit your foe on 
the backswing. The Cyclone maneuver is a 
great way to make someone pay for getting 
too close, and the Head Crush is tailor- 
made for use on a knocked-down 
challenger desperately attempting to 
stagger to their feet. 


Knight Strike F, D-B, D, D-F + either Slash 
Southern Cross B, F, D-F, D + either Slash 


Cyclone D, D-F, F + either Slash 
Head Crush jump, D, D-F, F + either Slash 
Super Move D-F, D, D-B, D, D-F, D, 


B, F + (WS + HK) 
Desperation D-B, D, D-F, F, B + HS 


ELLIS 


Young and quick, Ellis subscribes to the 
stick-and-move method of fighting. Her 
daggers are very effective close-range 
weapons, but her kicks are just as 
dangerous. A great way to back an 
opponent out of the ring is to execute a 
Sliding Kick followed by a Quick Knife 
Charge. Use the Arc Slash to fly in and 
attack from a distance. Her Desperation 
move is easy and impressive. 


Tornado D, D-B, B + either Kick 

Air Dance jump, D, D-B, B + 
either Kick 

Sliding Kick D + WK 


Quick Knife Charge F, D, D-F + WS 
Flaming Crescent F, D, D-F + HS 


WHO’S THE BOSS? 

To play as Gaia, press +, ¥, €, E as the 
title screen appears and the options are 
scrolling onto the screen. If you input the 
code correctly you hear “Fight” and the 
options turn from blue to red. Start a one- 
player game, and when the selection screen 
appears, hold ® and press any contro! while 
Eiji is highlighted. Now you’re Gaia. 

To play as Sho, first input the Gaia code 
(+, x, ©, Œ) as the words are scrolling 
onto the title screen. When the letters turn 
red, wait for the demo to begin, then press 
on controller one. When the title 
screen appears again, use controller two to 
input >, ©, >, ©, E, The words will turn 
blue once again. Start a one-player game, 
highlight Kayin, then hold + and press any 
contro! button to fight as Sho. 


A Ellis is fast and cocky. Watch for her knives. 


Arc Slash jump, D, D-B, B+ 
either Slash 
Ribbon Toss F, U-F, U, U-B, B + 
(WS + HK) 
Super Move D-F, D, D-B, D, D-F, B, F, 
D + (HS + HK) 
Desperation F, B, F, B + HS 


GAIA 


How can you lose with incredible moves 
like these? Power up his whirlwind Super 
Move while your opponent is down, or go 
for the simpler Full Stream, which can’t be 
blocked. Master the Desperation move and 
you should come out victorious every time. 


Full Stream B, D-B, D, D-F, F + either Slash 

Sea Slash F, B, D-F + HS 

Arm Blast F, D-F, D, D-B, B + either Kick 

Super Move D-F, D, D-B, D, D-F, B, F, D + 
(HS + HK) 

Desperation F, D-F, D, D-B, B, F + HS 


SHO 


Expanding on the best qualities of both Eiji 
and Kayin, Sho is much more fun to control 
than to fight with. The techniques 
mentioned for Eiji and Kayin apply, but Sho 
does more damage. Whenever your 
opponent rolls, perform the charge 
maneuver for a guaranteed hit—a trick that 
works with both Eiji and Kayin. And don’t 
neglect the double fireball, which is great 
for keeping foes at a distance. 


Leg Crush D, D-B, B+ 
either Kick 
Ryuseikyaku jump, D, D-B, B+ 
either Kick 
Double Rekkuzan 
(double fireball) D, D-F, F+ 
either Slash 
Shouzan (sword spin) F, D, D-F + WS 


Shouzan 
(charge and sword spin) F, D, D-F + HS 
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Instant Desperation Move 


This trick allows you to easily pull off your 
character’s desperation move and requires 
no Gaia or Sho codes. Simply go to the 
Options screen and select the Very Easy or 
Easy difficulty level. Set your controller 
configuration to use and R2 for special 
moves (configuration A3, B3, C3, etc). 
When you're in a fight and your health 
meter flashes red, simply press RD, R2 
and + simultaneously to pull off your 
fighter’s Desperation move. 


Angled Shouzan B, D, D-B + 
either Slash 

Scottish Moon jump, D, Up + 
either Kick 

Eiji’s Throw 

(near opponent) B + HS 

Kayin’s Throw 

(near opponent) B + HK 

Super Move D, F, U-F, U, U-B,B, 
D + (HS + WK) 

Desperation F, D-F, D, D-B, B, D-B, 
D, D-F, F + HS 


CAMERA TRICKS 


If the four standard camera angles aren't 
enough, try this trick. Set the control pad 
configuration to any type that does not use 
the shoulder buttons (R3, ŒD, etc). Now 
under Camera Action, select Yourself. 
Return to the controller configuration and 
choose a setting between A5 and G5. 

While playing the game, the shoulder 
buttons rotate the camera angle. Press 
Fæ to pause the game. Hold the @, 4, m, 
and X buttons while pressing the Ga 
button. This eliminates the Pause menu, 
and you can still change the camera angle 
while paused. Holding the four buttons and 
pressing ea again removes the power 
bars from the top of the screen and allows 
you to zoom in on the action using the 
shoulder buttons and the directional pad. 
You can use controller two’s button as 
a frame advance for the action. 


801BC1880000 
801CAGES0B3A 
801BC11A0008 
801BC11A0009 


Infinite Health P1 


Infinite Time 
Select Gaia 
Select Sho 


BATTLE ARENA 


TOSHINDEN 2 


The original demonstrated just what the PlayStation was capable of, and this sequel raised the bar another notch— 
bigger, better, faster, smoother and even more stunning to look at. 


MOVING AND 


ATTACKING 


Although these moves are common to all 
characters, the actual attack and its 
effective range are different. 


Dodge Left/Right or C (but can 
be assigned to 


other keys) 
Run Forward +> 
Run Backward ee 


Running Sidestep -+ then a Dodge key 


Running Weak Slash 238 
Running Hard Slash DIA 
Running Weak Kick 39x 
Running Hard Kick 330 
Taunt 


TAUNTS 

A taunt raises your foe’s overdrive meter. 
When you start a taunt, you cannot block 
until it’s finished, though you can execute a 
move to end it early. The exception is Ellis, 
whose taunt actually causes damage (if the 
enemy is close enough), and cannot be 
stopped once started. 


GETTING OFF THE 
GROUND 


Use these to get back on your feet when 
you’ve been floored. 


Roll Forward and rise >> 
Roll Backward and rise ée 
Roll Sideways and rise tap ŒD or 


Use these moves when your enemy is 
floored, but after they have finished tumbling. 


Pounce Attack 
(close range) 
Weapon Strike 
(long range) 


m + @ together 


m + X together 


Duke, ever the gentleman, cannot attack a 
floored enemy. Instead, a long-range attack 
is replaced by a taunt. 

These are the characters available at 
the start of the game. Bonus characters 
and bosses, available via cheat codes, are 
outlined later. 


A To master Battle Arena 

Toshinden 2, you have to be 
just as quick off the floor as 
you are in the air. 


A Eiji’s mix of sword 
techniques and fireballs 
makes him a flexible fighter, 
as Fo is discovering here. 


MEET THE FIGHTERS 


Overdrive moves can only be executed 
when your overdrive meter is flashing. 


CHAOS 


Regular Moves 
Crab Walk 


Diving Sickle attack 
Horizontal Flight 
Poison Breath 
Sonic Pulse 


Spinning Death 


Secret Moves 
Flaming Ground Strike 


Flaming Palm Shot 


Overdrive Move 
Rotating Sonic Pulse 


Desperation Move 
Charging Flame Sickle 


Strategies 


>= then x or © 
Any button to stop 
€“s- then x or @ 
@ while in the air 
vs then @ or A 
vs then Bora 
Only available when 
in the air 

aude (hold €) 
then m or A 


subeedsy then 
n+ 
2udbeeoe then 
E+ 


B+A+X+@ 


eevusubee 
then á 


The Crab Walk is a good way to confuse 
your opponents, especially if they like to 
attack from the air. Don’t overdo it, though— 
you won't win by defending. The Horizontal 
Flight is similar to the Crab Walk—use it 
instead if your opponent is a ground fighter. 


PSX GAMER’S GUIDE VOL.1 


ATracy’s Sidestep Club 
Uppercut lets you close with 
your opponent and deliver a 
powerful strike. 


Poison Breath is too slow to be truly 
effective as a single attack. Use it to force 
your opponent to defend, then follow up 
with a more powerful move. Spinning 
Death is a useful move, because even if 
you miss it, you still perform a basic Slash. 


DUKE B. RAMPERT 
Regular Moves 
Calming Finger 

(drains foe’s overdrive) A + @ while your 
enemy is on 

the ground 

+x then m or a 
+u then m or A 
This can be done in 
the air 

+s X Ore 

>x- then mora 
>s then E ora 


Cyclone 
Flying Head Crush 


Piercing Charge 
Slicer Combo 
Southern Cross 


Secret Moves 


Dernier Swing oudbeesesy then a 


Overdrive Move 

Flaring Head Crush m + 4+X+0 
Desperation Move 
Flaming Cyclone “ude then á 
Strategies 

You’re vulnerable as you execute a 
Cyclone, so it’s best used against a 
stumbling opponent or one who’s rising 
after a fall. The Piercing Charge is a good 
way of closing the gap between you and 
your opponent; it’s quicker than walking 
and you get to attack as well. 


CONTINUED > 
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AWhen playing as Fo Fai, 
try to combine quick Claw 
attacks with hard to dodge 
Mystic Sphere blasts. 


charge. 


The Southern Cross is more effective than 

it looks—it’s so quick that you can perform 
the move several times back to back. Don’t 
let your tactics get too predictable, though. 


EIJI SHINJO 


Regular Moves 


Charging Overhead «+ then m or 


Sword Flip A 
Downward Aerial 
Flamekick +e é then x or 
@ Must be done 
while in the air 
Fireball +s then m ora 
Sliding Kick s with x or @ 
Cut With The Sword +>4u then m or A 


Secret Move 


Double-hitting Swing >44 then à 


Overdrive Move 


Rising Sword Wave B+A+X+0 


Desperation Move 
Charging Sword Pummel »uvueuyy 
> then a 


Strategies 
The Charging Overhead Sword Flip is 
powerful, but it’s difficult to get the attack 
range right—you should stand at a distance 
roughly equivalent to your height. The 
fireball is slow. Use it at mid-range, or to 
force your opponent into making a mistake. 
If your opponent uses a missile 
weapon, use the Sliding Kick. You travel 
harmlessly under the missile and deliver 
your own attack. Eiji’s secret move is too 
slow to execute and too complicated to be 
very useful, but his Overdrive Move is 
great. Get close before going for it, though. 


ELLIS 


Regular Moves 

Air Dance (aerial kick) +w < then x or 
@ This can only 
be done in the air 

Arc Slash (diving attack) +x then m or 
4 while in the air 

Flaming Rising Crescent 

(knife uppercut) >4u then Mora 

Flying Knife Charge >+ then m or 
4 Execute during 
a Tornado move 


AKayin’s Leg Crush is the perfect 
answer to an opponent’s forward 


moves—not just your favourite 


character. That way you'll always know 
what you’re up against in any battle. 


+e é then m or a 
+e é then x or @ 


Spinning Star 
Tornado (rising roll) 


Secret Moves 
Uppercut, kick, dive, 


knife combo u4e4se> then «a 


Overdrive Move 


Multiple Knife Attack m +á +x +@ 


Desperation Move 
French Kiss Combo >é- 6 then a 
Strategies 

The Spinning Star knocks your opponent 
down, but you have to be at close range to 
use it effectively. The Tornado Roll works 
best at medium range. Use this move with 
caution, though. If you miss you fly over 
your opponent’s head —be careful if they’re 
near the edge of the ring! 

Ellis’s low kick (+ and @) is a neat foot 
sweep. Use it to floor your opponent, then 
follow up with a ground attack. Her taunt 
does a little damage from close range, but 
it’s too slow to use effectively as an attack. 


FO FAI 


Regular Moves 

Charging Claw € then 4 

Claw Slide vt 

Downward Air Mystic Sphere >% 4w then m 
or 4 while in the 
air 

>udee then m 
or 4 This move 
can be done in 
the air 

Pagoda Kick (leaping kick) +w then x or @ 
Traveling Mystic Sphere ¢ssthen m or a 


Forward Mystic Sphere 


Upward Mystic Sphere +x é then m or 4 

Secret Move 

Mega Air Mystic Sphere ¥u>eudue 
then m + © 


Overdrive Move 
Power Forward 


Mystic Sphere B+A4+X+@ 
Desperation Move 
Mystic Sphere Assault Jertsea 
Strategies 


The Charging Claw is more of a stretch 
than a charge. It’s great against an 
opponent who tries to stay just out of 
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A It’s important to learn everyone’s 


Alf the basic characters aren’t enough, you 
can try your hand with the two hidden 
characters, Sho Shinjo and Vermillion, or 
even the two bosses, Uranus and Master. See 
Tricks and Tactics on page 23 for details. 


attacking range. The Pagoda Kick has to be 
used at close range to hit your opponent. 
This high-flying move launches you across 
the screen, so use it with caution if you’re 
near the ring’s edge. 

The Claw Slide is great for ducking 
under missiles and launching counter 
attacks. Fo Fai’s missile attack—the 
Traveling Mystic Sphere—is so large that 
it’s tricky to avoid. For maximum damage, 
follow it with a power move. 


GAIA 


Regular Moves 

Air Roll +é then x or @ 
Devil Sword Strike +é then m or a 
Forward Fire Stream ¢“4y- then à 
Running Sword Charge ++» then m or 4 
Upward Fire Stream ¢«Js-+ then m 


Secret Move 
Armor Bastar Quad 
Sword Strike 


PRE“ LID 
then a 


Overdrive Move 


Demon Air Drill M+A+X+0 


Desperation Move 
Flaming Energy Palm Judueudy> then a 


Strategies 

The Air Roll is a great counterattacking 
move—you fly over your opponent’s head, 
land behind them, and deliver an attack. 
The upward Fire Stream is ineffective 
against ground-based opponents. If your 
foe flies a lot, get ready to deliver this 
upward-aiming attack—it’s a good way of 
attacking leaping opponents while you stay 
on the ground. 

The Devil Sword Strike is extremely 
powerful, but slow to execute. Use it 
against a long-range opponent who’s 
moving toward you. Use the running Sword 
Charge to bundle your foe out of the ring. 


KAYIN AMOH 
Regular Moves 
Deadly Rays 
(a diagonal sword 
uppercut) +s then m ora 
Double Sword Pierce uta 


Leg Crush (split kick) vee then x or @ 
This can be 

done in the air 
Scottish Moon 
(somersault kick) vee then x or @ 
while in the air 
Sonic Slash 


(fireball missile) +x then mora 


Secret Move 
Triple Split Kick 
and Vertical kick 


sudbeee 
-é then @ 


Overdrive Move 


Rising Kick Wave B+A+X+0 


Desperation Move 
Hell’s Inferno 
(sword pummel attack) dubeeeuy 


> then a 


Strategies 

The Double Sword Pierce is a close-range 
attack that’s incredibly easy to perform, it 
is also quickly executed, and inflicts a 
reasonable amount of damage. If you plan 
on using Kayin Amoh regularly, this is the 
first move you should master. 

The Scottish Moon attack is effective 
against aerial opponents, and the Leg 
Crush works well against advancing foes. 
The Sonic Slash isn’t as slow as other 
fireball moves, but it rarely catches 
opponents off guard. 


MONDO 
Regular Moves 
Aerial fireball +s then m 

while in the air 
High Staff +x- then m ora 
Leaping Staff 4s then m ora 
Low Staff +x é then m or 4 
Spinning Staff “Ju then m or A 
Two Aerial fireballs +% then a 

while in the air 
Uppercut +s then x or WP 
Upward Staff e4, then m ora 
Secret Move 
Flaming Spinning Staff +at¢ > then @ 
and Staff Uppercut 


Overdrive Move 
Hidden Fire Cannon Surprise m + à + X + © 


Desperation Move 
Air Fireball Spread vusbuse A 
Strategies 

The High Staff attack is a long-range lunge 
that’s great for catching dawdling 
opponents off guard. The Spinning Staff 
attack is an excellent low-risk maneuver, 
ideal for pushing your opponent out of the 
ring. Use the Low Staff to duck under 


missile assaults and deliver a counterattack. 


Use the overdrive move as soon as it’s 
available. This powerful projectile weapon 
is very difficult to block. The Leaping Staff 
attack looks cool, but leaves you in the air 


for too long. Use it with caution. 


Regular Moves 
Charging Club Swing >udtee then 
Bora 

Fire Wave (smashes the 


ground) +s then m or 4 


Flaming Triple Kick Combo «e then x 
ore 

Rising Battering Ram 34x then x 
or © 

Spinning Club Attack +4 then m 
ora 


Secret Move 


Multi Flaming Kicks tRer 4y then @ 


Overdrive Move 
Power Batter Up 


B+A4+X+@ or RI 
and R3 


Desperation Move 
Fire Strike evdyoudee then a 
Strategies 
The ground-hugging Fire Wave is one of 
the fastest missile weapons available, but 
it’s easy to jump over. The Flaming Triple 
Kick is great for blasting your opponent out 
of the ring—it doesn’t send your opponent 
back a long way, but it’s difficult to avoid. 
Get in close, then execute the attack. 

The Rising Battering Ram is too 
difficult to target to be really useful. It does 
look good, though. 


SOFIA 


Regular Moves 
Air Aurora Revolution u4 é then m 
or 4 in the air 


Air Downward 


Thunder Ring +e é then min 
the air 
Air Forward Thunder Ring +x then 4 
while in the air 
Aurora Revolution >udee then m 
(spinning attack) or a 
Forward Thunder Ring +e é then m 


(projectile attack) 
Glowing Flip Attack ¢ude> then x 
or © 

Rattlesnake (whip attack) +w- then m or 4 
Upward Thunder Ring +e é then & 


(projectile attack) 


Secret Move 


Flaming Rattlesnake u4 eree then A 


Overdrive Move 


Revolution Frenzy +A+X+0 


Desperation Move 
Call Me Queen +636 then a 
Strategies 
The Rattlesnake is great against a charging 
opponent, especially if a fighter is about to 
throw you out of the ring. 

Sofia’s projectile attacks are slow, but 
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versatile. Practice your high, low and 
forward missiles, and when you’ve 
mastered them, use them to keep your 
opponent at long range. 

The Glowing Flip Attack is great for 
covering ground and landing on your 
opponent. At close range it can be used to 
flip over a fighter’s head —remember to 
follow up with a combo while your 
opponent is facing the wrong way. 


TRACY 

Regular Moves 

Club Jab €“vy then E ora 
Flip Kick +4% then x or © 


Ground Taser fireball ++» then m or a 
Jumping Club Assault «+ then m or 4 


Rolling Air Dive >uvee then x or@ 
while in the air 

Rolling Dive +e é then x or @ 

Sidestep and +4 then m or 

Club Uppercut A 


Secret Moves 

Diving Elbow Smash -e then m+ x 
Right To Remain Silent >% 4e ér e36 
(three clubs and then © 

two kicks combo) 


Overdrive Move 


Double Flip Kick B+A+X+0 


Desperation Move 


Police Brutality 3&6 then « 


Strategies 
The Rolling Air Dive is good for knocking 
over your opponent. The Sidestep 
Uppercut should be your “go to” move, as 
it’s extremely powerful and has no major 
disadvantages. The Ground Taser fireball is 
a fast, floor-hugging missile. 

If a fighter launches a leaping attack, use 
a Jumping Club Assault to knock ’em out of 
the sky. The Flip Kick has to be performed at 
close range, but it’s a great way of inflicting 
damage without risking a counterattack. 


SECRET CHARACTERS 


These characters must be selected as 
described in the Tricks and Tactics box. 


SHO SHINJO 


Regular Moves 
Charging Overhead Strike +x & then m 
Deadly Rays 

(two sword uppercuts) 
Downward Aerial 
Thrust Kick 

Fireball Attack 


vv then m or 4 
+e é then x or 
@ Only in the air 
+x then m ora 


Flying Flip Kick and +x then @ 
Thrust Kick 
Flying Flip Kick +x then x 


Leg Crush (split kick) 
Scottish Moon 


+e é then x or @ 
+ then x or © 


(aerial flip kick) while in the air 
Sliding Kick u+Xore 
Sword Uppercut >44 then @ora 
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AGive Master time to use his special moves, 
and you'll be in trouble—get in quickly and take 
the fight to him. 


Secret Moves 
Harakiri Martyrdom 
(ritual suicide) 
Plasma Vortex 


eebusuvee 
then HS + WK 
sudeeues¢ then @ 


Overdrive Move 


Rising Sword Wave B+A+X+ © 


Desperation Move 
Hyakki Moshuu Ken 
(charging pummel attack) > u4 eu dy > 


then 4 
VERMILLION 
Regular Moves 
Air Roll WK while in the air 


Dark Powder Toss 
Downward Air Shot 


>vuthen @ ora 
m or @ while in 


the air 
Pistol Puff m + X while 
(drains overdrive of foe) your foe is on 
the ground 


Pistol Shot (forward) m 

Pistol Shot (upward) +w é then m 
Rolling Kick ++Xore® 
Shotgun Blast (forward) 4 

Shotgun Blast (upward) +x then à 
Spider Drop Face Smash@ while in the air 


Secret Moves 
Double Fireball Swing +434» then a 


Overdrive Move 


Air Artillery Blitz B+ A+X+0 


Desperation Move 
Ground Artillery Blitz ¢vbureuvy 


then a 


THE BOSSES 


These can only be selected after using the 
cheats at the end of this chapter. 


URANUS 

Regular Moves 

Air Arrow Shot 4 while in 

(diagonal-down) the air or flying 

Air Arrow Shot (downward) @ while in the air 
or flying 


Angel Charge 3626 then m 


Accessing Bosses and 
Hidden Characters 


There are several hidden characters in 
Battle Arena Toshinden 2 that can’t be 
accessed via the character selection 
screen. Here’s a guide showing how to 
select them. 


Uranus and Master 

As the words come flying in from the left 
side of the screen at the title screen, enter 
ti), C2, A, RD, R3, Æ on controller one— 
you have to do this very quickly. You can’t 
start entering the code until the words begin 


ora 

Flight @ in the air (press 
x to land early) 

Arrow Shot (forward) A 
Large Double Green vs then 4 
Arrow Shot 
Large Green Arrow Shot J» then m 
Large Low Double +s then © 


Green Arrow Shot 
Large Low Green Arrow Shot + s- then x 
Low Forward Arrow Shot crouching HS 


Rising Spiral Wing +x, then x 
or © 

Upward Arrow Shot crouching @ 

Secret Move 

Spiritual Orb evduseney 
> then © 


Overdrive Move 


Spiritual Orb M+A+X+0 


Desperation Move 
Heavenly Double Arrow eeuuxeuey 


> then a 


MASTER 


Regular Moves 
Aura Sword Burst 3&4 then m 
ora 

+s then m 
ora 

Plasma Ball Kick + then x or @ 
Rising Aura Sword Uppercut >+% then m or 4 
Slashing Aura Sword €“vy- then m 
ora 
Dubeeoude 
+ then m or 4 
vee then m or 4 


Forward Aura Sword 


Sword Combo 


Upward Aura Sword Flip 


Overdrive Move 


Flash Pulse M+A+X+0@ 

Desperation Move 

Flash Shield eebuxendus 
then a 
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moving across the screen. You hear a noise 
if you have entered the code correctly. 

The two bosses can now be selected 
via the random select box on the 


character select screen. If you’re having 
problems adjusting to the fast speed, hold 
the select button to slow the action down. 
Uranus and Master appear after Chaos. 


Sho Shinjo and Vermillion 

To reveal these two hidden characters, 
enter the code to play as the bosses then 
return to the title screen and enter m, R3, 
Ri), A , £3, CI on controller two. 
Vermillion and Sho are then selectable on 
the random select box. 


To change colors, highlight your player in 
random select, then press == and ®, 4, 
E orx, 


A Uranus has a bewildering array of Arrow 
Shot moves to choose from, and all are quick 
and nasty. 


<4Master has 
some of the 
most powerful 
moves in the 
game—he is 
the boss 

of bosses, 
after all. 


AVermillion, one of the two secret characters, 
has a large selection of gun attacks. This might 
not seem very fair, but they’re definitely great fun! 


BATTLETANK: 
GLOBAL ASSAULT 


Blasting your way through the cities of BattleTanx: Global Assaults post-apocalyptic world can be tricky. Here’s the 
lowdown on all the tanks and power-ups plus a guide to the final San Francisco levels. 


GENERAL STRATEGIES 


When trains are running, you can use them 
as cover. Buildings make great cover too, 
but your enemies also know that, so always 
expect an ambush around the corner. 

Bunkers, even if they can’t be destroyed, 
eventually run out of tanks. How many a 
single bunker sends out is unknown, so if 
you’re trying to rack up points, don’t destroy 
the bunkers. The easy way to take out the 
tanks is to plant mines in front of bunkers to 
catch them as they come out. Bunkers 
without green energy fields can be destroyed. 
Those with green energy fields cannot. And 
don't miss the Star power-ups when you 
destroy enemy tanks—they help keep up 
your health and supply of ammunition. 

Study the levels and the maps for 
Campaign mode. Some levels have power- 
ups that regenerate. When playing the 
Campaign mode with two people, either 
move together so that you cover each 
other or split the level to help beat the par 
time with each of you covering half. Luckily, 
only you and your partner can pick up the 
power-ups in Campaign mode. 

You have the chance to destroy many 
buildings. Sometimes buildings crumble 
quietly, but other times they collapse into a 
pile of burning rubble. When this happens, let 
the flames die down before you roll over the 


Fire RATE 
30 


IS BIG STRENGTH. KEEP AMMO AND HEALTH TOPPED UP. 
USE GOLIATHS AND RHINOS AND FIGHT FROM A DISTANCE WITH MINES, 


LASERS, GRENADES AND MISSILES. 


A Stay back when firing at explosive targets or you’ll get caught up in the blast. 


remains of the building. Blow up everything— 
buildings and crates often hide power-ups. 
Watch out for fuel trucks, propane tanks, 
and toxic drums as they explode violently. 
And if missiles are proving a problem, 
remember it is possible to shoot them out the 
sky. Possible but not easy. And if minefields 
are posing difficulties, you’ll find grenades are 
the easiest way to deal with them. Lastly, 
don't forget to collect all the Tank Bucks in a 
level if you can. You need them to continue 
fighting, especially in the harder levels. 


DAMAGE HEALTH os 
70 700 = aera sy 


FIRING. 
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Cost Max SPEED 


WATCH WHERE THE GUN LOBS ITS 
ROUNDS TO ACCURATELY JUDGE 


Enter these cheats from the Input Code option 
on the Start-up menu. To get Invulnerability, 
enter the code CRYBBY. To begin the game 
with 700 Tank Bucks, enter the code 
DPPPCKTS. For double damage, enter the 
code BYGGRGNZ. 


Fire Rare Damace HEALTH 
30 20 130 


FLANKING MOVES AND CLOSE IN 
ATTACKS ARE MOST EFFECTIVE. 
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BATTLETANX 
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Fine Rate DAMAGE 
20 


STRAFE TO FLIP THE TANK OVER AND IT’S NIPPY BUT EASY TO OVERPOWER 
AVOID INCOMING FIRE. WITH BIG TANKS OR POWER-UPS. 


Fire Rate DAMAGE HEALTH 
30 50 300 


PLAYING ÄGAINS 


AND KEEP THE BIG GUN WORKING. FOR HEAD-ON STRIKES. 


Cost Max SpeeD Fire RATE DAMAGE HEALTH 

15 80 30 20 130 
KEEP OUT OF ITS LINE OF SIGHT 
AND ATTACK FROM THE REAR. 


BEST ATTACKING FROM DISTANCE, 
DEVASTATES LANDSCAPES. 


Cost Max SPEED Fire RATE DamaGe HEALTH 
40 135 35 30 100 


FAST BUT TRICKY TO STEER. GOOD RAM IT TO SEND IT SPINNING THEN 
FOR STRAFING, MINES POSE NO PICK IT OFF. 
THREAT. 


Cost Max SPEED Fire RATE DAMAGE HEALTH 
5 80 18 20 100 


PLayine As  PlayncAcAnsr 
THE FLAMETHROWER MAKES THIS KEEP BACK FROM THE FLAMES AND 
GREAT AT CLOSE RANGE. USE PROJECTILE WEAPONS. 


X 


COLLECT STAR, HEALTH, AND 3 AMMO ATTACK FROM RANGE, USE A RHING 


Cost Max SPEED Fire RATE Damace HEALTH 
15 100 ~ 2 30 70 


TWIN MACHINE GUNS MAKE IT LACKS STOPPING POWER SO TRY TO 
EFFECTIVE AGAINST FASTER TANKS. FLANK IT. 


Cost Max Speen Fike Rare  Damace HEALTH 
o Aeee jas 50 30 “425 


PLAYING | PLAYING AGAIN 
USE THE TURRET TO ATTACK ONE KEEP MOVING AND GET POWER-UPS 
DIRECTION AND DRIVE IN ANOTHER. IF IN A MOTOTANK OR RATTLER. 


Cost Max SPEED Fire RATE DAMAGE HEALTH 
57 150 10 2 30 


SMALL, FAST BUT NEEDS POWER- HARD TO TARGET BUT CAN BE TAKEN 
UPS TO COMPETE. ONLY TANK ABLE OUT WITH ONE SHOT. 
TO REACH SOME POWER-UPS. 


__Max SPEED _Fire RATE _ DAMAGE HEALTH 


THE POWERFUL FRONTAL ARMOR THE MAIN GUN FACES FORWARD 
AND WEAPON FAVOR HEAD-ON AND ARMOR IS WEAK AROUND THE 
ATTACKS. BACK SO CIRCLE AROUND. 


Fire RATE DAMAGE HEALTH 
2 4 50 
FAST ENOUGH TO OUTRUN BIG KEEP MOVING TO PRESENT A 


TANKS, SO MOVE AND FIRE HARDER TARGET. A FEW HITS WILL 
CONSTANTLY. DROP IT. 


Max SPEED 


Cost Max SPEED | Fire Rate DAMAGE 

5 100 - - 
‘PiayingAs - / 

CHEAP KAMIKAZE WEAPON. GET PICK IT OFF WITH LONG RANGE 


POWER-UPS THEN EXPLODE NEXT TO WEAPONS BEFORE IT GETS CLOSE. 
SOMETHING. 


Cost Max SPEED FIRE RATE DamacGeE HEALTH 
20 i 80 TR 4 100 


TURRET AROUND TO LAY DOWN 
SUPPRESSING FIRE. 


TANKS CAN GO IN HEAD-ON, SMALL 
TANKS NEED TO WEAVE AROUND 
WHILE PEPPERING SHOTS AT IT. 


Infinite Funds 800E3DC00064 
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BLOOD OMEN: 
LEGACY OF KAIN 


Magic, swordfighting, armies of the undead, giant brains, killer dolls, mind control, shapeshifting into wolf form, 
time traveling, becoming a sinister mist and knocking people’s heads off with axes—It can only be Blood Omen! 


e If you get stuck soon after picking up a 
form or spell token, the newly won item 
usually holds the key to the problem. 

e If your way forward is blocked, it could be 
that you still have to do something in the 
previous area. For example, near the start 
you can’t follow the path up the hill until 
you manage to get the wolf form from 
the cave. Other “blockages” include 
immobile stones on bridges, which can 
be pushed once you’ve fully explored 
your current area. 

e Explore and investigate as you go. Blood 
Omen isn’t a race against time. Pressing 
forward at the expense of thorough 
exploration gets you to the next boss 
quicker, but without the spells, objects 
and power-ups required to do the job. 

e If you block your way forward through ill- 
considered moving of stones, leave the 
area and come back. The stones are 
often returned to their original position. In 
the cave under the waterfall, near 
Nupraptor’s Sanctuary, pushing the first 
boulder forward blocks his way south. By 
leaving the way you entered and coming 
back, the boulders are reset and you can 
do the correct thing—push the first 
boulder to the left. 

e Remember, in wolf form you can jump 
over low obstacles such as fences or bar 
counters. Forget this and you’ll tend to 
miss an awful lot of goodies. 

e Use your Sanctuary spell. You can fly 
around Nosgoth using the Bat Beacons, 
so you won't lose much time, and you 
regain half energy without losing a 
valuable Heart of Darkness. 

e The number of citizens out and about in 
towns and bars often depends on the 
time of day. If you need some sword 
fodder and there’s no one around, try 
waiting awhile. 


e By all means, save magic objects and 
spells for the more difficult enemies, but 
don't be afraid to use them—it’s what 
they’re for, after all. 

There’s no point dying with full magic 
power, 40 Flays and a handful of 
Implodes when firing a little magic could 
have saved your life. Remember, you 
can't take it with you! 

e Wizards and poleaxe-wielding men-at- 
arms are especially difficult early on. 
Always use Flays, Implodes or energy 
bolts against these. 


THE MAZE OF LIGHT 


This initially confusing puzzle is found in 
Nupraptor’s Retreat, but it’s not as 
confounding as it looks. You find a room 
with a floor design like a gigantic brain. 
Switched doors lead from each corner, but 
a door in the center of the north wall 
remains closed. To open it (and reach the 
mentalist), you must go through each of 
the four doors, making your way to a 
teleport that takes you back to the “brain 
room.” When this is done, the north door 
finally opens. 

The door to the southeast leads into a 
room with a concealed switch in the north 


A The Maze of Light guards the lair of the 
mentalist. Just watch out for those walls! 
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A There are four doors leading from the main 
brain room. Try the southeast one first. 


wall—look closely at the damaged painting 
to find it. The switch opens the door to a 
teleport that takes you not to the brain 
room, but onto a square of light in an 
otherwise dark hall. 

Whatever you do, don’t cast a light 
spell! It’s a natural reaction to the dark, but 
resist the temptation. You’re in an invisible 
maze—if you hit a wall you’re hurt and 
returned to the starting point. A light spell 
obscures the passages, making progress 
impossible. Instead, walk around the edge 
of the lit square until a short passage 
leading from it lights up. Walk down it to 
make another short passage illuminate. 

If this doesn’t happen, walk around 
near the end of the passage until you 
activate the hidden switch revealing the 
next section. Stay away from the walls— 
they’re still dangerous. 

Eventually, you reach another lit square, 
containing the teleport you need to get 
back to the brain room. 


MALEK’S BASTION—A SHORTCUT 
The grill on which Kain stands is a switch, 
opening the door on the right. This offers a 
shorter, easier way through the Bastion. 

The switch combination that you'll 
need a few rooms later is (left to right): Up, 
Down, Down, Up. 
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THE SWITCH PUZZLE— 
THE STONE KEEP 


In this building—one of the three stone 
keeps near Vorador’s mansion—is a switch 
puzzle. Pressing forward, you eventually 
appear here, on the roof. Switches 1-3 and 
6-8 are surrounded with a red haze; “4” 
and “5” are green. Initially, the switches 
glow— while treading on a switch dulls it. 


A The puzzle in the stone keep is no problem 
with this breakdown of the switch order. 


First of all, wander around the rooftop 
killing peasant swordsmen and female 
vampires guarding the switches. Press 
switch 1 to lower the stairs south to the 
next level, then tread on switches 2 
through 5 to lower two sets of stairs to the 
Rune Triangle at point 9 and the blood vial 
at 11. Go down and collect them. 

Finally, restore the glow on switches 4 
and 5 by treading on them, and deactivate 
switches 6 through 8 by treading on them 
once. All red switches are now unlit, but 
the two green ones should be glowing. A 
set of stairs takes you to point 10 and the 
Flame Sword. 


VORADOR’S MANSION— 
THE GOLDEN DOOR 


As you progress through Vorador’s 
mansion, you eventually come across this 
walkway, ending in a locked golden door. 
There are no apparent switches nearby, 


and you can’t smash it down with the mace 


or mist through it. The only way to open it 
is to use mind control on the woman seen 
to the left. When in control of her, move 
into the room to the west and press the 
switch in the north wall. Take care to avoid 
the shadowy monster. Afterwards, press X 
or kill your host body some other way to 
return to Kain. The door is now open. 


CROSSING THE LAVA WASTES 


On the way to Dark Eden you must cross 
the Lava Wastes, and move from island to 


island while avoiding the molten lava, 
which you can’t even cross in mist form. 
Instead, go to find the magic sphere near 
the building in the center of the map. 

Notice the soldier standing on the 
opposite island, near a switch? Mind 
control him and flick this switch to create a 
useful bridge. Cross it, and do the same at 
the northern end of this island, then again 
later on. 

This small section of map shows you 
what to do. Numbers prefixed with “K” 
show Kain where to stand, and those 
prefixed with “S” offer up the position of 
the soldiers you must aim for. 


RETRACING YOUR STEPS 


There are many areas that can’t be 
explored until a certain artifact is won. For 
example, trees blocking your way must be 
chopped down with an axe, and you can’t 
jump small ledges unless you transform 
into a wolf. Often secret and bonus areas 
are passed before you have the necessary 
item or ability required—it’s wise to retrace 
your steps. 

Here are some examples of bonuses 
which are only collectible by backtracking. 
Keep looking, though—there are plenty 
more besides those mentioned here: 

Wolf form: There is a graveyard outside 
Kain’s mausoleum. Return in wolf form and 
you can leap the fences, gathering power- 
ups and reaching the southern building. A 
teleport takes you over the river. 


A The positions of Kain and the soldiers. 
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Super strength: After drinking from blood 
fountains that enhance your strength, as 
well as offering blood, you can push 
previously immovable boulders. Push the 
two stones, found in the first building after 
Kain’s mausoleum, to reveal switches 
which in turn open the door seen south of 
the chests (on the right of the screen). 
Mist form: On the way to the Oracle of 
Nosgoth, the right-hand cave can be 
reached by jumping over the ice in wolf 
form. The left-hand cave, however, can only 
be entered after drifting over the water in 
mist form. Mist capability is won a little 
later, before entering Vorador’s mansion— 
as soon as you reach a Bat Beacon, 
activate it and then fly back to the Beacon. 
When you have fully explored the cave, 

fly back. 

Spiked mace: This house in Vasserbiinde 
can only be entered by smashing down the 
stone with the spiked mace. You pass the 
house long before the mace is won, but 
you can plunder the dwelling if you retrace 
your steps once you’ve obtained it. 


THE BOSS FIGHTS 


As stated earlier, beating the bosses takes 
a great deal of strategy. Here’s a guide to 

bettering these baddies, from the humble 

Nupraptor, to the terrifying Mortanius. 


NUPRAPTOR 

The mentalist chooses to fight without 
the help of Malek. When the Serafan is 
dismissed, the northern door opens. 

Go through and advance between the 
spikes. Nupraptor sits waiting for you at the 
far side of the hall and attacks by rolling 
rows of lethal spheres in your direction. 

Fighting with the wolf works well. The 
purple ones fade in and out—run through 
the gap left behind when one disappears. 
Advance and hit Nupraptor—he suddenly 
disappears, reappearing at the other end of 
the hall. Repeat this attack four times, 
taking care to avoid the spikes that appear 
after each blow. 

After four hits, Nupraptor teleports to 
the center of the hall and skulls rotate 
around him. Charge up to him and strike— 
you’re thrown back, so make sure you’re 
not thrust onto the spikes. Charge in and 
do this again to kill him. 


MALEK 


Unsurprisingly, Malek is found in Malek’s 
Bastion. As you reach the corpse, use the 


A The Time Streaming Device 
gets you in all sorts of trouble. 
Bosses are happy to summon 
champions from other periods 
of history to fight you. 


teleports seen to the left and right before 
advancing—this way, you get to a save 
post and collectibles. 

Now go north and challenge Malek to a 
fight. Ready your Repel spell. Use it and 
charge at the Serafan, cutting him down— 
his own attacks are reflected against 
himself. Never let your Repel fall; use 
energy banks if you have to. 

He soon falls apart. But whatever you 
do, don't relax—he reforms immediately 
afterwards. Attack again in the same way, 
safe behind your Repel spell. Eventually 
Malek escapes, destroying his Bastion as 
he goes. Run to the southwest corner and 
use the newly-revealed teleport. Don’t 
worry about Malek yet—you can’t stop him 
escaping and you get to deal with him later 
in the game anyway. 


BANE/DEJOULE 


Here you take on two members of the 
Circle at the same time, which requires 
some skill on your part. Bane walks the 
solid ground to the south, laying pools of 
water, while Dejoule stands on an island in 
the lake to the north, throwing magic 
missiles at you. 

Wield your Flame Sword, wear your 
Chaos armor, cast your Repel spell and 
attack Bane first. The quicker you finish 
him, the less damage you take stepping 
into the deadly puddles he lays. When he’s 
dead, walk to the edge of the water and 
line yourself up with your remaining foe: the 
missile-throwing Dejoule. 

Keep your Repel up and fire off energy 
bolts. She falls surprisingly quickly, leaving 
her token on the island. Become mist and 
collect both it, and Bane’s headdress, then 
use the teleport in the southeast corner. 


AZIMUTH 


The planar is difficult to pin down, as she 
teleports as soon as you reach her. Speed 
is of the essence—so use the wolf 
wherever possible. Her shots are powerful 


A Avoid the magic missiles 
Azimuth throws at you— 
instead of, for example, being 
struck about the face and 
shoulders with them. 


A Don’t neglect your Soul 
Reaver. You need to arm 
yourself with it when facing 
the evil Mortanius. 


but slow—dodge them and deliver your 
blows. Ignore the purple creatures—kill one 
and she simply summons another. 

Eventually Azimuth falls, leaving behind 
her token. Deal with the last of the purple 
perils before picking it up. Leave through 
the north door and grab the Time 
Streaming Device. 


ELZEVIR THE DOLLMAKER 

This creature summons legions of dolls and 
teddies. The best weapon to use against 
him is the Soul Reaver, using an energy 
bank if your magic is running a little low. 
Because of its huge sweep, you can cut 
down his toys and deliver a blow to the 
dollmaker at the same time. A few hits and 
he falls. His token is north. 


WILLIAM THE JUST 


William is armed with a Soul Reaver. 
Protect yourself with Repel, then arm your 
own. Don’t forget to use an energy bank 
first, if necessary. 

When his cronies have fallen, William 
soon follows. The guards that rush in are 
no problem, but remember the Soul Reaver 
doesn't work if you have no magic 
energy—use an energy bank or switch to 
another weapon. 

Now go north and collect the Time 
Streaming Device to return yourself to 
your own time. 


MOEBIUS 


You first see Moebius sitting pretty on the 
guillotine. You can’t reach him. Go north 
when the gate opens, deal with the 
townsfolk, then go north again. 

In the next chamber, he summons three 
warriors from the past, but fortunately 
they’re not too tough. 

Kill them and move on—you still can’t 
touch Moebius yet. The southern door 
swings open as soon as he disappears. 

Here the time streamer summons a 
single champion from the present. He’s not 


popes 
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too tough—a Pentalich of Tarot stops him 
dead in his tracks. Move south as soon as 
Moebius does a runner. 

In the last chamber, Moebius summons 
a warrior from the future. Now this one’s a 
real rough customer, so prepare for tricky 
combat. Protect yourself with Repel and 
arm your Soul Reaver. When he dies, 
Moebius leaps to ground level. A single 
blow should knock him down, then he’s 
finally beheaded. 


MORTANIUS 


The final battle takes place at the columns. 
Mortanius kills Anacrothe, then does battle 
with Kain. He summons undead creatures, 
which you must cut down. Use your trusty 
Repel spell. 

He’s down, but far from out—the 
necromancer now reappears on the grass 
near the columns. You need to beat him 
three times before he turns into the dark 
demon who is to be your final chilling 
opponent in the game. 

Again, use Repel and arm yourself with 
the Soul Reaver. Hitting the demon drains 
your juices, so be prepared to swap 
swords and use an energy bank, but 
always revert to the Reaver. 

When Mortanius finally falls, you have 
the opportunity to save your game. You’re 
then offered a terrible choice. 

Do you, as keeper of the ninth column, 
sacrifice yourself and save the world, or 
rule Nosgoth in its death? 

The choice, as they say, is yours. 

Good luck! 


E+E Full Health 
(C)+ (C2) Full Health 
C+E Full Health 
(4)+ (C2) Full Health 
(Ri) +(R2) Full Magic 
(R)+(R2} Full Magic 
(Ri) +(R2) Full Magic 
(Ri) +(R2} Full Magic 


DOOA83C40005 
8010AA740190 
DOOA83C40005 
801CAA760190 
DOOA83C4000A 
801CAA7A0190 
DOOA83C4000A 
801CAA7C0190 


Start With All Weapons And Armor DOOA7CF60000 
Start With All Weapons And Armor 300A84C90001 


Start With All Weapons And Armor DOOA7CF60000 
Start With All Weapons And Armor 300E868B000A 
Start With All Weapons And Armor DOOA7CF60000 
Start With All Weapons And Armor 800E86742122 
Start With All Weapons And Armor DOOA7CF60000 
Start With All Weapons And Armor 800E86762324 
Start With All Weapons And Armor DOOA7CF60000 
Start With All Weapons And Armor 800E86782526 
Start With All Weapons And Armor DOOA7CF60000 
Start With All Weapons And Armor 800E867A2728 
Start With All Weapons And Armor DOOA7CF60000 
Start With All Weapons And Armor 800E867C0029 
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BOMBERMAN WORLD 


THE BOSSES 


PLANET FOREST: 

AREA 1-5 “TRENT” 

Password: 1060 

Time: 3:00 

Trent, a giant tree, can attack in one of 
three ways. First, he can attack with pink 
pollen projectiles that he fires directly 
ahead in groups of three. You must steer 
clear of these because they kill on impact. 

His second form of attack is to drop 
falling fruit bombs. Trent shakes his leaves, 
and five bombs fall into the battle arena 
directly in front of him. You have about 
four seconds to find a safe spot before 
they detonate. 

His final and most potent attack takes 
the form of three leaves that he drops into 
the arena. They home in on Bomberman, 
killing him if they make contact. To stop this 
attack, lay a bomb (or better still, a group 
of bombs) in the path of the leaves to 
destroy them. 

While avoiding these attacks, move in 
close to the giant tree and drop a bomb in 


WORLD 


A The Earth Bomber takes 
control of Trent—a giant, 
walking tree with attitude. 


his path—he’s usually caught in the 
explosion. You only need to score five 
points to kill Trent, so just take your time 
and don't panic. If you can avoid his 
various forms of attack (with a little 
practice, this isn’t difficult), you’ll have a full 
three minutes to destroy him, and that’s 
plenty long enough to complete the task. 

And don't forget that in this area you 
have the jumping ability of Teebo. This 
helps you avoid Trent’s attacks and leap the 
blocks in the maze. 

Also, being on the back of Teebo 
effectively gives you a “safety net” because 
the first hit you take kills Teebo, not you! 


A The battle against Bassary is easier if you have the bio-armor protecting you! 


GEE 
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A Bassary’s brassy body armor 
may seem impenetrable at 
first—but it isn’t, so persevere. 


Four Dark Force Bombers, led by the villainous Burglar, are 
determined to bring utter darkness to our universe. It’s up to 
you to beat them, traveling across five planets littered with 
pick-ups and guarded by giant elemental bosses. Good luck! 


” bs a | 


A The deadly pollen attack is 
Trent’s most potent weapon. 
Steer clear of the projectiles. 


PLANET WIND: 

AREA 2-5 “BASSARY” 

Password: 2701 

Time: 5:00 

When the battle starts, you can expect 
Bassary (a giant robot) to attack in one of 
three ways. First is the ninja star attack. 
Bassary fires off a volley of deadly ninja 
stars in all directions. These projectiles can 
travel through the solid blocks in the maze, 
which makes them difficult to avoid. 

The second way Bassary attacks is 
to literally lose his head! As the head 
bounces around the maze, you must use 
your judgment and anticipation to avoid 
being caught by it. 

Bassary’s main attack comes from the 
huge blade fans that rotate around his mid- 
section with deadly speed. While these 
blades are spinning mercilessly, Bassary 
moves around the maze, making life 
difficult for your Bomberman. 

The best time to attack is when 
Bassary is between his attacks. There are 
about 15 seconds during which he doesn’t 
attack you and is particularly vulnerable to 
your bombs. Use these brief opportunities 
to lay as many bombs as you can around 
him. It’s possible to attack him while he’s 
performing the spinning blade attack, but 
be careful not to get caught. If you’re 
skilled, you can score a few hits while he 
uses this method of attack. Just be ready 
to quickly retreat if he suddenly starts 
moving in your direction. 

Don’t forget that while you’re using the 
Launcher Armor, you effectively have an 


@04:50 


@xO0 SCORE: 400 


A The grinning face here means that all of the 
underground lava geysers are about to fire up. 
Not even Nyanjiro can save you now.... 


ewes 


Area 3-3 2713 
Area 3-4 1068 
Area 3-5 3639 


Stage 1 

Area 1-1 2180 
Area 1-2 1986 
Area 1-3 1910 
Area 1-4 2911 
Area 1-5 1060 


Stage 4 

Area 4-1 9174 
Area 4-2 0648 
Area 4-3 2736 
Area 4-4 0588 
Area 4-5 1891 


Stage 2 

Area 2-1 2008 
Area 2-2 0718 
Area 2-3 1704 
Area 2-4 1401 
Area 2-5 2701 


Stage 5 

Area 5-1 6235 
Area 5-2 2238 
Area 5-3 1207 
Area 5-4 3021 
Area 5-5 0351 


Stage 3 
Area 3-1 0902 
Area 3-2 0209 


extra life. Any hit you take will first destroy 
the armor, not you! If you get hit once, you 
can continue fighting without starting over. 
Once the boss has been hit the required 
five times, he disappears. 


PLANET FIRE: 

AREA 3-5 “GANGORON” 

Password: 3639 

Time: 5:00 

The vicious, volcanic villain appears in the 
shape of three huge boulders that spin 
around the cratered arena. Obviously, 

you have little chance of survival if you’re 
caught in the boulders’ path. You’ll also 
notice the three faces that appear on the 
head rock when it stops. These signify the 
three vengeful attacks that emerge from 
this difficult boss. 

The tearful face signals a crushing 
attack. The three rocks part and bounce 
viciously around the grid, so you run the 
risk of being crushed. Furthermore, every 
time the boulders hit the ground, you are 
momentarily stunned, which seriously 
lowers your chance of escape. If you’re fast 


A Only when you’ve conquered the game’s five terrifying planets will you face Burglar, leader of 
the Dark Force Bombers. He is hiding inside the colossal resurrected Koji, your final adversary. 


enough at first, this is easy to avoid. 
However, this move is inevitably followed by 
a real killer. 

The grinning face means that all the 
underground lava geysers are about to fire 
up. Only a miracle can save you from being 
burnt to a crisp unless you’re a safe 
distance from the impact zone. (Remember 
that the monster’s thump dazes you.) 
Power-ups such as the Speed Up skates 
are very useful for keeping alive in this 
situation, so use them if you can. 

It’s actually possible (if you place a 
bomb quickly enough) to hit the boss 
during both of these moves. First, lure him 
to a spot where you can set up an 
explosive that can’t miss him (he can only 
be hit when he’s not spinning). Then run as 
far out of his range as you can before he 
starts a crying or grinning attack. 

However, if Gangoron tries to get you 
with his flaming comet attack, indicated by 


A Up from the very depths, the 15-story 
Ikaringer is one deadly aquatic lifeform. 
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the angry face, you have the best chance 
to get rid of him. The hailing fireballs 
themselves aren't difficult to avoid because 
a shadow shows where they'll fall. And it’s 
easy to attack Gangoron, especially when 
you have multiple bombs. Place your 
bomb(s) at crossroads around the 
stationary Gangoron. Always maintain a 
safe distance, because even his aura 
sometimes manages to kill you! You can 
now retreat to cover and watch how many 
hits he’ll take. 

Always prepare yourself for his next 
attack, keeping far away if anything but the 
angry face comes up to avoid unnecessary 
damage. The first thing to remember is to 
take care of yourself. Make sure you have 
the lasting power for a long, drawn-out 
battle. Speed is also crucial. One false 
move in that grid could mean the difference 
between a crush and a kill. Repeat these 
“safety first” procedures over and over 
again, luring Gangoron into an area where 
you have plenty of room to escape. Finally, 
after eight or nine hits, the mighty creature 
is smashed, and the fiery bomber is 
vanquished once and for all. 


PLANET OCEAN: 

AREA 4-5 “IKARINGER” 

Password: 1891 

Time: 5:00 

The monstrous creature (a giant 
mechanical squid) follows you around just 
like the previous area 5 bosses have. It’s 
your job to predict his movements and 
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sabotage them. It’s going to be a heck of a 
job because when he’s in the mood, 
Ikaringer can give you real trouble. You'll be 
glad to have the protection of Aqua 
Bomber’s pet fish beneath you. 

His first attack is to spew a multitude 
of dangerous, pink energy balls in an arc 
around you. You'll only be able to dodge 
them if you’re especially fast. Then it gets 
really tough. With Ikaringer’s next move, 
waves rise up and attack you in an 
unstoppable forward movement. And 
there’s only a tiny gap in which to find 
sanctuary if you get caught in their path. 
Make sure you keep to the sides of the 
arena, and you should be all right. 

However, if you’re directly below or 
near the mechanical squid during his next 
move, it’s “Game Over.” He pulls out his 
heavy hydraulic tentacles and slams them 
around the grid in hope of crashing them 
into your little angular head. There’s no way 
of avoiding this if you’re in his sights. So 
the best thing to do is to keep well away 
when he’s not charging around the grid as 
normal. In fact, your best tool against 
Ikaringer is the Remote Bomb, which can 
make quick work of his despicable 
machinations. However, it requires around 
eight massive hits to sink him back to the 
depths, so be prepared for a drawn-out 
battle to the death! 


PLANET BLACK: AREA 5-5 “KOJI” 
Password: 0351 
Time: 5:00 
This scarlet robot scrapes around the fight 
arena, threatening to flatten you into the 
hard floor if you let him. If you lay bombs in 
his path at first, he sucks them into his 
inner workings. He then molds them into a 
much larger, more dangerous bomb 
guaranteed to blow you away. 

If you lure him in the right direction 
(while avoiding danger yourself, of course), 


A When Ikaringer launches his wave attack, 
he’s invulnerable to your attacks. Wait until his 
tentacles are on the ground to sneak in damage. 


Every time you start a new planet, you 
begin exploring with the very best bombing 
equipment automatically stashed in your 
inventory. Entering the following codes 
transports you directly to the first area of the 
Stage of your choice with improved speed, 
firepower and, best of all, Remote Bombs. 


These tools are extremely handy to have in 
your backpack when there’s a demanding 
villain up ahead. 


STAGE 1 1197 
STAGE 2 1418 
STAGE 3 7310 
STAGE 4 2777 
STAGE 5 3623 


80078BF84000 
8007F0380009 
800CDB700009 
800€DB320101 


Infinite Time 


Infinite Lives 
infinite Lives 
Invincibility 


you can fix it so he hits himself with these 
devilish explosives. Also, he sometimes 
ignores other bombs long enough for them 
to blow up in his metallic face. 

Your best chance to cause him pain is 
when he unleashes his eye laser. This 
attack is easy to avoid because he can 
only shoot in an arc in front of him, and the 
laser point is easy to predict. Meanwhile, 
he can’t steal your bombs, so take this 
opportunity to lay as many as possible 
around him. In doing so, make sure you 
don't touch his spindly legs. Place the 
bombs in such a way that the blast hits him 
instead of a wall. Remember to stand well 
out of the way. This is reasonably tricky, but 
after ten hits, Koji explodes—and you get 
10,000 points! Now the real agony starts. 

Just when you’re slapping yourself on 
the back for some excellent explosives 


A Bomberman has four three-phase targets to 
destroy, two lasers and the robot. Tough gig, but 
someone’s gotta do it. 


work, a dark portal appears in the grid 
before you. Koji reappears out of the 
hole—and this new Koji is bad! Huge iron 
arms zoom out of what is left of his 
bodywork, and a set of spinning balls 
clusters around his middle. He now has his 
eye laser attack (which is still pretty easy to 
avoid) and a laser cannon positioned on 
either side of the arena. The cannons move 
up and down, shooting an almost 
inescapable series of laser beams. Finding 
your way through these, while dodging Koji 
and his eye laser, is the ultimate challenge 
in Bomberman World. Oh, and don't forget 
that, after a little while, the ground begins 
to erupt in geysers of sheer energy. 

Obviously, this is the epitome of 
death-defying situations for poor little 
Bomberman, but it can be done. Koji’s only 
points of vulnerability are the four balls 
around his middle section. They start off 
showing green stripes, but change color 
each time you hit them. One hit of a ball 
turns it yellow, the next red, and the third 
deactivates the ball completely. Only when 
all four balls are deactivated is Koji—and 
Burglar within the robot—finally destroyed 
in a dazzling explosion. This requires 
excellent timing, great control and 
tremendous perseverance. 


SPECIAL BATTLES 


PURE WAR 

Cheat Code: 1622 

Once entered, this code allows you to 
choose any of the ten stages. When your 
Battle Royal begins, you’re in for a very 
different fight! All of the soft blocks are 
cleared away. You and your competitors 
begin the battle lined up in the center, 
armed with just basic bombs and your own 
ingenuity. When a Bomberman is blown 
away, the whole ground erupts with 
goodies—so enjoy em! 


10000 O03 
AS} —— 
UP A ; - 


SCORE: 


A Your best chance of killing Koji? Battle hard 
with the bio-armor and keep at it. 
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CRAZY BLOCKS 

Cheat Code: 6833 

This is a quirky, little cheat that turns all of 
your battle stages around, transforming 
familiar set-ups into topsy-turvy arenas. It 
can, for instance, rearrange the trees in the 
Jungle Tunnel arena so that the outer 
section of the square is covered in bushes, 
instead of the center. This code is basically 
for those who have played so many times 
that they know every inch of the grids like 
the back of their hands. It offers brand new 
challenges and mind-bending fun. 


BATTLE MEGAMIX 

Cheat Code: 8686 

This is yet another way to give battle grids 
a new slant. Inputting this code before 
selecting your battle and stage has you 
fighting through the usual environments, 
but now they’re configured differently. 
Even the standard level appears with new 
corridors and block arrangements. Prepare 
to be confused! 


EXTRA BATTLE STAGES 

Cheat Code: 3636 

So you think you’re the king of the Battle 
Game, standing up on the castle ramparts, 
fireworks screaming behind you? Not so 
fast. Until you have tackled these superb 
secret battle arenas, you don’t rank in the 
Bomberman stakes. 


UNDER THE SEA 

This new battle stage certainly had the 
same interior designers as Planet Ocean— 
a soggy square packed with sandy stones 


don’t enter 

the passwords 
correctly, you'll 
get a shock! 


and green tufts of seaweed. These provide 
useful cover for the unadventurous 
Bomberman at first. But once all of the 
seaweed has been blown away, it’s quite 
difficult to fight here. 

The whirlpool pillars situated in the 
center of the grid can easily send you 
spinning into disaster if you approach them 
with unexploded bombs around. So try not 
to get trapped nearby. 

The little water spouts in the same area 
can either save or destroy you. If you’re 
silly enough to walk into them, you can get 
spurted out right into an explosion. 
However, you can bounce on top of the jet 
of the spring for a while. This gives you a 
brief rest from the dangers of attack. 
Pressing a direction on the controller sends 
you on your way. Just stay out of the way 
of these traps. This leaves you and your 
combatants to fight it out, unhindered by 
watery hazards. 


BOMBER SHOCK 

This nightmare of an arena gives you one 
of the most viciously designed fights 
available in Bomberman World! Set in a 
small outpost of the defeated Planet Black, 
the Battle grid is laid out with the same 
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AThe extra Battle Stage Under The Sea is a 
soggy arena packed with annoyingly hard 
blocks. It’s quite difficult to fight here. 


<The final, space-age battle arena (Bomber 
Shock) looks absolutely terrifying. It’s not so 
tough once you've put a bit of practice in. 


chunky metallic blocks and solid hologram 
pylons. This alone can make your battle 
rather bewildering. 

However, it’s the monstrosity in the 
center of the square that causes the most 
problems. The black circle looks harmless 
enough, but when touched by flame, it 
occasionally explodes in a high sheet of 
fire that can destroy every bomber and 
bomb on the same line. These explosions 
are so unexpected that even the most 
skilled fighters can be caught. 

The Skull boxes that litter the grid can 
also cause grief, scattering confusion and 
calamity over the entire stage. Despite this, 
Bomber Shock can be the easiest stage in 
the entire game. The computer-controlled 
characters eagerly rush around the grid, 
and the traps are comprehensive. So all 
you have to do to win is stand still and wait 
for them to commit suicide. If you’re 
battling against any human players, just 
inch your way carefully around the 
perimeter of the square. 


iP WIN 


a 

14 
= 
Be 


A You don’t have to use the cheats mentioned 
on these pages to achieve this high status—but 
it certainly makes your task a lot more fun! 


CTHOM NVINUAGINOS 


BREATH OF FIRE Ill 


BREATH OF 


When you enter into combat, a cluster of 
onscreen icons appears offering several 
options. The middle sword symbol gives 
the character named in the box above the 
cluster the ability to carry out a simple 
weapon attack against the enemy you 
highlight on the screen. 

The staff symbol at the top of the 
cluster permits you to choose a spell or 
ability from the character’s menu. When 
their turn comes up during battle, they’ll 
perform the spell on the enemy you choose 
on the screen. 

The satchel symbol allows you to use 
an item for an attack or for healing 
purposes. The shield icon causes the 
designated character to defend for a full 
turn, increasing their damage tolerance. 
The eye icon gives your character a chance 
to “examine” a selected enemy to gain 
skills or abilities. 


BATTLE FORMATIONS 


At any time other than when in battle, you 
can choose your battle formation through 


the Tactics menu. Each formation has its 
advantages and disadvantages. 


ATTACK: heightens lead character’s Attack 
power, but lowers overall Defense of party. 
NORMAL: standard formation without any 
effect on character stats. 

DEFENSE: all characters’ Defense raised but 
Attack lowered. 

CHAIN: all party members share agility of 
lead character, but lowers Defense 
considerably. 

MAGIC: increases Magic power of character 
in third position, but lowers Attack power. 
HP FORMATION: all characters receive some 
HP gain every round. 


HEALING 

There are several ways to replenish your 
characters’ AP (magic points) and HP 
(health points). For example, you can use 
items in your inventory or have a character 
use a healing ability at any time during 
gameplay. Alternatively, you can camp on 
the world map. After choosing the 
Camping option from the menu, your 
characters set up a tent on the terrain. A 


ties 
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Powerful, dangerous forces are at work in the world. Only by 
discovering the secrets of his mysterious heritage can Ryu 
prevent a terrifying catastrophe. 


book on a table inside the tent, when 
examined, offers you the option to rest and 
restore your flagging stats. 

But the best way to replenish your AP 
and HP is to rest at Inns located in various 
towns. Usually you must pay a fee, which 
varies. Note that if your characters die in 
battle, they’re resurrected (either by 
Willpower or after the battle ends) with 
slightly lower maximum HP than before. 
When the character’s maximum HP is 
highlighted in yellow, that character won't 
be able to reach max HP until they rest at 
an Inn. 


CURING ADVERSE CONDITIONS 


There are usually several ways to cure a 
status problem. Some items increase your 
chance of resisting certain status 
problems. The Remedy Ability, like the 
Moon Tears, Whale and Panacea, can cure 
all status problems. 


POISON: use Purify Magic, an Antidote, a 
Panacea, Whale, Moon Tears or a Croc Tear. 
SLEEP: use Purify Magic, a Panacea, Whale, 
Moon Tears, Remedy Magic or a Croc Tear. 
If the affected party member is attacked by 
enemy or ally, they will wake up. 
CONFUSION: you can use Purify Magic, a 
Panacea, Whale, Moon Tears, Remedy 
Magic or a Croc Tear. If the affected party 
member is attacked by anyone (enemy or 
ally), they will regain sanity. 

BLINDNESS: use Remedy Magic, Eye Drops, 
Moon Tears, Whale or Panacea. 

PARALYSIS: use Remedy Magic, Moon 
Tears, Panacea, Croc Tear or Whale. 

EGG: use Remedy Magic, Moon Tears, 
Panacea, Croc Tear or Whale. 


GENERAL TIPS 


e Always take the opportunity to build up 
your levels! Not only will your AP and HP 
increase, but you’ll earn the extra Zenny 
you need to upgrade your armor, 
weapons and items. 


A Remember that secret items and doors can be 
hidden behind corners and walls—explore carefully. 


e Talk to everyone and everything! Head 
into every available town and talk to 
everyone you can. If all else fails, camp 
on the world map and talk to all the party 
members sitting around the tent and the 
campfire. They’ll steer you in the right 
direction if you listen to them. 

e Know your enemies’ weaknesses! If you’re in 

an area packed with monsters wielding fire 

spells, use an Ice or Frost attack to inflict 
maximum damage. If you’re dealing with 
undead foes, cast a healing spell and watch 
them disintegrate! A lot of weaknesses are 
logical, but a few enemy flaws are a little 
tricky. Just keep experimenting and then 
keep using whatever works. 

Never enter a dungeon unprepared! If 

you’re about to embark on a journey, it just 

makes sense to save your game and stock 
up on healing items. Not every dungeon or 
maze harbors a convenient save-and-rest 
point, and if it does, it’s often fairly far into 
the maze. Always expect to go up against 
new, more powerful enemies that will tax 
your healing abilities to the max and be 
ready to take them on with a lot of items, 
upgraded weapons and armor. The game 
has no “escape” or “exit” spell, so if you 

get stuck without healing items deep in a 

dungeon, you may be out of luck. 

Explore! A lot of the fun to be had with 

any RPG stems from the sense of 

discovery and freedom of exploration. 

Wherever you are—on the world map, in 

a town, or in a dungeon—try to enter 

every building, visit every location, and 

travel down every hallway to find all the 
items, secrets and characters. 


A Fights—and thus experience points—are 
easy to find when exploring the world map. 


SWITCHING CHARACTERS 


Throughout the game, your character will 
call on his friends in the party for help. 
Each character that joins your party will 
have a special subject of expertise or 
specific noncombat action that will enable 
you to solve puzzles and progress through 
the game. 

For instance, Ryu is the only character 
that can understand most puzzles, signs, 
objects or mechanisms related to the 
Brood or to Dragons. If you must examine 
a plaque that pertains to the Brood, place 
Ryu in the lead position of your onscreen 
party to read it. Similarly, Momo is the only 
party member who can understand highly 
technical machines. In addition to these 
areas of expertise, each character has a 
specific noncombat action. Hit 4 to have 
your character perform this action after 


A Always take the chance 
to rest whenever you can— 
especially when you come 
across a friendly Inn. 


A The Master List makes it 
easy to keep track of which 
Masters each character has 
trained with in the past. 
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placing him or her in the lead position of 
the onscreen party. 


MASTER AND APPRENTICE SYSTEM 


An optional feature of Breath of Fire III is 
the ability your characters have to 
apprentice with the various Masters 
scattered throughout the game. 

Such apprenticeships give your 
characters abilities and skills they might 
not acquire by gaining levels. 

To begin an apprenticeship with a 
Master, you first need to find and talk to 
one. You’ll be invited to study under him or 
her. Some Masters will require you to fulfill 
certain prerequisites first, while others will 
take you on right away. When a Master is 
ready to accept you as an apprentice, reply 
“Yes” to the invitation and choose a party 
member to sign on with that Master. From 
then on, you can continue in the game, but 
remember to return to that Master’s 
location with apprenticed party members 
from time to time to find out if they’ve 
earned enough levels to qualify for an 
ability or skill from that Master. Most 
Masters teach around four skills or abilities, 
but the number of levels you must earn to 
acquire each varies. 

You can review a character’s skills and 
abilities in the apprenticed character’s 
menu under Skills, or under Skill Notes on 
the Inventory screen. To find out if you’ve 
completed a Master’s apprenticeship, 
check your Master List in a Camp. When 
camping, examine the Diary on the table 
inside the tent and choose to view the 
Master List. Scroll through; if a star 
appears next to a Master’s name, 
you’ve learned all the abilities available 
from that Master. 

Note, however, that apprenticeship has 
both positive and negative effects on a 
character’s stats. Certain Masters may 
decrease the AP or HP he or she gains in 
each level; others may boost defense or 
agility ratings instead. 
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AApprenticing your characters 
to Masters can help them 
acquire new skills and bonus 
attributes, which is important. 
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Tel! us what we should 
be doing to build our 
yIllage! 


A The Faerie Village is an optional sub-game 
tucked inside BOF III, but the rewards you can 
earn make it well worth playing. 


USING GENES 


You'll have free access to Genes only after 
you escape the Arena with Nina during 
childhood. Genes look a lot like large 
purple crystals. 

You'll find them in various areas 
throughout your journey or after you 
complete certain tasks. Ryu is the only 
character who can collect them, so be sure 
to position him in the lead if you stumble 
across one. Ryu also is the only character 
who can unlock the power within each 
Gene, and then only during combat. 

Genes enable Ryu to assume the form 
of different Dragon types that grant him 
special abilities, a more powerful physical 
attack, and increased HP. The Fusion Gene 
enables Ryu to combine with other party 
members to form different hybrid 
Dragons—the Nina Dragon, Peco Dragon, 
Momo Dragon and Rei Dragon. 

The tradeoff is that each Dragon form 
costs Ryu a certain amount of AP for each 
turn he remains in it. Once Ryu’s AP runs 
out, he assumes his original human form 
with the amount of HP he had when he 
first transformed. 


GAINING ENEMY SKILLS 


During combat, choose a member of your 
party to execute the ”Examine” action by 
simply selecting the eye icon from the 
battle menu. 

Choose an enemy you'd like to watch 
through the course of one full turn. If that 
enemy carries out a skill (not a regular 
physical attack), the party member 
examining it is capable of responding in 
one of three ways: 

e An exclamation point will appear above 
the character’s head, followed by an 
onscreen message stating that he 
or she has now learned the enemy’s 
executed skill. 


e A question mark will appear above the 
character’s head, then an onscreen 
message stating that he or she can't 
learn the skill. 

e Nothing happens. 

Remember that some skills can never 
be learned, and others require more than 
one attempt to acquire. If a character in 
your party already has learned a skill that 
the enemy executes, no other party 
member can learn it. You can acquire it only 
once; thereafter, you may share it with 
other party members using Skill Ink. 


SHARING ENEMY SKILLS 


One of the cooler things available in Breath 
of Fire Ill is the ability party members have 
to share specially acquired skills. 

If you choose to use a core group of 
three members by the end of the game, for 
example, you can take all the skills from 
characters not in the traveling party and 
give them to the core group. You can share 
only the skills learned from Masters or from 
enemies during battle. 

Also, to do any kind of skills sharing, 
you must have enough Skill Ink and you 
must be in a Camp. Skill Ink isn’t easy to 
buy, but there are different ways to get it. 
You can find it as an item while exploring 
or trade for it from special merchants such 
as the Manillo. When you’ve finally got your 
hands on some, set up a Camp on the 
world map; then examine the book inside 
the Camp’s tent. 

Choose “Look at Skill Notes.” In the 
next menu, you can “Look” or “Change” 
your notes. You need only one Skill Ink if 
you stay on this screen during the skills 
sharing session. Remember this, because 
the amount of Skill Ink available in the 
game is limited. 

After you decide to give a party 
member’s skills to another character, 
choose to “Change” your notes. Scroll 
through the party members’ skills to find 
those you’d like to post in the skills “Pool” 
menu on the right side of the screen. Now 
find the member you'd like to give the skill 
to. Select the skill on the Pool menu to 
place it in that character’s skills inventory. 

You can do this as many times as you 
wish so long as you don't leave this screen. 
Again, once you leave this Change Skill 
Notes screen, you’ll need to crack open a 
new Skill Ink. Also, be sure to remember 
that you can’t split the same skill between 
two characters. Only one character can 
have it; once you’ve placed a character’s 
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skill into the Pool menu, he or she loses 
the ability to use it, unless you replace it in 
his or her personal skills inventory. 


THE FAERIE VILLAGE 


After you receive the Faerie Tiara from the 
feisty young sprite at the Lighthouse, you 
will receive the ability to use any of the 
flower rings. 

Once you step over one with the Faerie 
Tiara in your possession, you’ll have the 
option to warp to a new dimension. On 
your first visit, you must take care of some 
very nasty business with the faeries 
residing there, but after you’ve done that, 
you'll have access to an entirely optional, 
but fun, sub-game! 

Although the Faerie Village is not 
actually required to finish the game, you’ll 
find that doing so rewards you with loads 
of cool stuff, such as secret items, music 
select, extra Zenny and rare weapons. 

From then on, you'll be in charge of a 
small village of faeries who need you to 
help manage their livelihood. You must 
allocate enough faeries to hunt for food to 
ensure the community’s survival, and at the 
same time build up their culture and job 
abilities. You can access this sub-game any 
time after entering a Faerie Ring from the 
world map by talking to the main faerie 
situated near the entrance. 


<When in 
his dragon 
forms, Ryu 
possesses 
some of the 
most powerful 
| attacks in 

the game. 


D0144C020000 
80144C0200F0 
D01449720000 
8014497200F0 
D0144B5E0000 
80144B5E00FO 
D0144A160000 
80144A1600F0 
DO144CA60000 
80144CAG00FO 
DO144D4A0000 
80144D4A00F0 
DO144ABA0000 
80144ABA00FO 


Quick Level Gain Rei 
Quick Level Gain Rei 
Quick Level Gain Ryu 
Quick Level Gain Ryu 
Quick Level Gain Teepo 
Quick Level Gain Teepo 
Quick Level Gain Nina 
Quick Level Gain Nina 
Quick Level Gain Momo 
Quick Level Gain Momo 
Quick Level Gain Peco 
Quick Level Gain Peco 
Quick Level Gain Garr 
Quick Level Gain Garr 


CHARACTERS 
RYU 


Ryu’s past is a mystery, even to himself. 
He was found by Nina in a mysterious 
crater near Sarai. To discover where he 
comes from and who he really is, he 
travels with Nina around the globe. As the 
main character of the game, Ryu should 
be the best of the best, and he most 
certainly is, with very well-rounded 
statistics and powerful dragon magic. 


Level Spells Level Spells 


2 Sever 20 Vitalize 
3 Heal 23 Inspire 
5 Purify 29 Typhoon 
8 Barrier 31 Kyrie 
11 Rejuvenate 34 Restore 
14 Cyclone 36 Resurrect 
17 Raise Dead 39 Vigor 


í Cray left Worent to travel with Nina and 
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ERSHIN 
Ershin first joins the party at Chamba, 
helping Ryu and Nina cross the hexed and 
wasted city. She was part of a group of 
purifiers that goes from town to town and 
cleans up the hexes left by the Fou Empire 
after the war. She has told no one of her 
past, and so she's yet another mystery in 
a party already loaded with more 
questions than answers. Ershin usually 
attacks using a launchable rocket fist. And 
you can find very little armor for her 
throughout the game. You have to get 
someone to make what she needs. She is 
a worthy character for any lineup. 


NINA 

Nina is a Princess of Wyndia, a respected Level kar prs ie 
kingdom populated by winged men and sass 28 saad 
women. During a tour of the western cities, Stand Out 35 Typhoon 
her sister mysteriously vanishes. In Death 45 Primus 


an effort to find her sister, Nina takes off with Blizzard 
her close friend, Cray, and winds up meeting 
Ryu. Nina is by far the most powerful magic 
user in your party. She quickly proves 
herself to be a “must use” character. 


CRAY 


search for the missing Princess Elena, only 
to be caught up with the impending 
destiny of the very world itself. As chief 
of the warrior nation of Worent, Cray is a 
natural fighter. He excels in all areas of 
physical combat and is one of the 
strongest in your party. When brute 
force is needed, look no further. Of 
course he also has many good 
spells, so don't think of him 
only as a fighter. 


Level Spells Level Spells 


2 Protect 17 Stone Pillar 
5 Speed 21 Might 
8 Rock Blast 25 Shield 
11 Slow 30 Quake 
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BREATH OF FIRE IV 
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SCIAS 


Scias is a mercenary originally hired 

by the country of Ludia to watch over 
Ryu and Nina while Cray is held captive. 
Moved by Ryu and Nina's dedication to 
helping their friend and those in need, 
he is plagued with doubt and guilt over 
his job. Scias is another powerful fighter, 


and he has many of the best weapons in 


the game. 


Spells Level Spells 


2 Frost, Sleep 19 Rejuvenate 
4 Identify 22 Raise Dead 
5 Shining Blade 25 Remedy 
8 Heal 28 Blizzard 
10 Purify 31 Vitalize 
13 Confuse 34 Life Stealer 
16 Ice Blast 37 Restore 


Level Spells Level Spells 
Flare, Fireblast Enfeeble 
5 Confuse Drain 


8 Weaken Leech Power 

11 Rock Blast Inferno 
Silence Death 
Cyclone 


URSULA 


Ursula is the granddaughter of the general 
of the Fou Imperial Army, and a high- 
ranking officer in her own right. While she 
is loyal to the Empire and her grandfather, 
she is disturbed by the cruelty of many 
Imperial officers. She accompanies Ryu 
and party back to the Empire. Ursula is a 
very good all-around character. She has 
the unique advantage of weapons that can 
attack all enemies. 


As Ryu agrees with Fou-Lu's view of the 
world and the Endless's place in it, a 
startling transformation takes place. With a 
cry of animal pain, Ryu is reabsorbed into 
the body of Fou-Lu—the two halves are 
now whole once again. Unfortunately for 
your former allies, the recombined god is 
less than happy with humanity. With a faint 
smile and grim resolve, Fou-Lu battles the 
remnants of your party. 
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With the last hope of humanity lying 
defeated at the Yorae Dragon's feet, the 
godlike fusion of Fou-Lu and Ryu 
makes his way into a world he soon 
intends to end. 


BATTLING THE PARTY 


= 


This battle is pathetically simple. Even as 
powerful as each member of your former 
party has become, they fall like flies before 
the might of the Yorae Dragon. Hit the party 
with a single Soul Rend attack. This 
reduces every party member to a single HP. 
Now either use your Dark Wave against the 
bunch, or physically attack one by one. 
Either way, the battle is over in moments. 


FIGHTING FO- 


However, if Ryu chooses to fight for 
humanity and the fate of an entire world, 
he is in for quite a fight. Fou-Lu has finally 
lost patience with Ryu and decides that the 
best way to convince him of the folly of his 
ways is to cut his ties to humanity—one by 
one. From behind the emperor god comes 
the mighty Tyrant Dragon, a potent 
incarnation of Fou-Lu's power. 


Once you have defeated Fou-Lu’s 
Tyrant Dragon, he has another surprise for 
you—an even more potent Astral Dragon 
that is just looking for some fresh meat! 


HP: 60,000 Wisdom: 200 


AP: 100 Element: Varies 
Power: 350 Exp: 0 

Defense: 140 Zenny: 0 
Agility: 120 


Special: Dark Wave, Malefication, Sanctuary, 
Patoh Pah, Pa Bing'ah, Ahryu P'ung 


This is, without a doubt, the most 
challenging battle you have ever faced. The 
Tyrant Dragon leads with its potent Dark 
Wave attack—a breath weapon that can 
inflict tremendous damage, often sapping 
80 percent of a character's HP. 
Malefication poisons your entire combat 
rank. Finally, the Tyrant Dragon can employ 
devastating physical attacks, often inflicting 
1,400 points of damage. 


Immediately transform Ryu into his 
most powerful dragon form—the Kaiser 
Dragon. The elemental aspect of the Tyrant 
Dragon shifts constantly. You need the 
flexibility of the Kaiser Dragon's fire, earth, 
and wind attacks. Hammer the Tyrant with 
elemental attacks from Ryu and a series of 
your very best combos from the rest of the 
party. Always let Ryu attack last. His 
powerful spells often gain strength from 
those that came before. 


The most challenging portion of this 
battle is keeping your AP up while keeping 
the whole party alive. Use Moon Drops to 
heal the entire party when they have taken 
significant damage and feed Ryu Wisdom 
Fruit to allow him to maintain the expensive 
Kaiser Dragon form. Continue to rotate the 
party members as they take damage. 
When using Wisdom Fruit or a Moon Drop, 
as much as possible, allow Ursula to be 
the one to administer them. There is a good 
chance that she will receive a replacement 
of the item she just used. 


Keep your players fresh, battle intelligently, 
and victory will eventually be yours. 


HP: 60,000 
AP: 1,000 


Agility: 115 
Wisdom: 60 
Power: 300 Exp: 0 
Defense: 140 Zenny: 0 


Special: Soul Rend, Power Flux, Sanctuary, 
Earthbreaker, Catastrophe, Malefication 


This incarnation of Fou-Lu is absolutely 
devastating. With Soul Rend, every 
character in your combat rank is reduced 
to 1 HP—including Ryu. The Astral 
Dragon's direct attacks can cause a 
whopping 1,450 points per strike, 
obliterating most any character in a single 
blow. Only the hardiest could even survive 
such an attack. 


Immediately transform Ryu into his 
Kaiser Dragon form again. If necessary, 
pop some Wisdom Fruits before assuming 
the Kaiser Dragon. You need its powerful 
magics to do any serious harm to Fou-Lu. 
Because you have so many dragon forms, 
don't worry so much about HP as you do 
AP. If a dragon loses too much HP, Ryu just 
changes into his human form. Simply have 
Ryu assume another form instead. 


Lean toward those dragon forms, such 
as Myrmidon and Weyr, with relatively low 
HP but high-powered attacks. With the 
Astral Dragon's Soul Rend attack, even the 
mighty Behemoth will be reduced to a 
single HP. Also, use the power of your 
fellow dragons, hammering the Astral 
Dragon with Rainstorm or Onslaught, while 
protecting your party with Holy Circle and 
Healing Wind. 


With the rest of the party, try stringing 
together long sets of elemental attacks. 
Spare no expense—punish the Astral 
Dragon relentlessly. Your greatest challenge 
is keeping the individual party members 
alive. Have Ershin draw the Astral Dragon's 
fire with Stand Out. Then use an Angelfish 
to revive her and use the same ploy again. 
While Ershin is being used as a punching 
bag, you can inflict some serious damage 
on the Astral Dragon. 


GEM LOCATIONS 


WATER GEM 

Transformation: Serpent 

Character: Fou-Lu 

Found: Found in Sanctum, at the beginning 
of Chapter 3. 


FIRE GEM 
Transformation: Wyvern 
Character: Ryu 

Found: Mt. Giga, when you first enter the 
Shikk region in Chapter 3. 


EARTH GEM 

Transformation: Behemoth 
Character: Ryu 

Found: Saldine Flats, when you are 
crossing from Pabpab to the western 
continent. 


FLAWED GEM 


Transformation: Mutant 

Character: Ryu 

Found: En Jhou, in the very depths of the 
temple. Accessible after reaching Chiqua. 


Transformation: Myrmidon 

Character: Ryu 

Found: Burnt Forest, to the west of the 
Emperor's Tomb. Once you can go there 
with Ryu, go into the "?" map where Fou- 
Lu was knocked off the bridge. Go up the 
side of the mountain to the area where the 
forest burned, and look for the Wind Gem 
in a side path on the far end of the screen. 
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BREATH OF FIRE IV 


CONTINUED 


1. Crash Site 

2. Crater 

3. Cliffs 

4. Tomb 

5. Saria 

6. Oasis 

7. Snadflier Valley 
8. Crossroads 


. North Chamba 
. Fishing Spot 

. Kurok 

. Dam 

. Mud Cliffs 

. Kyria 

. Woods 


17. Bunyan’s Hut 


18. 
19 
20. 
24. 
22 
23. 
24. 
25. 
26. 


Synesta 

Eastern Highway 
Hideout 
Crossroads 

Lake Spot 

Wharf 

Kyoin 

Causeway (Astan) 
Astana 


27. Aqueduct 


28. 
29. 
30. 
31. 
32. 


Astana Base 
Ludia 

Ocean Spot 
Shyde 
Wychwood 


34. 


Golden Plain 


35. Tahrn’s Camp 


36. 


My Glom 


37. Smith’s Shop 


38. 
39. 
40. 
41. 
42. 
43. 
44. 
45. 
46. 


Shrine 

Ahm Fen 
Faerie Hut 
Wyndia 
Kasa Woods 
Fishing Spot 
Pung’tap 
Ice Peak 
Chek 


47. Sonne Village 


48. 


Sichon 


. Mountain Pass 


65. Lake Spot 
66. Jungle 


. Abandoned Village 67. Pabpab 


. Sanctum 
. Soma Woods 
. Mt. Ryft 
. Checkpoint 
. Crossroads 
57. Tree of Wisdom 
58. Shikk 
59. Mt. Giga 
60. Fane 
61. Island of Fire 
62. Lyp 
63. Ocean Spot 
64. Crossroads 
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68. Island of the 
Sea Dragon 

69. Nameless Island 
70. Saldine Flats 
71. Saldine 
Fishing Spot 

72. Chedo 

73. Koshka 

74. Chiqua 

75. Lake Spot 

76. En Jhou Ruins 
77. River 

78. Quarry 


eT aaa 


. Fishing Spot 

. Tomb 

. Mukto 

. Kwanso 

. Foothills 

. Ocean Spot 

. Highway 
87. Imperial Palace 
88. Shan River 
89. Burnt Forest 
90. Fish Head Beach 


Much of Brigandine comes down to strategy and combat. To make sound decisions in these areas, you need all the 
information at hand. This guide contains all the data for weapons, magic, armor, items and more. It gives you the 
information you need to build the strongest armies and employ the best strategies. Only with this knowledge can you 


lead your troops to victory against the evil Zemeckis. 


Brigandine: The Legend of Forsena is a game 
of strategy and skillful organization. The basic 
objective is fairly simple, but executing a 
scheme to achieve this objective takes a lot 
of expertise and planning. You are faced with 
five countries: New Almekia, Leonia, Norgard, 
Iscalio, and Caerleon, each of which is ruled 
by a Rune Knight. Rune Knights are powerful 
people who can use the continent’s magical 
power, or Mana, to summon and control the 
monsters that roam around the land. 

This special ability is called Rune Power. 
First you must choose the country you wish 
to recover and defend. On doing so you will 
take control of that country’s Lord. Each Lord 
has different strengths and weaknesses, from 
attack strength to magical ability. And each 
country has differing terrain and relationships 
with adjoining countries, all of which can 
either help or hinder your crusade. 

The idea of the game is to reclaim and 
defend your country’s castles and push the 
invading forces out. To fight attacking forces, 
you must use your Rune Knight’s magical 
power to summon a variety of monsters to 
strengthen your armies. You must then 
strategically move your forces around the 
country as well as keep a keen eye on what 
the other four countries are doing. When all 
of the castles are flying your country’s flag, 
the entire kingdom is liberated from 
Zemeckis, and victory is triumphantly yours. 

Essentially, Brigandine is an elaborate 
game of chess, and checkmate is your goal. 
To have any chance of winning, you must 
understand every aspect of the game. Little 
details such as the terrain you’re fighting on, 
the monsters you choose, and even your 
land’s finances can drastically affect your 
performance. You must also learn which 
countries are your allies, especially when 
defending a country that borders more than 
one of the others. Use these hints and tips 
to build up the strongest of armies and take 
them to reclaim your land. 


Shiraha 


fæ:21 Male o, 

fi member of an assassin group who was hired by a 
minister of the former Almekia Kingdom to 
assassinate Zemekis. Aside from himself, only one 
other member is still alive from his group. For an 
unknown reason, he became a Knight. for the Empire. 


AShiraha is a lethal assassin who was originally hired 
to kill Zemeckis but joined the growing Empire instead. 


As Rune Knights progress through the 
game and gain more experience through 
battle, it’s possible for them to change 
class. Class changes give the Knights more 
power, either in strength or magical ability. 

The option to change class comes up 
with every ten level points the Knight gains. 
You have two distinct paths in each class. 
Once on a class path, you can only progress 
through classes designated to that path. It’s 
important that you constantly check on how 
your characters are progressing so that you 
can move them up a class to utilize them to 
their full potential. There’s nothing more 
frustrating than losing a battle only to find 
that you could have bumped characters up a 
class and stood a better chance of winning. 

Class changes also determine the type 
of magical power you can use. Magic is 
split up into five colors, depending on the 
type of spell. For the full low-down on the 
different magic, check out the magic list in 
the following pages. As you progress 
through the class system, your Knight can 
use the various magical spells assigned to 
that class. 


AN EXAMPLE OF 
CLASS CHANGE 


When a Barbarian is able to change class, 
he can choose one of three: Cavalier, 
Samurai, or Berserker. The Cavalier and 
Samurai can use different magic spells. 

On its second class promotion, a 
Knight can become a Paladin, a Samurai 
can become a Shogun and a Berserker can 
become an Avenger. However, a Knight 
cannot become an Avenger because the 
Avenger is on a different class path. 

It’s vital to choose your class path 
carefully in accordance to the strengths 
and weaknesses of your other Knights. 


LASS Q&A 


Q. How can I become a Ninja Master? 
A. To become a Ninja Master you need to 
have Shiraha in your force. A Knight with 
160+ Strength and 160+ Agility can 
become Ninja Master. 
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TROOP CLASSES 


It’s not just the Rune Knights that have a 
class system. Your monitor troops also have 
the ability to change class and therefore their 
fighting ability. Again, the class paths must be 
chosen wisely, depending on the state of 
your other armies. If you already have a lot of 
magical power in your kingdom’s troops, it’s 
better to opt for the classes that increase 
strength and fighting ability. So make sure 
you keep track of your individual members. 
The class system works in exactly the same 
way it does for Rune Knights, and it’s 
important that you know which class leads to 
which specialist strength. 


CLASS Q&A 


Q. How can I change to the class Lilith? 
A. Use item “Liquor of Charm” to Satan. 
Q. How can I change to the class Lucifer? 
A. Use item “Fruit of Vice” to Seraph. 

Q. How can I change to the class Loki? 
A. Use item “Wisdom Seed” to Gigas. 

Q. How can I change to the class Thor? 
A. Use item “Rage Lightning” to Titan. 

Q. How can I change to the class Talos? 
A. Level up the Golem class to thirty. 


For those who have magical ability, there are 
five types of spells available. Some Knights, 
especially those who have moved up a class, 
are able to use up to three different types. 
The magic types are separated into 
colors, and the types each Knight can use 
can be seen on the character status 
screen. In battle, you should use the 
opposite color magic to that of your 
opponent. For example, use White magic 
against Black to inflict more damage. 

To get the most out of a magic attack, 
be sure to check out the status of your 
opponent before you attack. That way, you 
can choose the most effective method and 
inflict the most damage. Use your magic 
wisely because your Mana Points can’t be 
replaced once they have run out in battle. 
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| WHITE MAGIC | BLACK MAGIC 


White magic is generally the magic of the 
religious sect. Symbolic of good, it mainly 
consists of healing magic as well as spells 
to cast against the evil undead. 
Unsurprisingly, White magic is most 
effective when used against Black magic. 


a€Each major character has a number 
of magic attacks, from Flame and 
Venom to Fog and Paralyze. 


4To win at Brigandine, you have 
to learn about the characters, 
their magical abilities, the 
monsters and the best items. 


Black magic generally involves spells that 
inflict damage that can only be cured with 
a healing spell. This includes spells such as 
paralysis. Black magic is most effective 
when used against White magic. 

When spells like Venom and Curse are 
inflicted, the enemies that they’re used upon 
lose energy on every turn. These spells are best 
used on opponents who don't have healing 
abilities and aren't near someone who does. 
Otherwise, they will immediately be cured. Use 
these spells toward the end of a battle or on 
opponents who have become separated from 
the rest of their army. This way, you can leave 
that enemy to slowly, but surely, die. 


Red magic spells are very powerful and 
consist mainly of heat spells. Red magic 
spells are best used against Blue spells, 
which usually involve ice and water. 

The good thing about Red magic spells 
is that the majority of flying monsters can 
use them. Use this capability to its full 
potential since the flying monsters are able 
to move considerably farther than any other 
soldiers. This way, you can advance and 
take energy from the first wave of enemy 
monsters, allowing your own ground-based 
troops to move in and finish them off. 


Blue magic is the magic of water and air. It’s 
most effective against Red magic.The number 
of Mana Points needed to execute these 
spells are the lowest of all the magic types. 
The attacks themselves aren't that powerful, 
but their low Mana Point requirements allow 
them to be used more often. 


Green magic contains spells that don't 
inflict physical damage on your opponents. 
Green magic is used to either help your 
fellow warriors or to hinder the enemy 
ones. These spells must be used tactically 
to get the most out of them. 

Use the following magic charts to find 
out which magic spell does what damage 
to an opponent. Make sure you learn how 
to use spells to their full potential. The 
wrong spell on the wrong opponent can be 
ineffective and lead to a retaliating attack. 
Also, don’t just use the spells that inflict 
damage or heal. There are spells that will 
grant your warriors certain abilities, like two 
attacks in the same turn or flight to attack 
airborne enemies at full strength. 


HEAL 

AREA HEAL 
CURE 

HALO 

DIVINE RAY 
HOLY WORD 
VENOM 
METEOR DOOM 
CURSE 
DIMENSION 
WEAKNESS 
NECRO REBIRTH 
FLAME 
GENO-FLAME 
THUNDER 
GENO-THUNDER 
EXER BLAST 
POWER 

FROST 
GENO-FROST 
FALLBERG 
FLIGHT 

FOG 

CHARM 

ACCEL 
PROTECT 
PARALYZE 
SOLID 

REACT 

SILENT 


Description 


Heals any of your Knights in the range 

Range centers on the caster. Heals all of your units in the range 
Restores status White, Ally, Single 

Gains experience 1.5 times in following attack 

Holy attack. Special effect: destroys undead monsters in a single blow 
Holy attack. Special effect: destroys undead monsters in a single blow 
Poison damage. Special effect: poisons enemy 

Damage to all units in the range 

Curse damage 

Transports an enemy unit to different location 

Lowers enemy unit’s attack/defense by 50% 

Revives a dead monster. It will last for the duration of the battle only 
Flame damage 

Flame damage to all enemies in the range 

Lightning damage 

Lightning damage to enemies in the range 

Damage by explosion 

Raises attack by 50% 

Freeze damage 

Freeze damage 

Huge ice damage 

Floats the unit. Unit’s moving method will become “High sky type” 
Lowers enemy unit’s hit/evade by 50% 

Charms enemy unit. Unit will attack units on its side 

Raise unit’s moving distance by 50% 

Raise unit’s defense by 30 

Paralyze enemy unit 

Turns enemy unit into stone 

Activates the unit to move again 

Mutes the enemy unit 


Effect* 


White, Ally, Single; +180 
White, Ally, Range; +120 
0 

White, Ally, Single; 0 
White, Enemy, Single; -180 
White, Enemy, Range; -70 
Black, Enemy, Single; -70 
Black, All, Range; -140 
Black, Enemy, Single; -170 
Black, Enemy, Single; 0 
Black, Enemy, Single; 0 
Black, Ally, Single; 0 

Red, Enemy, Single; -120 
Red, Enemy, Range; -80 
Red, Enemy, Single; -150 
Red, Enemy, Range; -120 
Red, Enemy, Single; -200 
Red, Ally, Single; 0 

Blue, Enemy, Single; -120 
Blue, Enemy, Range; -90 
Blue, Enemy, Single; -190 
Blue, Ally, Single; 0 

Blue, Enemy, Single; 0 
Blue, Enemy, Single; 0 
Green, Ally, Single; 0 
Green, Ally, Single; 0 
Green, Enemy, Single; 0 
Green, Enemy, Single; 0 
Green, Ally, Single; 0 
Green, Enemy, Single; 0 
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* Effect (Attribute of magic, Casts toward ally, enemy, or all units, Magic effective to single unit or all units within the range; Amount of damage/heal) 


PRIMA’S UNAUTHORIZED STRATEGY GUIDE 


WEAPONS ITEMS AND EQUIPMENT 


There are many weapons to be found. To 
get the best out of your fighters, it’s vital to 
search them out at every opportunity. There 
are 12 weapon groups, each of which 
contains weapons that are assigned to 
certain types of Knight. 

Each weapon can only be used by a 
certain fighter. For example, swords can 
only be used by Cavaliers, Paladins and 
Avengers. However, the knuckle weapons 
can only be assigned to Monks, 
Guardians, Rangers, Grapplers, and 
Champions. The weapons usually affect 
your warrior’s attack ability, but the more 
powerful upgrades can increase their 
intelligence or Rune Power. 

When you first find a weapon, you 
should equip it to the Knight who will 
benefit most from it. But as you gradually 
find more powerful weapons, don’t forget 
that you can switch them around. Their 
effects vary from Knight to Knight, so be 
careful. Some weapons cause certain 
abilities to lose points. Make sure that 
you check every ability when you equip a 
character to see if the chosen Knight is 
actually worse off. Weapons can also 
give Knights more powerful magical 
ability, and sometimes this can 
compensate for a loss of defending 
ability. This only applies if your Knight is 
magically strong in the first place. There’s 
no point in losing attack points if the 
Knight concerned doesn’t have the Magic 
points to use the spells. 


The colors in the ‘ATK, DEF AIT.’ field below 
are the color coding of magic types. 


Name 


Solomon’s Ring 0 

Rierre’s Ring 0 
Anti-Magic Ring 0 

(Magic Damage—33%) 

Heal Ring 

(Cures HP every turn [during battle]) 
Almighty Ring 6 

Pin of Defense 
Ring of Sorcery 
Earring of Sea 
Apostie’s Horn 
Talisman 
Pirate’s Medal 
Medal of Valor 
Wiseman Medal 
Wind Armband 
Rune Armband 
Ancient Book 
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As you progress through the game, it’s vital 
to regularly send warriors on a quest since 
this is the only way you can find items. Items 
are used to increase the different abilities of 
your warriors and can be vital when 
defending the hard continents. Some items 
recover health or magic points. These items 
come in the form of potions or food that can 
only be used once, so you'll have to choose 
carefully when you want to use them. 

Items come in the form of magic rings, 
medals, and amulets that increase fighting 
ability or give you certain magical powers. 
Equipment comes in three distinct types: 
accessories, weapons and armor. 
Accessories have a variety of different 
abilities and can affect any of your 
warrior’s different abilities, from attack 
strength to experience. When you pick up 
items, make sure you equip them on the 
warrior who benefits from them the 
most-an item can increase one ability at 
the expense of another. For example, an 
item may increase a warrior’s attacking 
strength but at the same time also 
decrease defending ability. You have to 
equip wisely and make sure you 
compensate for your warrior’s loss in 
battle. Don’t use items just because you 
can, and don’t give them to just any 
warrior. Spend some time trying each item 
with every one of your Knights to find out 
who benefits the most. 


Ice Amulet 
Fire Amulet 
Sacred Amulet 
Black Amulet 
Forest Amulet 
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Power Potion 


Knight's STR adjusted 
around +3 

Knight's INT adjusted 
around +3 

Knight's AGI adjusted 
around +3 

Knight’s HP adjusted 
around +18 

Knight’s MP adjusted 
around +14 

Knight's Rune power 
adjusted around +10 
Knight’s Rune area increased 


Wisdom Potion 
Speed Potion 
Life Potion 
Magic Potion 


Rune Potion 


Rune-A Potion 


ARMOR 


Another item that 
can be found during 
a search is armor. 

|] Armor can be found 
in six different forms: 
shields, body armor, 
robes, helmets, hats 
and boots. 

As with the 
weapons, each of 
the armor types can 
only be used by specific classes of 
Knights, and it’s important to know which 
ones can be used by which class. 

Armor generally increases the 
defensive ability of the Knight wearing it. 
The more powerful armor affects the 
Knight’s evading ability, which means it’ll 
stand a higher chance of dodging an 
attack. Armor should generally be used on 
the weaker Knights who have little or no 
magical ability so they’ll be better 
protected in hand-to-hand combat. 


alsfas is extremely 
strong and his ability 
to heal is excellent. 


INT HIT EVA DEF HP MP MOV RUNE AREA ATK, DEF ATT. 


0, Blue 
0, Red 
0, White 
0, Black 
0, GreeN 


RUNE AREA ATK, DEF ATT. 


+1 0,0 
0 0, Red 1 
0 0,0 
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In later battles, where you come up against stronger 
opponents, it is a good tactic to use stronger armor on the 


Name ATK INT HIT EVA DEF HP MP MOV RUNE AREA ATK, DEF ATT.) more powerful Knights. This lets them storm the enemy 
Swords (Cavalier, Faladin, Avenger) Knights in an attempt to defeat them more quickly and 
Laavatoii Red 3, 0 therefore clear the battlefield more easily. 


Gram a 0 
Tyrhung +14 
Answeller +14 
Mithril Sword +10 
Ice Sword +8 
Flame Edge +8 
Bastard Sword +6 
Claimh Solais 0 


Swords (Fi ae 
Death gs (F ma 0,0 


Evil Buster D 2 White 1, 0 
Claymore +10 0,0 
Giant Sword -6 0,0 


Katanas (Samurai, Shogun) 
Tsuki +19 +45 0 


0,0 ‘ 
Bla ck 3, 0 There are certain armor types that can be used by any 


White 3, 0 class of Knight, and it’s important to use them on the Knights 
0,0 who will benefit most from them. You don’t have to be as 

Blue 2, 0 careful with armor as with the other accessories. It doesn’t 
Rod 2,0 decrease any of the Knight’s abilities, so you have more 


0,0 
White 2,0 | freedom when switching it around. 


BRIGANDINE 
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Fighter, Barbarian, Berserker, Samurai, Shogun, Cavalier, Paladin, Avenger, Priest, 
Bishop, Cardinal, Scout, Archer, Artemis, Lancer, Valkyrie 
Name ATK INT HIT EVA DEF HP MP MOV RUNE AREA ATK, DEF ATT. 


0 0 0 0 0 Blue 1,0 Diamond Mail © © © -30 +22 0 0 -2 0 0, Red 1 
Kokoro +16 +100 0 0 0 0 0 0,0 VolcanoArmor 0 0 0 0O +15 0 0 0 0 0 0, Red 1+ 
Kaze +10 0 0 0 0 0 0 0 Black 1, 0 Blue 1 
Kusanagi +5 0 0 0 0 0 0 0 0,0 Holy Armor 0 0 0 O +120 00 0 0 0, White 2+ 
Tora +8 0 0 0 0 0 0 o 0,0 Black 1 
; Evil Armor o 0 0 0 +120 00 0 0 0, Black 2+ 
Axes (Barbarian, Berserker) White 1 
Balor +18 0 0 0 o 0 o0 Black 3, 0 Ice Mail 0 0 0 0 +100 0 0 O 0O _ 0,Blue 1+ 
Revolving Axe +14 0 +8 0 0 0 0 0,0 Red 1 
Flame Axe +10 0 0 0 0 0 0 Red 1, 0 Heavy Armor 0 0 0 O +6 0 00 0 0 0,0 
Beheading Axe +8 0 0 0 0 0o o0 Black 2, 0 
E T | oe riar ana ara EE E E 
ight Ro + F le 
apars (Lancer, pay) o 000 00 0 Dark Robe 0 0 0 0 +8 0 0 0 0 0 0, Black 1 
Gae Bolg +418 0 +10 0 0 0 0 0 0 0 Mirage Robe OF 0 0O +10+4 0 00 0 0 0,0 
Brionac +16 0 0 0 0 0 0 0 0 0 Solar Robe 0 0 0 0 +6 0 00 0 0 0, Red 1 
Mithril Spear +12 +2 0 0 0 0 +200 0 0 icy Fog Robe 0 0 0 O +6 0 0 0 0 0 0, Blue 1 
ice Javelin +10 0 0 0 o0 0 0 0 0 Star Robe 0 0 0O +5 +5 0 0 0 0 0 0,0 
Goddess Spear +8 0 0 0 0 0 0 0 0 
Black Spear +6 0 0 0 0 0 0 0 0 Helmets 
Fighters, Barbarian, Berserker, Samurai, Shogun, Cavalier, Paladin, Avenger, 
Bows Scout, Archer, Artemis i i , 
bed paa "419 42°48 «0 0 0 0 0 o0 Lancer, Valkyrie 
Heaven Bow +15 se 8 87 8 o g RuneHeim 0 0 0 0 +4 000 0 + 00 
Mithril Bow +10 +4 0 0 0 O +20 o o0 
Aiguil Helm 0 0 0 O +10 +100 0 0 0 0,0 
Flame Bow +8 0 0 0 0 0 0 0 o0 dba © Det ee T0 o 8 00 
Elven Bow +6 0 45 0 0 0 0 0 o0 a N i , 
Brute Mask +4 -8 0 0 O +300 0 O 0 0,0 
STaffs (Mage, $ Sorcerer Wizard, Druid, Necromancer) 
Gunbante d o 0 Hats (For All Knight Glasses) 
Damage Staff +10 = D 0 o0 0 Circlet of Wits +6 0 0 0 000 0 0 0,0 
Red Staff 0 +4 0 0 o0 0 Red 2, 0 Fairy Crown 0 +40 0 +1000 0 0 0,0 
Blue Staff 0 +4 0 0 0 o0 0 Blue 2, 0 Pixie Hat 0 +20 0 2000 0 0 0,0 
Cool Hat 0 0 0 0 +3 000 0 0 0, Blue 1 
Rods (Cleric, Rector, Saint) | i i i i 
Telesis 
imam wer. 0 0 Black 1, 0 Boots (For All Knight Glasses) 
2 Speed Boots 0 +4 0 0 0,0 
Mithril Rod +6 +440 0 0 0 0,0 
Madonna's Rod 0 snus x 0 White 30 Fairy Pumps ` H - a H 0 0 +20 0 0,0 
ane t ' Vaillent’sWing 0 0 0 0 0 0 00 O 0O 0,0 
Mace, Hammer (Priest, Bisho Cardinal (Move type changes to “High T) 
Skull Flail rf 0 P, 0 ) o o 0O ‘Black 1,0 Wing Shoes 0 0 0 +2 0 0 -2 0 O0 0,0 
Gravity Mace +8 +4 o 0 0 o 0,0 Aqua Shoes 0 0 0 o o 0 00 0 0 0,0 
Brave Hammer +10 0 0 0 i) o 00 (Move type changes to “Shoal”) 
Mithril Mace +8 +4 0 0 0 0 0,0 Flipper Boots 0 0 0 O +3 0 0 0 0 0 0,0 
Judgment Mace +6 0 0 0 (1 0  White2,0 (Move type changes to “Water”) 


Whip Enchantress, Sorceress, Witch) 
Cat o’ Nine Tail +12 0 0 0 0,0 
Love Whip -10 0 -10 0 0 0 0,0 
Snake Tongue +8 0 +10 0 0 o0 Red 1, 0 
Thorn Whip +6 0 0 0 0 0 0,0 


Knuckles (Mon Guardian Ran er, Grappler, Cham ion 
Blast mA me 0 ‘oon ote p ») Red 1, 0 
Wind Knuckle +16 0 i - Blue 1, 0 
Ogre Knuckle +13 0 0 0 Black 1, 0 
Speed Knuckle +9 0 +10 0 0,0 
Rivet Knuckle +6 0 0 0 0,0 


Knives (Ninja, Ninja, Master) 
The Ripper +1 0 Black 1, 0 


Shock Knife e A at H Red 1, 0 
Painless Knife +8 0 0 0 0, White 1 END n 


Gloves 

Fighter, Barbarian, Berserker, Samurai, Shogun, Cavalier, Paladin, Avenger, Priest, 
Bishop, Cardinal, Monk, Guardian, Ranger, Grappler, Champion, Ninja, Ninja 
Master, Scout, Archer, Artemis, Lancer, Valkyrie, Clerici Rector, Saint 


Ruby Glove 0 0 0 O +8 O +200 0 0 0, Red 1 
Precise Glove 0 0 +150 +6 0 0 0 0 0 0,0 
PowerGlove +8 0 0 0 +40 00 0 0 0,0 
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BUBBLE BOBBLE 


One of the most famous arcade games ever created, Bubble Bobble’s cuteness belied its fearsome 100-level challenge. 
The PlayStation version is a faithful recreation—with the even better Rainbow Islands thrown in for good measure. 


e The object of Bubble Bobble is very 
simple. Use the bubbles to capture the 
baddies, then pop ’em—sounds easy, but 
it certainly isn’t! 

e You have a set amount of time to 
complete each stage. If you fail to 
destroy all the baddies in time, an 
invincible ghost called Baron Von Bubbla 
appears. He chases you around the 
screen until you either die or manage to 
kill everything else. 

e As you play through the various stages, 
you’ll notice that certain bubbles have 
letters in them. These bubbles can be 
burst, and doing so gives you the 
corresponding letter. Form the word 
“EXTEND” and you receive an extra life! 


Bubble Bobble features 100 levels. 
However, most are straightforward and 
describing them all would be a pointless 
exercise. Instead, here are tips for the 
20 most difficult ones. Now you too can 
become a bubble-bursting maestro! 


LEVEL 18 


The sheer number of platforms on this level 
can cause problems if you don’t know what 
to do. The solution’s straightforward: Stand 
in the bottom corner of the level and 
constantly blow bubbles—don’t move for 
anything! All the baddies simply run into 
your bubbles. You’re now free to burst them 
all at once and reap the rewards. 


LEVEL 22 


On this level, lightning bubbles float up 

from the bottom of the screen. You must 
pop these bubbles to free the lightning; 

lightning blasts can travel through walls 
and kill the baddies. 


LEVEL 27 


Don’t move, just rapidly begin to blow 
bubbles forward. This simple procedure 
should trap most of the monsters in a 


matter of a few seconds. Now simply drop 
through the hole and capture the remaining 
baddies. It’s a piece of cake when you 
know how! 


LEVEL 32 


Jump on top of the huge box and wait for 
the baddies to move out of the entrance. 
Now quickly drop down and pick off as 
many as you can. If you’re fast, you’ll bag 
them all in a couple seconds. 


LEVEL 39 


Kill the baddies in front of you, then use 
your bubbles to bounce up to the top of 
the level. Now kill the two baddies that 
drop through the hole in front. Once you’ve 
done this, jump across into the middle 
section and kill the next two. Finally, drop 
down toward the bottom of the level and 
fire a bubble through the gap. This destroys 
the final fiend. 


LEVEL 63 


Stand in the corner of the level and blow a 
bubble. Bounce on it and jump up onto 
the small platform to the right. Now repeat 
the process to get up onto the second 
platform above. From here, jump up and 
pick off the space invaders. Timing is 
essential, as the space invaders do attack 
you from time to time. 


LEVEL 67 

Timing is everything on this level. You must 
drop through the gap at the bottom and 
land on a fire bubble. This kills all the 


baddies, and if you get it right, protects 
you from being killed yourself. 


LEVEL 72 

A bit of bubble-bouncing is required to get 
out of the corner that you find yourself in at 
the start of this level. Blast the flying 
teddies with a few well-timed bubbles, then 
drop down and finish off the jumping jacks. 


LEVEL 74 

Use your bubbles to bounce up to the top 
of the box-like construction. All the ghosts 
will start to jump up and you can take them 
out. The thing that makes this hard is the 
fact that they tend to fire back; use skillful 
jumping to avoid their attacks. 


LEVEL 79 

What makes this level difficult is the 
unpredictable pattern that the baddies 
take. The best place to stand is in the 
middle of the rectangular-shaped block 
(toward the bottom of the screen). Wait 
here and pick off the baddies as and when 
they attack you. When you’ve killed most of 
the monsters, jump up and pick off the 
ones that remain. 


LEVEL 82 


First destroy the six annoying lolly-lobbers 
that break free from their containers. With 
this done, stand on the right-hand side of 
the screen and fire off a few bubbles. Use 
these to bounce to the top of the level and 
pick off the remaining space invaders in 
your own time. 


The following table tells you what every pick-up is worth in the game—so you don’t need to waste 
time chasing around after worthless items and putting yourself at risk for no reason! 


Mushroom 30 points Oranges 
Cucumber 80 points Ice Cream 
Pea Pod 90 points Mangoes 
Sweet Coin 150 points Melon 
Potato 350 points Chicken Leg 
Walnut 350 points Cocktail 
Bananas 500 points Cake 

Lolly 700 points Grapes 


se 
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1,000 points Book 4,000 points 
1,000 points Pineapple 5,000 points 
2,000 points Insect Leg 5,000 points 
3,000 points Butterfly 5,000 points 
3,000 points Diamond 6,000 points 
3,000 points Shell 6,000 points 
3,000 points Necklace 6,000 points 
4,000 points Red Stone 7,000 points 
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BUBBLE BOBBLE 


As you play through Bubble Bobble, you'll find pick-ups that enhance your 
dinosaur’s abilities. Here’s a list of them all, telling you what they do. 


Candy Cane A cake drops from above 

at the end of the level. 

A diamond appears at the 

end of the level. 

Shoes You move faster. 

Clock Freezes all the baddies. 

Heart Makes you invincible. 

Bomb Kills everything. 

BOOK Screen shakes and all 
enemies are killed. 

Bell Tells you when a bonus 

will appear on the 

later levels. 

A fireball bounces around 

killing everything. 

Fully powers you up. 

Smart bomb. 

Fills screen with water, 

killing everything. 


Treasure Chest 


Pearl Necklace 


Yellow Trophy 
Purple Trophy 
Blue Cross 


LEVEL 83 


Jump up and blast the army of lolly- 
lobbers that drop down toward you. Now 
quickly move over to the other side of the 
screen and do the same. Position yourself 
just inside the vertical upright of the inner 
sanctum, where the lone space invader can 
be found. When a bubble floats through the 
hole at the bottom of the screen, use it to 
bounce up and blast the monster with a 
well-aimed bubble. 


LEVEL 88 

This is one of the hardest levels. You must 
use bubbles to bounce up to the top of the 
level, then wait for a fire bubble to float up 
to you. Gently push it forward with your 
head so it comes to rest directly above the 
shaft containing all the baddies. Now 
simply use your horn to pop the bubble so 
that the fire rains down and kills them. 


LEVEL 89 


Use a bubble to bounce up onto the 
middle section of the level. Now simply 
jump up and pick off the baddies one at a 
time. You must time your jumps and 
bubbles perfectly to avoid being hit. 


LEVEL 95 


Use a bubble to bounce up toward the top 
of the level. This can be tricky and timing is 
crucial. When you’re safely at the top, 
stand on the small brick and pick off all the 
baddies. Now pop ’em and grab the 
goodies in safety! 


Red Cross Turns your bubbles 
into fireballs. 

Causes lightning 

to strike. 

Blue Umbrella Advance three levels. 
Gray Umbrella Advance five levels. 
Purple Umbrella Advance seven levels. 
Red Ring Gives you points for every 
bubble blown. 

Awards points 

for moving. 

Awards points 

for jumping. 

Increases your bubble 
firing rate. 

Increases the distance 
your bubbles go. 
Increases the rate at 
which your bubble 
moves around. 


Yellow Cross 


Blue Ring 
Purple Ring 
Golden Sweet 
Purple Sweet 


Blue Sweet 


LEVEL 96 


Stay back until the little space invaders 
populate the nooks at the top of the 
screen. Now drop through the hole at the 
bottom and, as you fall past the baddies, 
blow a bubble to encase and pop one of 
the three foes. Repeat the process as 
quickly as possible until all six are dead. 


LEVEL 97 


When the level starts, pop all the baddies 
that are roaming around. This should leave 


e If you spot an item resembling a bottle, 
make the effort to collect it. It clears the 
screen of baddies and fills it with bonuses. 
You now have 50 seconds to collect each 
bonus. If you get all of them before the time 
runs out, you receive a massive 100,000 
point bonus! 


e Treasure rooms are really reserved for the 
Bubble Bobble expert. If you manage to 
make it to Level 20 without losing a life, a 


doorway appears. Touch it and you’re 
transported to a special area filled with 
bonuses. Further doorways appear every 
ten levels, as long as you don’t lose a life. 
There are eight doorways in total. Can you 
reach them all and uncover the real secret 
behind Bubble Bobble? 


e You get ten points for each bubble you 
burst, so once all the goodies have been 
collected from the end of a level, stand 
against the wall and constantly fire bubbles 
into it. You should score about 200 points 
before the next level starts! 


ee 
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you with the two robots inside the box to 
the left of the screen. Use a bubble to 
bounce up, then as you draw level, blow 
and pop them immediately. 


LEVEL 98 


Jump up into the middle of the level and 
encase as many lolly-lobbers as you can 
before they start moving. When they start 
to move, quickly jump up to the top section 
of the screen and wait for the baddies to 
follow you. As they do so, use your 
bubbles to catch them. 


LEVEL 99 


Walk forward slightly then bounce onto the 
small bump in the scenery. Bounce up and 
take out the two slimers. Next, drop over 
the edge and drop down. Shoot the two 
lolly-lobbers on your way down, then glide 
over to the other side of the screen and 
take out the remaining slimers with a storm 
of bubbles. 


LEVEL 100 


This is the final level and it only features 
one opponent—unfortunately, he’s huge! 
What you must do is simple, in theory, but 
pulling it off is difficult. 

First jump up and grab one of the 
thunder pots from the platforms above. 
Blow as many bubbles as you possibly can 
while the power-up is activated, then pop 
them so that the lightning is fired at your 
giant opponent. 

When you’ve hit him about ten times 
he’s encased in a huge bubble. You’re now 
free to pop him and receive a massive one 
million points! Better than that—you’ve 
conquered the game! 


As well as Bubble Bobble, this excellent 

CD contains two versions of the sequel, 
Rainbow Islands. You get the original 
version, complete with the basic backgrounds 
and simple effects, plus a second version 
that is greatly enhanced and offers improved 
graphics and sound. However, both versions 
retain the amazing playability that made the 
game a hit all those years ago! 


Infinite Lives 
(Bubble Bobbie) 
Infinite Lives 
(Rainbow Islands) 


80176AC80002 


8005DC3A0003 


A BUG’S LIFE 


Inspired by Aesop’s “Ant and the Grasshopper” fable, Pixar’s computer-animated fantasy A Bug’s Life has creepy- 
crawled its way onto the PlayStation, allowing you to relive the movie as ant-about-mound, Flik. But don’t let the big 
graphics and platform-based gameplay fool you into thinking this is yet another by-the-numbers jumperama. A Bug’s 
Life is a tricky customer, so you'll stand more of a chance if you chew on the assembled tips below. 


There are 15 levels in the game—five 
worlds featuring two levels and a boss 
contest in each. But while the graphics and 
scenery change with each level, the 
gameplay remains predominantly the same. 
There are some unique moments (Flik flying 
across a dry riverbed on a dandelion seed, 
for example) that require different skills and 
tactics. But for the majority of the levels, 
studying the hints and tips below will 
prepare you to tackle the adventures of Ant 
Island, the Big City and the climactic 
Grasshopper War. 


KEEP FLIK MOVING 


Firstly, don’t stand around gazing at the 
scenery. If you do, you’ll be attacked, 
bumped, bitten, rammed or squashed by a 
variety of hate-filled garden bugs. 
Sometimes the best form of defense is to 
flee as fast as your little ant legs can carry 
you. Remember the old saying: He who 
fights and runs away, lives to fight another 
day. Cowardly it may be, but you’ve got 15 
levels to beat here, buddy. 


KEEP FIRING 


You’re never going to run out of berries in 
A Bug’s Life, so there’s nothing to stop you 
hitting the fire button to produce a 
constant hail of berry fire. If you’re 
equipped with only the default red berry, 
even this can be very effective against 
most garden terrors, and if it can’t kill them 
outright (you'll find that the red berry won't 
kill grasshoppers, for example), a well- 
aimed red berry barrage will at least stop 
them in their tracks, allowing you to evade. 
Clear any area of enemies before you 
consider moving or growing a seed. 


Besides quick feet, Flik must also have a 
quick eye. While fast movement allows you 
to evade the more obvious enemies, keep an 
eye on the landscape. Watch out for holes in 
the ground (a sure sign of dangerous worm 
activity} and small bore holes in the sides of 
tunnels (a clue that a hig, red centipede will 
charge out as you run by). 


AWhen tackling the game’s canyon section, 
use the updrafts created by the propeller plants 
below to maintain Flik’s height and flight. 


AUse the dewdrop telescopes on each level to 
scout key areas before you reach them. 


UPGRADE YOUR BERRY POWER 


On each level you play, boost your berry 
power as soon as possible. Flik’s basic 
fruity ammunition is the red berry, which is 
useful on the early levels against weaker 
insects (wasps, spiders and mites), but 
ineffective on tougher bugs, like those 
nasty Grasshoppers. Search the opening 
area of any level for a blue or green berry 
power-up that will cause much more 
damage to the game’s villainous hordes of 
creepy-crawlies. It should come as no 
surprise that the purple and gold berry 
power-ups are few and far between, but 
don’t worry—as long as you can find a blue 
or green pick-up, you can consider yourself 
well-armed. Don’t spend too long 
searching, though; when you finish a level, 
you’re stripped of all your power-ups 
anyway —and begin each new challenge 
with the lowly red berry. 


WHO NEEDS 100%? 

You don’t need to fully complete each level 
to progress through the game. Collecting 
the FLIK letter power-ups and grabbing the 
grain merely advances your point score. 
Until you’re convinced that you can defend 
yourself on any level, complete them as 
quickly as possible to avoid tricky 
situations. For example, the first three 
levels of the game can easily be completed 
in under five minutes—just by running, 
shooting and using the floating dewdrop 
telescopes to locate the exits. 


KEEP YOUR DISTANCE 

Attack your enemies from a decent range 
to avoid being hit by them. Even the red 
berry is fairly effective at a distance against 
the majority of ground and air targets. 
Once you’ve moved up to the glories of the 
blue (smoke) and green (homing) berries, 
you should be able to attack safely and 
effectively wherever you are. 


Sometimes you must make Flik collect 
certain objects to gain access to other vital 
game areas. For instance, you'll often be 


required to collect a certain amount of grain 
to open biocked doorways. 


AKeep ant hero Flik moving at all times—the 
best form of defense is constant attack. 


STAY HEALTHY 


On any level, it’s important to keep an eye 
on your health bar, or should | say, health 
leaf. The levels in A Bug’s Life can be fast 
and furious, especially as some of the bug 
enemies regenerate after you’ve killed 
them. If you find yourself at half-leaf level, 
look for the red cross leaves. These are 
often dropped by defeated enemies, or you 
can grow a blue seed plant (stage two) and 
gather a red cross leaf from that. 
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A BUG’S LIFE 


There are a wide variety of inch-high nightmares stalking this particular game world. Do you know how to deal with them all? 


Armor Plated Beetles: 
Use green or blue berries to attack from a 


distance. Get too close and they’ll roll into an 
impregnable ball. 


Centipedes: 
Telltale holes in the wall mark their attack 
points. Don’t shoot—just run right by. 


Daddy Long Legs: 
Power up your fruity firepower and give it all 
you've got. Watch out forthe webs. 


Dragonflies: 
More of an annoyance than a real danger, 


dragonflies don’t like red berries in large 
quantities. 


Earthworms: 
Like the Centipede, evade rather than attack, 


unless the big guy is in your way. 


Flies: 


Power up your berry attack (green or blue) and | 


let these disgusting, filthy creatures eat fruit! 


USE SEEDS AND PLANTS 


If you can’t seem to jump high enough on a 
mushroom to reach a power-up suspended 
in the air, remember that each type of seed 
(Brown, Green, Blue and Purple) can be 
powered up to grow four different kinds of 
plant—making 16 different plants in total. 
So, if a mushroom won't let you jump high 
enough to reach a pick-up, search for 
another brown token to allow you to grow a 
Propeller plant. Likewise, if you find a blue 
plant, picking up a second token will allow 
you to create your own red cross repair 
leaves, while a third will reward you with a 
plant that spits out bubble shields. 
Experiment on the early levels, which have 
only a few weak monsters, until you’re 


Grasshopper: 

They only attack if you get close. They’re 
immune to red berries, so blast ’em with the 
green or blue varieties. 


Grubs: 
Small, but they might surprise you. Step away 


when they appear and hit ’em with red berries. 


Mites: 
Keep some ground between you and these 


little devils. Then blast them with green or 
blue berries until dead. 


Mosquitoes: 
These critters home in on you, so run away at 


first. A hail of red berries from a distance, 
however, should bring them down. 


Spiders: 
Slow, stupid, and easy to defeat. Step back, 
aim and fire a red berry volley. 


Don’t let them; attack from distance. 


confident that you know which plant is 
right for which situation. Getting this 
process right early on in your inch-high 
adventure will save you from frantically 
fiddling later in the game when the enemy 
bugs are bigger and time is short. 


HAZARDS -LS 
Bugs aren't the only thing that can hurt you "< 
in the pixel world of A Bug’s Life. Be sure 
to watch out for the other natural hazards 
the game has to offer, like cliffs, water, 
falling rocks, webs and bottomless pits. 

As each of the game’s five areas features 
three unique levels, the hazardous pitfalls 
Flik has to face vary in each one. 


Infinite Health 
9 Lives and 50 Grain 
FLIK bonus 


Wasp: 
They’ll only attack if they can hover above you. 


4Don’t forget to use the seeds scattered about 
each level—they’re put there for a reason. 


CENTIPEDE 


Time for some bug-killing action with a more advanced shooter and even more advanced enemy bugs. Don’t let the 
critters catch you off guard, use the tips here to achieve full extermination. 


POWER-UPS 

Power-ups can be obtained by shooting 
flashing mushrooms or picked from crates 
sent by the Wee Druids. When you move 
over one of these power-ups, the 
modifications will be automatically loaded. 
The downside is that these modifications 
are only temporary and you can only have 
one laser power-up at a time. If you have 
one and move over another, the first power- 
up is replaced by the new one. 


LASER POWER-UPS 

As you take part in the Adventure game, you 
will come across items that will make your 
laser more powerful and deadly. These 
power-ups can be obtained by shooting 
flashing mushrooms or collecting crates sent 
by the Wee Druids. When you move over one 
of these power-ups, the modifications will be 
automatically loaded. The downside is that 
these modifications are only temporary. And 
you can only have one laser power-up at a 
time. If you have one and move over another, 
the first power-up is replaced by the new 
one. Let’s take a look at each of the laser 
power-ups available to you. 


DOUBLE SHOT 

With this modification, the shooter has the 
ability to fire two alternating laser beams, 
giving you twice the firepower. With this 
power-up, you can really tear into bugs. It 
works very well against centipedes as they 
move across your sights. 


TRIPLE SHOT 


This modification allows the shooter to fire 
one blast straight ahead while firing two 
other blasts thirty degrees to both sides of 
the straight blast. The triple shot really rips 
into centipedes, as well as insects and 
mushrooms. This power-up allows you to 
take out three times as many enemies. 


SIDE SHOT 


In many areas, you will be attacked from 
the sides by scorpions or spiders while 
you’re fighting a centipede to your front. 
This modification fires one blast straight 
ahead as well as blasts to the right and left. 


GROUND SKIMMER 


The ground skimmer is very useful on 
uneven terrain. It fires three purple blasts 
straight ahead that will follow the ground 
up or down. Use this for attacking insects 
that are at a higher or lower elevation than 
the shooter, especially on slopes. Standard 
lasers will fire into higher ground or over 
the heads of the targeted bugs. 


A The Shooter is the ultimate in bug-killing technology with its ability to travel over all types of 


terrain and the special jump feature. 
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SPRAY SHOT 


This particular modification is a firepower 
multiplier and works great for killing 
centipedes as well as effectively clearing 
areas of mushrooms. It seems to only fire a 
single laser shot. But when the blast hits a 
mushroom or bug, is sends out six smaller 
blasts that shoot out in all directions, striking 
other nearby targets. You should try firing this 
into a patch of mushrooms filled with 
insects. It will clear the area in no time flat. 


AIRBORNE SHOT 
This modification shoots three blasts 
straight ahead. However, only one blast 
travels at ground level while the other two 
fire up into the sky. This is the only 
modification that allows you to attack 
airborne targets with laser power. Airborne 
Shot is only available in later missions. 
There’s no limit to the different types of 
disposable power-up you can carry at one 
time, although you can only carry up to ten 
shots of each type. Still, there’s no time 
limit to their use. These power-ups are fired 
using a separate button from the laser. 


When playing a cooperational two-player 


game, you both benefit from dividing the 
labor by task. In later missions, when you are 
attacked by the centipedes, assign different 
areas to each player. 


DISPOSABLE POWER-UPS 


ROCKETS 


The first disposable power-up to which you 
have access. Each rocket power-up 
contains five shots. When you fire a rocket, 
it flies up into the sky and homes in on 
nearby flying insect. Rockets work best 
when fired at a bug located somewhere in 
front of the shooter. 


MISSILE 


Similar to the rocket, the Missile power-up 
is available in the intermediate missions. 
You can fire it at a flying insect near your 
shooter with greater speed and accuracy 
than the rocket. Each power-up contains 
only four shots. 


CONTINUED > 
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CENTIPEDE 
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SUPER MISSILE 


Available only in the later missions, the 
super missile is also useful against airborne 
bugs. It can also track the nearest target 
with greater speed and accuracy than the 
standard missile. Each power-up contains 
only two shots. 


FLAMETHROWER 


You can wipe out an entire centipede with 
one fiery shot of this power-up, followed by 
some serious strafing down its length. The 
Flamethrower is also great for taking out 
several insects that are coming for you at 
the same time. Each Flamethrower power- 
up contains five shots. 


LOB BOMB 


This is ideal at various ranges. The longer 
you hold down the button, the farther the 
bomb travels before exploding. You can 
also throw it down on enemies from above, 
or across obstacles. A few carefully tossed 
bombs can make short work of the bosses, 
too. Each power-up contains five shots. 


BURST 


A very useful weapon for close defense, 
particularly when a spider or other bug 
comes at you from the side or behind. The 
burst is your solution. It fires several 
particles out from your shooter in all 
directions. You can also use it to destroy a 
big chunk of a centipede in a single shot. 
Each power-up contains five shots. 


Mines are one of the difficult power-ups to 
use. When you press the button to activate a 
mine, it places one directly behind the 
shooter. Anything running into the mine, 
including the shooter, sets it off and is 
destroyed. A common mistake is to place a 
mine as you are attacking an enemy, then 
back away. Instead, either move to the side 
and back away from the mine, or turn away 
from the target and plant mines as you move 
away. Each power-up contains four mines. 


SHRAPNEL MINE 


The shrapnel mine is similar to the 
standard mine, except that when it’s 
detonated, it also strikes nearby targets as 
well. If you place one of these, be sure to 
get far enough away, so your shooter is not 
destroyed in the blast. Each power-up 
contains two of these super mines. 


THROWING STAR 


The Throwing Star is a very powerful 
weapon. Fire one Throwing Star and it 
carries for quite some distance, wiping out 
everything in its path. Thus you can use it 
to attack several targets in a line, even for 
shooting through mushrooms. Try 
positioning the shooter so a centipede is 
moving directly at it. Fire a throwing star 
and watch an entire centipede disappear in 
a single shot. Each power-up contains 
three shots. 


SPECIA 


Special power-ups allow you to take more 
damage during your fights. 


UPS 


A good way to kill centipedes is to strafe 


alongside a centipede in the same direction 
it’s moving. Shoot at each segment as you 
move, beginning with the rear. 


LADYBUG SHIELD 

The shooter can carry up to three shields 
at one time. In the PC version, each shield 
deflects one hit to the shooter from an 
insect, projectile, or poisoned mushroom. 
The PlayStation version will absorb two 
hits. In any case, when the shield reaches 
its limit, it is lost. If an insect comes in 
contact with the shield, it is killed in the 
process. Find all the shields you can. They 
will definitely save lives. 


INVULNERABILITY 


This power-up renders the shooter 
invulnerable to all hits for a limited amount 
of time. When the time is almost up, the 
shield around the shooter will begin to flash. 


EXTRA LIVES 


Throughout your adventures, you will find 
these yellow and red medallions. Each one 
will give you an extra life. Be sure to collect 
all you can. They can often be hidden in 
secret areas. 


BOSS BUGS 


At the very end of each world, you'll find a 
large insect sent by the Queen Centipede 
to destroy both you and the Wee 
Structures you protect. These bosses are 
hard to kill and usually have a lot of 
firepower. Consequently, each requires 
some little trick to be defeated since you 
have little chance of taking them out in a 
straight shootout. 
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goes after the centipede, the other stays back 
and watches for spiders and other bugs. 


THE GIANT ANT 


In the last mission in Weedom, the giant ant 
is sent to destroy the Star Crystals and 
anyone in its way. It fires a stream of 
projectiles from between its antennae. The 
best tactic is to find some obstacle to hide 
behind. The arches by the area where you 
begin the mission are a good choice. Fire at 
the ant to lure it over to this area, then hide 
behind the arches and dodge its projectiles. 
When it turns to move away, dart out and 
fire several shots before retreating. Repeat 
this several times until the ant is dead. 


THE PRAYING MANTIS 


The praying mantis has been sent to 
destroy the talismans and Star Crystals in 
the last mission in Frostonia. This boss fires 
projectiles like the ant. It can also fire 
homing projectiles, which will follow your 
shooter. It cannot go past the ice arches 
leading away from the central area. Use the 
same type of hit-and-run tactic to kill the 
praying mantis that you used on the ant. 
This time, you have bombs available to 
you. It only takes a few carefully lobbed 
bombs to kill the praying mantis. The 
standard laser will also work; it just takes 
more time. 


THE GIANT WASP 


At the end of the Infernium missions, you 
face the giant wasp while moving about on 
an island that’s sinking into lava. The giant 
wasp launches small wasps and stingers 
as its attack. The little wasps travel at 
ground level and follow the shooter. When 
the giant wasp comes into sight, fire all the 
rockets and missiles you have at it, as fast 
as you possibly can. 


COLIN MGRAE 
RALLY 2.0 


NICKY GRIST SAYS.... 


This is the fastest event in the championship, 
and one of the most spectacular with long 
corners and many blind crests. It also has 
numerous jumps, some of which are big. 
The majority of the stages consist of fifth 
and sixth gear corners—if you lift off these 
too soon, you lose a lot of time. The line is 
important here because it enables you to 
carry speed through the corners, so listen to 
the pace notes. 


STAGE 8: KEMIJARVI 

Point A: This left-hander occurs just past 
Checkpoint 3. In the dark, it creeps up on 
you suddenly. Shift into second gear as the 
track turns from gravel to mud. Hit the 
brakes and slow down to third or fourth 
gear before reaching the corner, then slide 
the back end around, avoiding the sign on 
the nearside edge of the turn. 

Point B: This third-gear, left turn is past 
Checkpoint 5 where the track turns to 
gravel. There’s a sign on the nearside 
edge—dorn't cut across. to third gear, and 
turn so the back end slides. Then, as you 
pass the signpost, straighten the front 
wheels and speed off onto the gravel. 
Point C: Watch out for this third-gear left 
turn before Checkpoint 7. As you come into 
the bend, watch the dip; it can throw your 
car to the right side of the road as you turn. 


STAGE 9: JAMSA 

Point A: The first tough left-hander is off the 
starting line. The road is wide, but if you 
slide too far, you end up in the sea! Stay in 
third gear as you cut across the apex, 
controlling your slide with the front wheels. 
Point B: This little chicane comes up before 
Checkpoint 4. Get close to the edges of 
the track to straighten out the bends and 
reduce the movement required to get 
across the track. Be careful not to hit a 
tree, because if you do, you’ll lose more 
time than you would’ve saved by cutting in 
the first place. 


Point C: Just after Checkpoint 5, you'll 
have an opportunity for air. It isn’t great for 
your car, but it sure is fun. When you land, 
brake for the fourth-gear corner ahead. 


STAGE 10: TAMPERE 


Point A: There are several fifth- and sixth- 
gear corners in this short stage, like the 
one after Checkpoint 2. To achieve a good 
time, cut and straighten out any shallow 
bends. Watch out for trees at the edge of 
the track, especially as you go over the 
crests and jumps. 

Point B: If you try to cut the right turn before 
Checkpoint 5 at 100 miles per hour (mph), 
the third-gear corner that follows proves 
quite a problem because the car slides 
across the road. Avoid this by selecting the 
correct gear and slowing accordingly. 
Point C: Before Checkpoint 7, you 
encounter a huge jump—especially at 120 
mph. However, the third-gear corner 
immediately following it makes the jump 
tricky, especially if you lose control. Before 
the jump, keep to the right of the track and 
aim your car diagonally so you land on the 
left side. This helps you force the car 
around the corner. 


NICKY GRIST SAYS.... 


This is the roughest rally in Europe. It 
requires a strong, reliable, and fast car. The 
suspension needs to be firm to take the 
shock out of the rough roads. There is a 
mixture of gravel and stone roads with 
reasonable grip throughout, but they are 
hard on the tires. The weather is warm or 
hot and very dusty, which means sunshine 
for most of the event. 


STAGE 8: KOZANI 


Point A: The sun's glare comes into play in 
the hairpin turn between Checkpoints 2 
and 3. On corners like this, where the drop 
is on the outside of the bend, get as close 
to the inside as you can and reduce your 
speed to avoid spinning. 
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Point B: This hairpin comes up just before 
Checkpoint 4. The drop-off is on the inside 
of the bend, so if you slide, it’s the back 
end that slides around rather than the front. 
Don't let your nose get too close to the 
inside edge, or you'll have trouble swinging 
the back end around. 

Point C: Another hairpin takes you to 
Checkpoint 6, and this one is great fun on 
gravel. Point the nose in tight to the corner 
and yank on the handbrake to spin the 
back end around. This maneuver nudges 
the car around the apex of the bend, and 
spins the wheels as you hit the gas. 


STAGE 9: KILKIS 


Point A: Loose gravel and a wide track 
make for showy cornering on the right turn 
before Checkpoint 1. The trick is to get the 
car to slide across the track so that your 
front wheels are pointing straight down the 
track as you leave the corner. 

Point B: This tight hairpin between 
Checkpoints 4 and 5 requires full rotation 
of your car around a single point—the front 
end of your car. After you start to slide 
around the turn, the front end should 
hardly move except to get around the 

tip of the bend. 

Point C: Cornering up to Checkpoint 6, the 
road narrows and is banked by high sides. 
Don’t smash your car to bits as the road 
winds between these banks. The gravel is 
loose—and after you start to throw the car 
around, it’s difficult to keep under control. 


STAGE 10: KOZANI 

Point A: Brake before reaching the hairpin 
after Checkpoint 2, then swing in tight to 
the apex, bringing the car around the bend. 
The turn is uphill but the track is wide, so 
you can see where to stop your slide. 
Luckily, there are no hazards on the 

inside edge, so you can get the nose 

of the car in close. 


CONTINUED > 
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down the track toward the next corner. 
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Point B: Between Checkpoints 5 and 6, 
there is a turn to the left followed by a 
second-gear corner to the right. Adding to 
the challenge is a crest in the road, so it’s 
difficult to see the second-gear bend. 
There’s also a large drop on the outside of 
the second bend, so drive slowly to avoid 
slipping over the edge as you come over 
the rise. 

Point C: Before the finish line, you must 
negotiate two bends. Cut close to the 
inside edge of the first curve, then keep 
left of center to set yourself up for the next 
bend, a fourth-gear right turn. The tightly 
packed gravel gives you better grip, but 
don’t get carried away or you’ll miss the 
second bend. 


NICKY GRIST SAYS.... 


The first of the tarmac rallies; this is a 
quick event with narrow, punishing stages 
that include small walls and Armco on the 
sides of the road waiting to catch you off 
line. A combination of twisty mountain 
roads and faster-flowing sections make up 
these stages. Make the most of the 
numerous shortcuts to save time, but beware 
of small bushes, signs, and lampposts. 


STAGE 8: DAMVILLE - 


Point A: Take a shortcut across the grass as 
you approach the 90-degree right that points 
you toward Checkpoint 1. If you turn parallel 
to the road before you get off the grass, you 
slide so that when you get back on the 
tarmac you'll be pointing in the right direction. 
Point B: A right-hand hairpin spins you 
around toward Checkpoint 5. There are no 
obstacles on the inside and the road is 
fairly wide, so aim the nose at the apex 
and spin the back end to line up with the 
front wheels. Don’t forget to speed up 
coming out of the bend. 


STAGE 9: CHAUNYL 


Point A: Set yourself up for the hairpins 
beginning at Checkpoint 2. You can 
approach with more speed into any uphill 
hairpins, but you still need to use the same 
techniques. Stay close to the barrier on the 
inside edge, but not too close. If you catch 
the front of the car on the barrier, it takes 
valuable seconds to get back on track. 
Point B: You don't have to slide as much in 
the hairpin at Checkpoint 4 because you 
have a longer corner. If you swing too 
quickly, the front end of the car might still 
point at the inside of the bend, instead of 


STAGE 10: LAON 

Point A: Midway between Checkpoints 1 
and 2 is a right-hand hairpin. It’s uphill and 
tight, so set yourself up and hit the brakes 
before entering the corner. Make a sharp 
turn to set the back end in motion, then pull 
on the handbrake to lock the back wheels. 
Nudge the front wheels around the apex 
and, when the road is clear, straighten the 
car and accelerate out of the bend. 

Point B: Past Checkpoint 3, you encounter 
a series of fourth-gear bends. Cut close to 
the inside edge of the turns and use the full 
width of the track to avoid unnecessary 
turning. Keep the car straight. 


NICKY GRIST SAYS.... 

This is the only snow and ice event of the 
season. Although most would think the 
conditions here are treacherous, that’s not 
the case. The vital spike tires provide good 
grip in these conditions, but be careful on 
the initial turn into the corners. The ice 
sections have less grip than the snow, so a 
careful balance of the throttle pedal and 
the steering aids your progress. 


STAGE 8: MORA 


Point A: As you approach Checkpoint 2, you 
begin a series of quick lefts and rights. Not 
only must you contend with driving on snow, 
the darkness makes it impossible to judge 
when to start turning. Also, the glare from 
your headlights makes it difficult to see the 
hard-packed snow or judge the distance to 
the next corner. You’ll rely on your co-driver 
calling out distances between corners. 
Point B: A tough hairpin stands between 
you and the finish line. Locating the corner is 
critical. Knowing when to start the turn and 
when to come out of the turn are your most 
important skills. Turn too early and you'll slide 
short, planting the nose of the car into a 
snow bank. Turn too late, and you'll fight to 


stop the car from spinning 180 degrees. 


STAGE 9: TRANAS 


Point A: In the third-gear corner after 
Checkpoint 2, slide around the corner, 
keeping the nose tight to the inside of the 
bend. When the back end is lined up for 
the exit, accelerate out and get ready for 
the 90-degree left coming up. 

Point B: The 90-degree right turn between 
Checkpoints 5 and 6 requires a tight turn 
across the apex to shorten the bend. 

As you exit, let the car drift across to the 
far side of the track. This way, you avoid 
having to make sharp corrections with 
the steering. 
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STAGE 10: SKARA 


Point A: As you approach the hairpin 
halfway to the first checkpoint, drop your 
speed, then turn the nose into the apex. 
Swing the car around, but don’t get carried 
away. Remember that ice causes your car 
to slide easier and take longer to stop. 
Point B: There’s a long straight between 
the third and fourth checkpoints. You can 
reach sixth gear and top 100 mph, but be 
careful of the right-hand bend before 
Checkpoint 4. If you aren’t ready for it, you 
could flip and roll. 

Point C: Past Checkpoint 4, there is a 
second-gear, left-hand bend with a hazard. 
The road is quite wide, so use the full width 
of the track to ease the car around the 
turn. Stay off the brakes after you enter the 
corner; use the steering and accelerator to 
control the car. 


AUSTRALIA 


NICKY GRIST SAYS.... 


This is a fast rally, with slippery ball-bearing 
gravel. Add these conditions to roads lined 
with trees and bushes, and you have a 
difficult rally. If the weather changes, 
expect muddy conditions that require a 
softer suspension setting and mud tires 

(if there’s a lot of mud around). 


STAGE 8: BILLILUNA 


Point A: After a quick right turn, turn left 
toward Checkpoint 1. This is a second-gear 
corner that presents problems if you take it 
in a higher gear. The gravel makes you slide 
out and, as you try to correct the car, it 
gets worse. You might end up in the trees 
or flip the car on its side or roof. 

Point B: The 90-degree, third-gear turn 
back onto the gravel before Checkpoint 7 
is a tough one. The temporary fencing on 
the left stops you from cutting the corner, 
so you must brake hard and put the car 
into a sideways slide, aiming for the gravel. 
Now you can put your foot down. 


STAGE 9: WARRIE 


Point A: Watch out for a shortcut on the 
straight stretch between Checkpoints 4 
and 5. When you hit sixth gear at top 
speed, a quick trip over the rough ground 
won't slow you down very much and you'll 
pick up a few seconds. 

Point B: There’s a large jump after the fifth 
checkpoint, with a big puddle of water on 
the other side. Keep your car straight over 
the jump and you won't have any problems. 
However, you should expect damage—after 
all, your car is flying over a jump at 100 mph! 


STAGE 10: KOOLINE 


Point A: If you’re looking for shortcuts after 
Checkpoint 1, beware of the shrubs, even 
the little ones. As a rule, don't take a shortcut 
unless you can see the road on the other side. 
Point B: Past the fourth checkpoint you 
reach a third-gear left-hander. Set yourself 
up early, keeping to the right side of the 
track. You can cut in close to the apex 
through the turn, but watch out for the 
fences and the sign. Drift between the sign 
on the left and the fence on the right, 
straightening out as you exit the bend. 


KENYA 


NICKY GRIST SAYS.... 


This is our favorite rally in the 
championship. It’s an event that warrants a 
certain amount of respect because 
conditions really vary from one extreme to 
the other. It also is fast because of the 
many long, flat-out corners with lengthy 
straights that require longer gearing, but 
not on all stages. Listen for “stop” ditches 
or washaways—they're major hindrances. 


STAGE 8: BUNA 

Point A: There’s a tough second-gear bend 
after you cross the bridge, before 
Checkpoint 2. The bridge is narrow, so you 
can't slide until you’re over it and even then 
you don’t have much room. Slow down 
over the bridge, then turn as soon as your 
front wheels are clear. 

Point B: Halfway between the fifth and 
sixth checkpoints is a double hairpin. Make 
a heavy turn to the right, then a short 
straight, then a hairpin to the left. Throw the 
car from side to side, using the handbrake 
to shift the weight from left to right. 


STAGE 9: LODWAR 


Point A: Shave tenths of a second from 
your time by cutting across wide corners 
such as the third-gear left past the first 
checkpoint. Approach from the right-hand 
side of the track so that your turn is 
shallower and your speed is maintained. 
Point B: A pair of right-hand bends takes you 
to Checkpoint 7 and on to the finish line. Be 
careful not to turn in too much and overdo 
your slide through the first turn. Concentrate on 
maintaining control without losing momentum. 


STAGE 10: PELECECH 

Point A: You enter a series of short 
chicanes after Checkpoint 3, and it’s tough 
to follow the road in the dark. It’s better to 
go slower with minimal contact, rather than 
flying around like a bat out of hell smashing 
into everything. 


Point B: After Checkpoint 4, you have the 
opportunity to reach up to 120 mph on the 
straight. You won't see the bends until you’re 
almost on top of them, so listen carefully to 
the distances called by your co-driver. 


ITALY 


NICKY GRIST SAYS.... 

This is the second of the tarmac events. 
The torturous mountain roads make this a 
demanding section. Generally, the stages 
are very twisty, with slow, tight corners where 
you must steer quickly. You also need hard 
suspension to keep the handling up to scratch. 


STAGE 8: VALENZA 

Point A: The turn to the right, situated 
between the second and third checkpoints, 
is surprising. It’s a full 90-degree turn 
following a short straight where you’ll have 
gained some speed. Slide the car around 
the bend, avoiding the banner on the right— 
hitting it slows you considerably down. 
Point B: Past Checkpoint 7 is a kink in the 
road to the left followed by a second-gear, 
left-hand bend. Move to the right of the 
road and cut diagonally across the kink to 
take the second-gear bend. If you follow 
the kink, you’ll be out of position and have 
to slow down even more for the curve. 


STAGE 9: CELANO 


Point A: The corner after the second 
checkpoint is troublesome. The road dips 
away, and you can’t see the bend because 
of the banner on the right. Aim to drive 
past the end of the banner, then slide the 
back of the car around until you see clear 
road in front of you. 

Point B: Before Checkpoint 5 is another 
corner that dips down. Keep to the right on 
the approach, then turn into the bend, 
using the handbrake to spin the back end 
around. Slide across the grass on the 
inside apex of the corner, but watch out for 
the advertising banner. 


STAGE 10: RIETI 

Point A: Past Checkpoint 3 is a hard left- 
hander that’s easy to miss unless you pay 
attention to the pace note that prepares 
you for the turn. If you don’t heed the 
warning, you might veer off to the right, 
which is the wrong way. 

Point B: The narrow road makes it difficult 
to navigate the hairpin at Checkpoint 7. 
Keep to the left and brake as you 
approach. Turn into the apex of the bend, 
and slam on the handbrake to swing the 
car around. As you come around, 


straighten the front wheels and speed off. 
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UNITED KINGDOM 


NICKY GRIST SAYS.... 


As always, the rally in Great Britain is wet, 
muddy and very slippery. The stages vary 
from a combination of surfaces in the 
spectator stages to full gravel in the forests. 
The spectator stages are treacherous, 
thanks to the logs lining the road. 


STAGE 8: RIPLEY 


Point A: This is one of the hardest stages 
to race in the dark, beginning with the 
second-gear bend at the second 
checkpoint. The grass on either side 
provides room to slide the whole car 
sideways around the bend, but the 
shrubbery on the inside slows you down, 
so don’t get sloppy. 

Point B: There’s a tight hairpin before 
Checkpoint 5. Kill your speed, but not to 
the point that you lose the necessary 
momentum to pivot the car tightly around 
the apex. Also, avoid the advertising 
banner on the right-hand side as you enter 
the hairpin. 


STAGE 9: CAERSW 


Point A: After Checkpoint 2, you must get 
through a severe hairpin. Unfortunately, 
you'll be going at a good clip after a long 
straight, so quickly drop your speed. The 
angle is extreme, but the corner is quite 
wide. You can slide the car around without 
driving too close to the sides of the track. 
Point B: After accelerating to more than 
100 mph on a long uphill straight, you hear 
pace notes warning you to slow down for 
the hard right-angle turn coming up. This is 
one note you don’t want to miss. 


STAGE 10: PENYBONT 


Point A: As you approach the hairpin 
midway between the second and third 
checkpoints, you may find yourself out of 
position because of the preceding corner. 
Shift the weight of the car to the other 
side by turning across the bend, then 
using the handbrake to swing the car 
across the road. Steer into the side and 
accelerate to stop the back end from 
sliding too far around. 

Point B: Because of a dip in the road, 
there’s a blind hairpin between 
Checkpoints 6 and 7. The closer you are to 
the apex of the bend, the less chance you 
have of sliding out too wide and getting 
tangled in the trees. Remember the golden 
rule—brake into the corner, accelerate out. 
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COLONY WARS 


COLONY WARS 


The PlayStation’s first truly great space combat simulation was a long time coming, but worth the wait. Reclaim 
Earth once and for all with this guide to the later missions—and a few password shortcuts for those in a hurry! 


A GUIDE TO THE 


LATER ACTS 


Although all missions are detailed, many 
are skipped over during play, depending on 
your success or failure. In most acts, how 
you perform on one of the key missions 
(not necessarily the last one) determines 
the next act or the ending that you view. 


PULLING IN TWO DIRECTIONS 


This act consists of just one mission, 
Destroyer Versus Destroyer, but it’s a tough 
one. The Navy destroyer is your target, but 
fighters arrive before you can even think of 
attacking it. Stay close to the League 
destroyer so you can prioritize your targets; 
dive into combat and it will be a mere few 
seconds before your destroyer’s shields are 
down. If it’s destroyed, The Rage Of Civil War 
and associated acts are the last you will play. 
Next act: The Rage Of Civil War or Closing 
In On Sol 


THE RAGE OF CIVIL WAR 


The first mission is fairly simple. After 
Entering Alpha-Centauri you have to 
defend a destroyer, taking out all enemies. 
Next, An Unknown Force attacks a supply 
station. These foes are believed to be ex- 
League members, but they don’t mind 
striking the civilian craft that litter this 
battle field. 

There’s An Unknown Force in the 
System led by League pilots who were 
classed “missing in action” but now work 
with the Navy! You’re defending a cruiser 
and targeting a traitor cruiser, but naturally, 
there are fighters to distract you. 

With League Communications Under 
Threat, escort a comms craft to a space 
port. There’s a traitor frigate that should be 
your top priority. Succeed, and you have to 
make sure the comms craft reaches a warp 
hole in a mission called Maintaining the 
League’s Supplies. Fighters and a 
battleship arrive to cause trouble, and there 
are siren weapons to clear from the hole. 
Next act: Glory Tomorrow, Treachery Today or 
The League In Agony 


GLORY TOMORROW, 
TREACHERY TODAY 


The traitor group—now officially called The 
Faction—is attacking a League cruiser with 
a destroyer. Your task in Under Attack in 
Alpha-Centauri is to keep fighters at bay so 
that the cruiser can escape. 

Tackle the aggressor in Targeting a 
Faction destroyer. The destroyer is loaded 
with supplies and technicians, and you 
have to help blow it up. Having said that, 
your colleagues are soon out of action, but 
the mission isn’t too difficult. 

Some League craft have been crippled 
and are temporarily Stranded in Alpha- 
Centauri. It’s easy to destroy their assailants 
and a friendly destroyer soon de-cloaks to 
retrieve them. Don't get too trigger-happy — 
if you don’t board the destroyer quickly, 
hostile reinforcements annihilate it! 

A Faction command craft is on its 
way to a Navy starport to negotiate an 
official alliance. Sabotaging the peace 
talks involves shooting fighters and a 
dreadnought till the command craft arrives, 
then completely destroying it before it 
docks at the starport. 

The aim of Destroying an Enemy 
Starport is also to prevent Faction/Navy 
allegiance. There’s a frigate on either side 
of it, so expect to take lots of damage. 
Next act: One Last Push 


THE LEAGUE IN AGONY 


A virus has infected the navigation 
computers of some League battleships — 
they’re now heading for a disabled 
command craft. Use mole missiles to 
reprogram the ships; enemy fighters will 
delay you. The League is trying to arrange 
peace talks with the Navy, and now League 
VIPs are Under Threat, the League leaders 
are whining about Faction forces 
interfering! The VIPs are aboard a crippled 
APC that you have to grapple and tow to a 
cruiser—but a Faction frigate has a similar 
plan. Destroy it before it cloaks. 

A different version of this mission, 
Protecting the League’s Commanders, 
involves defending APCs transferring VIPs 
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between a cruiser and transfer ship, with 
predictable enemy distractions. 

Talks Disrupted by Traitors is even more 
politically incorrect than the peace talk 
hypocrisy: your targets are Faction civilian 
ships! A cruiser makes life difficult, plus 
only one civilian craft is allowed to escape 
before you fail and move onto the One Last 
Push act. 

You may be Looking Forward to Peace, 
but the dreadnought in the convoy going to 
the talks is destroyed by cloaked Navy 
strike cannons! Take them out, then the 
fighters, before a Faction dreadnought 
arrives to target the League command 
craft. Depending on the outcome, you view 
an end sequence or go to.... 

Next act: One Last Push 


ONE LAST PUSH 


Strangely, the last push for peace with the 
Navy involves destroying one of their 
dreadnoughts! To make things more 
difficult, it’s Dreadnought vs Dreadnought, 
with the loss of the League ship ending 
your game. Don’t bother trying to defend 
the League dreadnought, just go full speed 
ahead and knock out the Navy one. 
Depending on this battle, the League 
happily gain independence, or agree to a 
rather oppressive re-interpretation of the 
word “peace.” 

Next act: none 


CLOSING IN ON SOL 


A League fleet will soon be Entering the 
Sol System, but there are several siren 
weapons on the other side of the warp 


These are entered on the password screen, 
accessed via the Options menu. Input 
All*cheats* off to cancel them. 

Unlimited primary 
weapons 

Infinite secondary 
weapons 

Infinite shields 
Level select 


Tranquillex 


Memo*X33RTY 


Hestas* Retort 
Commander* Jeffer 


gate. You have three minutes to dispose of 
about eight sirens; the first is resilient but 
the others fall relatively easily. Don’t worry 
when you're told there’s only one minute 
remaining—your commander’s watch is 
fast! A damaged dreadnought has released 
escape pods and will soon be under 
attack— Urgent Assistance Required. 

You have to fend off fighters for three 
minutes until a medi-craft arrives... but it 
won't approach until the area’s clear of 
enemies, and that dreadnought keeps 
taking damage. 

Lead an Assault on the Sol Platform, 
deactivating its shields then using your 
EMP weapon to disable its sensors. Next 
defend APCs from many fighters. As long 
as you keep destroying those fighters, 
you’ll succeed—you can afford to lose a 
few APCs. 

Asteroid Alert! A huge hunk of rock is 
heading for some League tankers, so 
you’ve got to give it everything you’ve got, 
while taking out the fighters. 

Next there are Civilians At Risk at 
Neptune space station. Shoot fighters until 
the first strike cannon de-cloaks. Soon, a 
second cannon de-cloaks... then a third 
and a fourth! A whole bunch more 
appear—in total, you have to dispose of 
eight cannons, ASAP! 

Next act: A Vast And Lonely Place or Inside 
The Enemy’s Home 


A VAST AND LONELY PLACE 


You have to keep a Navy comms craft safe 
in Securing the League’s Position. It’s 
being transferred to a space station, but a 
frigate and fighters have other ideas. 

In Defense of the Battle Platform, a 
Navy destroyer is approaching. It’s near the 
platform when the mission begins, so you 
should go all-out to stop it—your 
colleagues aren't of use. 

The Navy has advanced holographic 
hardware that can disguise ships, making 
them appear as “clones” of different craft. 
A beacon is summoning Navy vessels, and 
Capturing a Clone Craft entails disabling 
them until a frigate can trap one with a 
tractor beam. 

Remember that battle platform that 
has to be saved? The League is now 
Sabotaging the Sol System by rigging it 
with nuclear weaponry! While the dirty 
deed is being done, keep a Navy frigate, 
destroyer and APC away from the platform. 

The League want their Strike Cannons 
Turned on Saturn because the Navy are 


building an advanced beam weapon on 
Titan, one of its moons. While cannons are 
being positioned to take out the 
construction yard, destroy fighters so the 
League will have a clear shot. Don’t worry 
when the beam weapon is used—there’s 
still time. Fail, however, and it’s Game Over. 
Next act: Descent Into Hell 


INSIDE THE ENEMY’S HOME 


The Destruction of an Arms Orbital would 
disrupt the Navy’s plans. Destroy the 
orbital and three eco-spheres, then mop up 
the fighters—all before a Navy Titan arrives. 

There’s an Enemy Commander 
Required Alive. He’s aboard an APC taking 
him to a dreadnought, but he isn’t aboard 
the first one that launches. He should be 
on the second APC you target, and eject 
from it before it’s destroyed—use the 
grapple gun on the escape pod. Be sure to 
blow up the APC before towing him into 
League hands. 

Use anti-shield and then EMP weapons 
so that a League APC can begin its Raid 
on Jupiter Starport. Deal with some 
fighters while disabling the starport— 
there’s only one APC, so you can’t 
afford to lose it. 

Protecting a League Command Craft 
entails targeting two Navy cruisers as your 
top priority, then a few fighters. In Search 
of a Missing Transporter is equally 
straightforward: destroy a mining platform 
before a dreadnought arrives. You can lose 
one of the two transporters. 

Next act: Descent Into Hell or A Collision 
Course With Evil 


DESCENT INTO HELL 


The single mission here simply involves 
eliminating the Navy vessel mentioned in 
the title: A Titan Hits Back. It’s complicated 
by the nature of the game, in that you have 
to target a particular section of large craft. 
Sometimes the blue target lines disappear, 
so you have to use the “nearest craft” 
arrow and your lasers to find that 
vulnerable spot. You have plenty of time, so 
you probably won't end up viewing the 
defeat FMV, as long as you keep your wits 
about you at all times. 

Next act: A Collision Course With Evil 


A COLLISION COURSE WITH EVIL 
The penultimate act has predictably tough 
missions. Opening with The League 
reaches Out, it begins quietly but you soon 
face many agile fighters. You're likely to 
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lose the League destroyer and the mission, 
unless you have a suspicious mind.... 

The next mission reveals the truth. 
You’re Battling a Cloned Dreadnought—it 
looks like a League craft, but your 
computer identifies it as a Navy vessel. 
Destroy it before it enters the warp hole. 

Your targets for the Attack on the Mars 
Starport are two tractor beams that hold it 
in position. Several fighters are present to 
give you a headache. 

A Stranded Dreadnought is held in 
position by two Navy frigates. You have 
just two minutes to destroy them—a strike 
cannon is on its way. If you’re quick 
enough, you can take out the cannon 
before the dreadnought escapes and the 
mission ends. 

Destruction of the Clone Fighters 
involves the orbital construction where 
they’re manufactured. Destroy it, then the 
two Navy frigates and up to ten fighters 
that are threatening a League destroyer. 
Succeed and you reach the final act. 

Next act: Facing The Heat Of Sol 


FACING THE HEAT OF SOL 


Just three missions in the final act and, 
surprisingly, they’re not swarming with 
fighters. Unlike previous multi-level acts, 
however, all missions have to be faced. 

Both sides are Preparing for the Last 
Assault. Fighters are being transferred from 
a station near Earth’s moon to a Navy 
carrier. Your task is to destroy the carrier 
and the three fighters. 

The League fleet is Encountering Fierce 
Resistance in the form of two Titan ships— 
go for the jugular! Now In Sight of Earth, 
the only thing stopping the League fleet is 
the Super Titan! It’s bristling with guns, but 
there are no other enemy craft. 

Depending on the last mission, the 
League abandon our solar system, or free 
the Earth. Now start again so you can play 
all the missions you missed on the way! 
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This Colony Wars: Vengeance Training Manual has been designed to help rookie pilots shoot, bomb and grapple enemy 
ships/installations with perfection. Read and learn, Navy pilot—and then prove to us you’ve got what it takes.... 


BASIC NAVY TACTICS 


e Because Navy technology still doesn’t 
have a solution to the heating problem 
within your primary weaponry, try using 
short, controlled bursts to avoid 
overheating (and the risk of being left 
without firepower in the heat of battle). 

e Get well acquainted with your holo-radar; 
it can get pretty hectic out there. The 
holo-radar will keep close track of 
everything within the sector (e.g., crafts, 
vessels, wingmen, jumpgates, etc.), 
making it easier for you to locate a target. 

e |f you’re desperate for shield strength, the 
leech beam is a great way to steal shield 
energy from an enemy target (but 
remember it can only be used if your 
fighter is equipped with it). 

e The Navy doesn't tolerate traitors under 
any circumstances. Avoid attacking Navy 
forces or suffer the most severe 
consequence—death. 


In many of the missions, you’ll be 
required to tow certain objects with your 
Grapple Gun. We suggest that you use 
the third-person view (where the craft can 
be seen better) during these missions. 
This gives you a better feel for the 
position of your craft in relation to 
aggressive parties surrounding you. 

All sentinels have “weak spots.” Scope 
out these vulnerable areas and attack 
them with full force. 

Protective shields will shelter most of the 
vessels and fighter craft you engage in 
combat. Use your anti-shield weapons 
first to remove your targets’ shields 
before using your other weapons to 
finish the job. 

When in an intense dogfight, use the 
Grapple Gun on enemy crafts to keep 
them well within your sights. While your 
grapple line is still attached, switch over 
to your regular weapons to destroy the 
enemy craft. 


A During Act 15, take out the three Hammer fighters so the League astro gun uncloaks. Now shoot 


the reactor door on the gun to get inside, where you'll be safe from the enemy fighters. 
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e When trying to destroy some of the larger 
ships on your target list, avoid staying in 
one spot. Your fighter will be easier for 
enemies to pick up on their radar, leaving 
you open for a counterattack. 


BOREAS—THE LEAGUE CORNERED? 
Spearhead Assault into 

League Home System 

Mission Breakdown 

There’s not too much to this mission. In the 
beginning, you engage three Hammer 
fighters. After that, a League astro gun 
uncloaks and disintegrates a Navy battle 
cruiser. Then another set of Hammer craft 
enter the sector. Fly over to the League 
astro gun and keep shooting the reactor 
door until the opening is big enough for 
you to enter. This will be a safe haven from 
enemy fighters. Inside, you'll find three 
power cores. Now destroy all the power 
cores (before two more Navy battle 
cruisers fall under League attack) to 

finish the mission successfully. 


BOREAS—A NEW THREAT 

Defend Crippled Battleship 

Mission Breakdown 

Again, you’ll be acting alone in this 

mission. At the start, you must intercept a 

team of League Sword fighters attacking a 

crippled battleship. Protect the battleship. 
Eventually, unknown forces are 

detected uncloaking in the sector. Divert all 

your attention to the Alien fighters. As soon 


Buy Colony Wars Vengeance: Prima’s Official 
Strategy Guide for complete mission charts, 
ship statistics and detailed act maps. 


as the Alien vessel is visible, it attempts to 
steal the Navy battleship. Attack it with 
your full force. You must remove all the 
vessel’s shields before it exits through the 
jumpgate (to keep the battleship from 
being taken). 

Try to use all your anti-shield torpedoes 
and missiles, along with short blasts of 
your Scatter Gun, for fast results. 


ANSWERING DISTRESS SIGNAL 


Mission Breakdown—Part 1 

This mission takes place above Alien soil. 
You’re assigned to the Spook Dropship and 
required to eliminate all Alien fighters in the 
vicinity to reach the next sector. 

Be aware that these Alien fighters have 
outstanding shield and hull strength. 
Dogfighting these crafts can be extremely 
difficult and dangerous. Try attacking from 
a distance, using your Particle Gun to 
knock out Alien fighters with a single shot. 
Be extremely careful not to hit allied 
fighters, or you’ll be classified as a traitor 
and terminated immediately. 


Mission Breakdown—Part 2 

e Defend command center 

When you arrive in the new sector, an Alien 
vessel will uncloak directly above the 
command center and begin deploying 
glowing spores over it. These spores must 
be neutralized using your Particle Gun 
before they make contact with the center. A 
team of Alien fighters will be launched after 
the first wave of spores is stopped. Use 
your Particle Gun once again to destroy the 
enemy fighters and the remaining spores. 


Those enemy forces still giving you a hard 
time? Try using some of these codes to even 
up the score! 

Note: All codes are to be entered in the 
password screen. Codes must be entered 
exactly as shown or they won’t work. 


Tornado: 
Thunderchild: 
Avalanche: 
Chimera: 
Vampire: 
Demon: 


All weapons available 

All Navy fighters available 
Infinite afterburners 
Infinite secondary weapons 
Invincibility 

Gain access to all the 
missions and endings 
Guns do not overheat 
Receive 99 upgrade tokens 
All cheats off 


Dark Angel: 
Hydra: 
Stormlord: 


ELIMINATE ALIEN SUPER BEAM 


Mission Breakdown—Part 1 


The first half of this mission is fairly simple. 


Destroy the two Lance fighters in the area, 
and then the crystal asteroids will appear 
from the debris. Ignore the third Lance 
fighter and tow the crystal asteroids to the 
Navy research facility using your Grapple 
Gun. After the asteroids have been 
collected, clear the area of hostile crafts, 
and you’ll be immediately transported to 
the next sector. 


Mission Breakdown—Part 2 

e Destroy Alien crystal discs 

e Replace with reflectors 

You have to move quickly in this particular 
mission. With only 3 minutes and 30 
seconds until the Alien super beam 
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< Destroy, protect, rescue, escort, relieve, 
resupply: the sheer variety of missions in 
Colony Wars: Vengeance is quite staggering. 


V Clear the area of hostile craft, then tow 
the crystal asteroids to the Navy Research 
facility using your ship’s Grapple Gun. 


discharges, this challenge leaves no room 
for error. 

Ignore the Alien fighter in this sector; 
he’ll attack you randomly but is no major 
threat. The first thing you should do is 
destroy all three disc intensifiers using your 
primary weapons. Navy forces will then 
send reflective discs through a nearby 
jumpgate for you to receive. Now it’s time 
to place the reflective discs in the disc 
holder. Get as close as you possibly can to 
the center of the disc without colliding into 
it. Then use your Grapple Gun in the center 
of the disc (white area). This will help 
maintain a shorter distance from you to the 
disc, making it easier to maneuver. 

Now fly directly through the center of 
the disc holder to insert the reflective disc. 
Repeat this procedure two more times. 

Remember, your alignment must be 
very nearly perfect if you are going to save 
the planet from total destruction. 


ACT 17 


BOREAS—AN UNEXPECTED TURN 
Support Heavy Assault 

Mission Breakdown—Part 1 

This part of the mission is straightforward: 
provide cover for a Navy destroyer from 
three Lance fighters. Engage and eliminate 
the fighters to open the jumpgate. 


Mission Breakdown—Part 2 

e Support assault on installation 

e Protect battleship 

A League processing plant is shown falling 
under the might of an Alien vessel. The 
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unknown Alien vessel then launches 
several teams of fighter crafts to assault 
the Navy battleship. Ignore the Alien vessel 
and just concentrate on the fighters to 
complete this mission. 

Alien forces appear pink on the 
holo-radar; use this to your advantage. 
Remember that these Alien fighters are 
extremely fast and agile. Stay on their tails 
and rely on your primary weaponry 
(secondary weapons may be too slow 
against these experienced pilots). 


ELIMINATE ALIEN VANGUARD 
Mission Breakdown —Part 1 
Another two-part mission. The first 
challenge involves a team of Alien fighters 
attacking a Navy dreadnought. Engage and 
terminate these fighters before they 
destroy the Navy vessel. You need to rely 
heavily on your holo-radar during this 
mission. Again, pink markers indicate the 
position of Alien forces. 

Use the radar to track down craft and 
dispose of them quickly to open up the 
jumpgate for the dreadnought. 


Mission Breakdown—Part 2 
e Eliminate all Alien presence 
e Ensure dreadnought survives 
Once again, survival of the Navy 
dreadnought is essential. The destruction 
of the Alien vessel in this sector is also 
required for the completion of this mission. 
As soon as the mission begins, ignore 
the hostile fighter crafts and head straight 
for the Alien vessel. Now don’t waste any 
time. Use all your anti-shield torpedoes 
and missiles on this massive structure 
while using short blasts of your Scatter 
Gun to remove its shields. Finish it off by 
using all your plasma secondary weapons. 
If done correctly, the Alien vessel will be 
taken out before the dreadnought is. A pair 
of Navy destroyers will be demolished in 


A Protect the Navy battleship from attack, 
then turn the tables on the nefarious League. 


the process, but their survival isn’t required 
in this level, so don’t worry about them. 


CAPTURING ALIEN TECHNOLOGY 
Mission Breakdown—Part 1 

The first half of this mission is pretty 
straightforward. You have to intercept and 
destroy three Alien fighter craft before they 
destroy the power plant. Once you’ve done 
this, you are transported to the next sector. 


Mission Breakdown —Part 2 

In this half of the mission, your craft is 
cloaked, invisible to enemy forces. Do not 
use any guns while you’re cloaked if you 
wish to stay undetected. 

Carefully fly over to the unknown vessel 
as it heads for the fueling station. You'll be 
able to see a few Alien fighter craft 
attached to it. Now you must use your 
Leech beam on any one of them until you 
have gained remote control of the craft. 
Quickly fly it through the nearby jumpgate 
(a red marker indicates a jumpgate on your 
holo-radar) before it is destroyed. After the 
craft has exited the sector, you'll regain 
control of your regular ship. 

Now just fly around and avoid any 
hostile attacks until you’re given word of 
the mission being accomplished. 


ACT 18 


BOREAS—HUMANITY’S HOPE 

Clear a Path to the Alien Warp Hole 
Mission Breakdown—Part 1 

You’re ordered to slingshot cannon parts 
into a nearby jumpgate. Before attempting 
to do so, purge the entire sector of any 
unwanted guests. 

With the area now clear, attach your 
Grapple Gun to the first cannon part. Now 
fly directly toward the jumpgate (a red 
marker in the holo-radar indicates a 
jumpgate). When you begin to feel the pull 


(aren essenblad prepare to dock 


A Once you’ve gained full control of the 
cannon, use it to destroy the alien fleet. 
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from the jumpgate, release the Grapple 
Gun and use your afterburners to turn 
around and avoid being sucked in. 

If done correctly, the Navy research 
facility will launch another cannon part. 
Repeat the process three more times and 
take out all the remaining fighters in order 
to move on to the next sector. 


Mission Breakdown—Part 2 

e Wait for cannon to assemble 

e Dock with cannon 

e Destroy enemy fleet with cannon 
Engage the three Alien fighters while 

the cannon self-assembles. After the 
fighters have been taken care of, you’ll 
automatically dock with the cannon (you'll 
gain full control of it). The rest is simple— 
power up the cannon and fire at incoming 
Alien vessels until they’re all destroyed. 


<The survival 
of the Navy 
ship is critical. 
Don’t stop 
fighting 

until the 
dreadnought 
is well out of 
harm’s way. 


Aim your shots carefully, though. Take too 
long doing this and they'll destroy the 
cannon (with you still inside—definitely not 
a good ideal). 


BOREAS—THE MADNESS OF KRON 
Close Alien Warp Hole 

Mission Breakdown—Part 1 

In this mission, you’ll be introduced to your 
new Navy fighter, the Voodoo craft. This is 
the most advanced fighter that the Navy 
has ever built, so it may take a while for 
you to get used to its capabilities. It’ll also 


A Remove the command craft’s shields, collect 
data, then target Kron’s gun when it uncloaks. 


be armed with a few new weapons. One is 
the Alien laser, and the others are Alien 
missiles/torpedoes (all being the strongest 
in their respective classes). When you’ve 
got this caliber of artillery, enemy Alien 
forces don’t stand a chance. 

To complete the first half of this 
mission, engage and destroy the three 
enemy fighters to open the jumpgate to the 
next sector. 


Mission Breakdown—Part 2 

e Eliminate Alien defense forces 

e Break web lock security mode 

This mission isn’t as complicated as it 
looks. You have to fly over to the web lock 
and look at the small diamonds in between 
the different colored stones (forming a 
circle). All this is basically a game of 
“Simon Says.” 

Wait for the colored stones to glow, 
and they will indicate which combination to 
enter. For example, if the green, yellow and 
blue stones glow in that order, shoot the 
green, then yellow, then blue stones to 
break that code. If this is done correctly, 
one of the small diamonds will disappear 
from the circle, and the next code will 
become more complex. 

If the incorrect code is entered, you'll 
suffer a large blast to your ship’s hull. The 
easiest way to remember the patterns is to 
write them down on a piece of paper while 
you’re playing so you won't forget. 
Continue entering the codes until all the 
diamonds are gone. When all the codes 
have been broken, an Alien ace ship will 
enter the sector. Don’t worry; this pilot is all 
talk. You should be able to take him out 
easily with your new alien weaponry. 


STOP KRON’S SUPER GUN 


Mission Breakdown—Part 1 

Intercept and destroy the three loyalist 
fighters in the immediate vicinity, then 
make your way over to the command craft. 
Remove its shields by using your Alien 
missiles/torpedoes and lasers. Once the 
shields are depleted, use your Leech beam 
to pull the data from the command craft. If 
successful, you'll be transported to the 
next sector for the second half of this 
exciting mission. 


Mission Breakdown—Part 2 

e Destroy super gun 

You must complete the second half of this 
mission before Kron’s super gun fires. And 


A At the web lock, the second challenge in Act 19, shoot the colored stones, “Simon says” style, 
to enter the codes. Don’t worry about the cocky pilot in the Alien ace—he’ll soon be toast. 


you have only three minutes to do it, so 
move quickly. The level will begin in a 
dogfight with a swarm of loyalist fighters. 
Be careful. They’ll be out there gunning for 
you! Wingmen will be available to assist 
you for a short time. 

When the countdown reaches one 
minute, Kron’s super gun enters the sector, 
giving you little time to work with. If there 
are still enemy fighters in the area, just 
ignore them and divert all your attention to 
the super gun. Use all your secondary 
weapons on the super gun while shooting 
your Alien lasers at it. It shouldn’t take long 
to turn Kron’s precious weapon into a 
cloud of space dust. 


LOCATE AND KILL KRON 


Mission Breakdown—Part 1 

This is it, the final mission to face the 
source of all your torment. Are you ready? 
If not, pack your bags now and take a hike 
back to basic training. There’s too much 
riding on this one for you to blow it all at 
the last hurdle. 

The mission begins with a pair of 
loyalist fighters that you need to destroy. 
Next, a loyalist vessel uncloaks right in 
front of your eyes. Shoot it down. The 
shield and hull strength of this vessel are 
feeble and won't match up against the 
artillery your craft possesses. 

After you destroy the vessel, Kron’s 
command craft should uncloak nearby. 
Launch a couple of Alien torpedoes and 
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some short blasts with your Scatter Gun 
until you see Kron fleeing the sector. Follow 
him and prepare for the final showdown. 


Mission Breakdown—part 2 

e Kill Kron 

After you chase Kron through the 
jumpgate, he’ll send two of his bodyguards 
out to kill you. Stay on the enemies’ tails. 
Use Alien missiles to weaken their shields, 
and finish off the job with your lasers. 

Now that the two bodyguards have 
been put to rest, it’s just you and Kron 
remaining. Now | bet you’re expecting a 
long, strategic method on how to defeat 
Kron—but that’s not necessary. If you try to 
engage him in a regular dogfight, he’ll just 
disappear and reappear behind you, 
making him difficult to target. The easiest 
way to defeat him is to fly your craft in 
reverse throughout the fight, which will 
prompt him to chase you. While still in 
reverse, arm yourself with an Alien torpedo, 
wait until he’s lined up in your sights, and 
then let one go when he’s close enough. 
Kron goes down with a single shot, leaving 
you victorious. You’ve done it! 
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e Enemy flamethrowers barbecue your 
infantry. When one appears, shield your 
troops with your tanks and use your foot 
soldiers to engage their flanks and rear, 
staying away from the fire. 

e Build barriers on top of destroyed enemy 
installations with concrete, sandbags or 
chain-link fences. This stops them from 
being rebuilt. 

e When sending out your troops, don't 
neglect to build fresh units and harvest 
Tiberium. Fail to do this and the battle is 
soon over—you can’t win a war without 
resupplying. 

e Engineers can take over and use enemy 
installations. By capturing your foe’s 
factories, you can learn how to use their 
technology. 

e If you’re unable to build your army, keep 
your limited forces together at all times. 
You can’t afford to lose units—they’re 
irreplaceable. 


MISSION BRIEFINGS 


Here’s a guide to Commanding GDI forces 
and Conquering your NOD foes. 


GLOBAL DEFENSE INITIATIVE 
MISSION 1: ESTONIA 
Let the boats deal with the gun turrets and 
use a small force to gain a headway. Build 
an MCV, power plant and another barracks. 
Scout the area using a Humvee and 
build around 30 mini-gunners. Send them 
out in groups of around 10 and attack the 
enemy base from the west and south. 
Capture the refinery when the harvester 
is unloading. Keep one enemy silo and 
destroy the rest. Finish harvesting Tiberium 
before blowing up the final silo and 
completing the mission. 


MISSION 2: LATVIA 

Enemies attack from the pathway to the 
northeast, so be sure to guard it. Build a 
power plant, a refinery and barracks. Trash 


A The video briefings and news reports aren’t just pretty to look ai—they often contain subtle clues 
about forthcoming missions, so pay attention and you could learn something! 
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Take control of the forces of the Global Defense 
Initiative or the terrorist armies of NOD and crush 
your opponents beneath your booted feet (and 
tank treads) with this mission-by-mission guide. 


A Major events during gameplay—such as 
the introduction of new unit types—are often 
heralded by animated cut scenes like this one. 


the SAM sites to gain air support, then 
trash the base to the north. 


MISSION 3: POLAND 

The enemy camp is in the northwest 
corner. Board the APCs and go straight 
there, ignoring the attacking forces. 


MISSION 4: GERMANY 

To find the base, go south over the bridge, 
then head east. Make repairs to the 
damaged harvester and build some 
weapons. Hide behind the hill in the 
northeast corner and attack the enemy 
base nearby. 


MISSION 5: CZECH REPUBLIC 

After taking out the infantry, use your 
commando to destroy the SAM sites near 
the bridge. Put him in the helicopter and 
move it near the yellow flare. Trash all 
nearby forces to protect the chopper. 

Eliminate enemy units near the cliff and 
then fly the commando into the valley. 
Trash the rocket infantry, then move the 
commando back to the island. 

Destroy the enemy army, then have the 
commando fly the chopper near to the 
base—but at a safe distance from the SAM 
sites to avoid unnecessary damage. Move 
him in and destroy the airfield, but leave 
the other buildings intact. 


MISSION 6: SLOVAKIA (ROUTE A) 
Send heavy firepower over the bridge to 
defend the hospital to the west. Protect it 
from attack. Trash the enemy tank and use 
sandbags and a guard tower to fortify it. 
Make sure you’ve installed a rocket 
launcher to stop air attacks. 

Mine nearby Tiberium and build your 
forces. The enemy has two bases, located 
in the top corners of the map. 


MISSION 7: CZECH REPUBLIC 

This mission is forced on you if you 
destroyed any buildings other than the 
airfield in Mission 5. 

Now you must destroy the entire base. 
Guard against infantry attacks from the 
northeast and look for Tiberium nearby. 
The entrances to the base, also in the 
northeast, are guarded by gun turrets. Get 
in there and kick butt. 


MISSION 8: AUSTRIA (ROUTE A) 

For reinforcements, head east to the base, 
repair vehicles and buildings, then destroy 
the flame tank guarding the bridge. 

Fight your way north over the next 
bridge and move to the cliff. From here, 
start attacking the NOD base. When you’re 
ready, finish it off. 


MISSION 9: SLOVAKIA (ROUTE B) 

Move west and defend the hospital. 
Destroy the tank and sandbag the blossom 
tree. Build a guard tower. Again, the enemy 
base is in two places: top-right and top- 
left. Take over one of them by building 
sandbags and sending in engineers. Now 
take out the other base. 


MISSION 10: HUNGARY 

Set up your base at the top of the map. 
Make sure you have a refinery near the 
Tiberium. Reinforcements land to the 
south. First off, destroy the gun turrets 


A 


A When starting a base you must be careful and quick—or you'll be trounced by the enemy. 


there. Go west for the money crate and use 
your chopper to get to the top of the map. 

Attack the enemy base by going 
northwest and attacking over the bridge to 
the south. Use a small task force to secure 
the area, then fill an APC with engineers 
and take over as much as possible. Disable 
the obelisk and quickly build guard towers 
and barracks. 

Destroy the gun turrets near your base 
to summon your faithful gunboats, which 
attack the enemy base from the river. Block 
off the barracks with sandbags and then 
pick off enemy buildings one by one. 


MISSION 11: ROMANIA (ROUTE B) 
NOD forces attack from the north and 
south. Send in grenadiers and bazookas to 
trash the nearby turrets. 

The NOD base is in the northeast. 
First, go through the valley and then turn to 
the east. Move your troops south to the 


A Each unit has its own strengths, so it’s wise 
to have a good mix of types in your armies. 


A Your first priority on most missions is to build 
enough units and turrets to defend your base. 
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turrets, then east, and finally north with 

the aim of destroying or capturing the 
power stations and disabling the Obelisk of 
Light. A Hand of NOD is on the north side 
of the base. 


MISSION 12: GREECE 

Move your troops along the shoreline via 
the MCV, ignoring the gun turrets. Blast the 
tank and move north. 

Leave the valley, move east and set up 
your base. Build, then move north over the 
bridge and attack the enemy base’s south 
side. Look for Tiberium to the southern end 
of the map. All is guarded, so send in a few 
troops. The Delphi is in the far east—move 
there after destroying the enemy base. 


MISSION 13: ALBANIA (ROUTE A) 

As reinforcements land, a friendly 
helicopter flies over and is immediately 
blasted to pieces. Repair everything and 
sell the hospital. 

Build tanks and destroy enemy units 
guarding the bridge. Move north over the 
bridge, east through the weir, and south to 
the town to find a money crate. When your 
cash is exhausted, sell the factory and 
other redundant installations. Use the 
proceeds to build infantry. 

Go north to the enemy base to destroy 
the power plants, disabling the Obelisk. 
Now take out the SAM sites, allowing a 
second chopper to get Moebius. 

Only three missions to go—but this is 
where the action really heats up.... 
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MISSION 14: YUGOSLAVIA 
There are two NOD bases here, one just 
above your starting position and another 
to the north. The bio-research facility is 
unguarded in the northeast; Tiberium is 
found to the northwest. 

Build Orcas and destroy the SAM 
sites, then move a Humvee to the bio- 
research facility. 


MISSION 15: YUGOSLAVIA 

Send a Humvee northwest and cross the 
river. Head southeast and find the mobile 
artillery. Send a rocket launcher to trash it, 
then move your launcher north. 

Block the road at the eastern bridge, 
send a Humvee to attract the enemy’s 
attention and race back to the block. Your 
foes follow and fall foul of your trap. Move 
tanks and a rocket launcher out of the 
valley and reinforce the roadblock with 
Humvees and APCs. Take out the artillery in 
the northeast with your rocket launcher and 
then use tanks on the numerous enemy 
units that appear. 

Move east over a bridge, south, then 
west to attack the stealth tanks. Head 
north over the bridge and seek out enemy 
units. Sweep the area of foes to complete 
the mission. 


MISSION 16: BOSNIA (ROUTE A) 

Move a tank west to trash the small 
infantry force and deploy your MCV. Unload 
the APC and send engineers to capture the 
power station and communications center. 
Build your barracks and defend your 
base—you’re under attack. Block the gap 
in the west. 

Build a refinery, an advanced power 
station, and some advanced guard towers 
on the west side. Trash the guns to the 
south and sandbag the river-crossing to 
the west. Build a weapons factory and 
produce tanks. Use these to destroy more 
enemy weaponry farther south. The enemy 


ATiberium is deadly to unprotected troops! 


COVERT OPERATIONS PASSWORD 


In GDI or NOD mode, input the following 
password to access loads of extra Covert 
Operations missions: COVERTOPS 


bases are found to the west and extreme 
south. The western base should be 
attacked from the south—cross the bridge 
to the west and go around the hill. 

While building an advanced 
communications center, use the ion cannon 
to blast the Obelisk of Light to the north of 
the enemy base. Now send your main 
attack force to take out the gun turrets. 
Tanks should smash a hole in the wall. 
Drive the APC in and take the refineries 
and power stations. Use engineers to 
capture installations; when in control, build 
barracks and a repair facility. 

Attack the southern base. First, destroy 
the SAM sites, then send Orcas to take out 
the Obelisk of Light and the power station. 
Move the Orcas east to destroy the 
installations in the nearby village. 

Blast the SAM sites to the north of the 
base by sending a decoy force to keep 
NOD units busy. When the power stations 
have fallen under the relentless attack of 
your honed forces, enter the base from the 
east and take out the construction yards. 

The temple is to the west, guarded by 
an Obelisk and a SAM site. Destroy it, then 
mop up any surviving enemy units. 

Now you’ve won the war as the GDI, 
let’s see if you can do the same as your 
one-time adversary, the NOD. 
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A Keeping your base structures close together 
makes them easier to defend, but also makes 
them vulnerable to area attack weapons like 
nukes. On the later missions, it’s best to space 
them out a bit and avoid collective disaster. 


COVERT OPERATIONS PASSWORD 

Estonia X2CJOKTLU 
Latvia ASRPQIPCT 
Poland (A) FBPCSRSK8S 
Germany (A) 8PHJDBOHU 
Czech Republic 8707T7TED 
Czech Republic OX3CS3D4G 
Austria (A) GTJ2NBE5S1 
Slovakia (B) 8PZA9MQY7 
Hungary WJ6Q1M17L 
Slovenia (A) UKKRMGUZK 
lovenia (A) UKKRMGUZK 
Romania (B) LW32D2ZSX 
Greece SH4ADSKVC 
Albania (A) MWRUN47H6 
Bulgaria (B) CONPZHVNS 
Yugoslavia OMB4I1IMS 
Yugoslavia SH4K6CSUZ 
Bosnia (B) W1N4QEMR3 
Bosnia (C) OX3CCPYK9 


NOD MISSION PASSWORDS 

Sudan GB4V1S7TT 
Chad YK4BRTOQCT 
Mauritania W15DASRS8 
Nigeria (C) AQINN7NKU 
Gabon (A) GTJKWOJDK 
Cameroon (B) OX3UJOV6Q 
Zaire (A) GTKEGBOQN 
Zaire(B) C982ETIMY 
Egypt OFDWQOJNK 
Tanzania (B) Q69KTOPTY 
Namibia (A) OX3UKOP94 
Botswana MEY28UCVF 
South Africa 45P58LIUG 
Infinite Food PIE929337CVDG66 
infinite Funds 8011B964FFFF 
Infinite Funds 8011CO4CFFFF 


CONQUER: RED ALERT 


In the sequel to the massively successful Command & Conquer, you must travel back in time and win a war in the 
past to save the future. This detailed collection of hints and advice will guarantee you a place in the history books! 


CONQUERING THE ENEMY 


The following pages provide general battle 
strategies for you to use during the game. 
Also included are all the level codes for both 
armies—and even a few cheat codes! 


CONTROLS 
You can control Command & Conquer: 
Red Alert in two ways. The first is to use 
the PlayStation joypad, but this removes 
some of the playability, as the controls are 
sluggish and difficult to get a grip on. The 
second, and by far the superior way to 
play, is to use the PlayStation mouse. 
Controlling your army, moving around the 
landscape, and all the other tasks you 
need to perform quickly are much, much 
easier to perform using this device. 
Whichever contro! method you use, 
be sure to read the instruction manual 
carefully and take some time to get used to 
the way things work. Things happen fast in 
Red Alert, so you really have to be able to 
react quickly and efficiently or you’ll be at a 
huge disadvantage before you even start! 


GENERAL BATTLE STRATEGIES 
Command & Conquer: Red Alert is a game 
of intense strategy, and it’s essential to 
understand how the various elements 
relate to each other on the battlefield. Here 
are a number of points to consider: 


A Missions with limited forces can be tricky to 
complete—take the time to learn the terrain and 
be prepared to restart when there’s no way out. 


A It’s vital to plan ahead when building your 
base to leave room for future expansion. 


e At the very center of an army is the ore- 
refining facility. It may seem like a mundane 
building, but without it an army can’t make 
money, and no money means no more 
weapons—and no more fighting! You must 
defend your ore facilities with your life—if 
you lose your ability to produce money, 
your game is effectively over. 

By the same token, if you can take 
out your opponent’s ore facilities, you’re 
in an extremely strong position to win. 
When you engage in a battle, concentrate 
on one unit at a time. This means you'll 
kill the enemy unit much faster than if you 
spread your attack around a number of 
units. For example, if you come up 
against three heavy tanks and one 
mammoth tank, you should concentrate 
your entire attacking arsenal on the three 


A Fighting off repeated waves of ruthless 
attackers will leave the area surrounding your 
base scarred with craters and debris! 


PSX GAMER’S GUIDE VOL.1 


A Group units together and concentrate all your 
fire on one enemy at a time for efficient battles. 


heavy tanks first, then go for the 
mammoth. You’ll get the job done quickly 
and sustain the minimum of damage. 

e A computer-controlled player doesn’t 
know when to admit defeat: he can be 
heavily overpowered and have no real 
chance of victory but still fight to the 
death. Use this to your advantage by 
starting a battle that the enemy can't win, 
for easy victories. This way, you can “eat 
away” at his overall force, bit by bit. 

e If your opponent’s been laying mines in an 
area you wish to build on, use this tactic 
to find the them: Construct a building, 
but don’t position it. Instead, sweep the 
white placement marker around the area 
you want to scan. If a square within the 
white marker turns red and you cannot 
see an obstacle, there’s a buried mine. 


A Subs are best used in groups of five or more. 
Aim your firepower at one particular target and 
they don’t take much to sink! 
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A Tanks are the most flexible units, but you 
should still build soldiers to spread your forces. 


e Submarines are new to Command & 
Conquer: Red Alert and add an exciting 
new dimension to the game. Using them 
effectively, however, isn’t easy. They tend 
to work best if you group them in “packs” 
of more than five. This is because the 
ships that the submarines attack can only 
concentrate on one sub at a time, 
effectively giving you five hits to their 
one. The enemy is killed quickly in this 
way and you sustain little damage. 

e On some levels, the amount of ore is 
limited; you have to manage your supply 
efficiently if you want to get through a 
campaign alive. Each ore truck can hold 
a maximum of 28 pieces. A piece of the 
more commonly found gold is worth 25, 
while gems are worth 50 credits per 
piece. For this reason, it’s obvious that 
you should collect gems first. Also, gems 
don't regenerate, so once they’re gone, 
that’s it for the rest of the game! 

e You do not need to waste valuable 


A Always use tanks in big groups to maximize the damage they inflict on enemy resources. 
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A Ore Refineries are absolutely critical to your success—without ore, you can’t build new structures 
and units. Likewise, destroying enemy Refineries can badly cripple your opponent's forces. 


money and space constructing ore silos. 
There are two basic reasons behind this. 
Firstly, you usually spend your money as 
fast as you can collect it and will 
probably never have enough to need a 
silo. And secondly, even if you do have a 
chance to build up a stock of money, 
there’s a neat little trick you can use. 
Start constructing a building, as this 
converts stored ore into cash, then 
cancel the construction order. The money 
is returned as cash and not converted 
back into ore! 

e The contents of crates vary, but here’s 
what you can expect to find: Armor 
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Upgrade, Radar Darkness, Explosion, 
Firepower Upgrade, Heal Base, 2,000 
credits, Reveal Terrain, Speed-up Troops, 
Invulnerability. Remember—crates can 
appear in the water, too! 

If you build ships, the biggest problem 
you have is the threat of enemy 
submarines. When engaging a sub, 
remember this simple rule: Subs can't 
shoot torpedoes through each other, so 
get your ships as close to them as 
possible to restrict their efforts at 
concentrated fire. The rule is always to 
attack quickly and get close. 

When playing as the Soviets, the best 
overall strategy is basic but highly 
effective: simply build as many tanks as 
you can afford. Now take your tank 
platoon and attack the Allied construction 
yard. You should have little problem 
destroying it, and this effectively puts an 
end to their game (without a construction 
yard, they cannot construct more 
buildings). With this done, take out the 
Allied ore refineries, then their power 
plants. From this point, how you finish 
the job is entirely up to you. 

Playing as the Allies is more difficult, but 
the overall battle is fairly simple: First, 
build a concrete wall around the entire 
perimeter of your base (leave room for 
expansion). This keeps out the Soviet 
forces in the early stages of the game. 
Now construct as many tanks as your 
supply allows, then build a tech center. 


Fancy cheating your way to the end of the game? Here’s all you need to know. 


ALLIED MISSIONS 


F 


PassworD 
PJIOC3IEW 
YROSD5C2L 
SBFVYZAZ8 
P4XS4CZVC 
UDROMEJSO 
RPEGMZC29 
OSDO5FBE7 
GHZHKFQPV 
7YG72R8DY 


=Oon eo cl & & ND 


P5VR3FSPP 
XN3PXHUEM 
50YNPTPLI 
P4XAFTXLE 
T3BTINOOJ 


SOVIET MISSIONS 

LEVEL PassworD 
17DC61AZF 
P4XACFZVJ 
LZRJSX2KR 


TYYGN5S95F 
WP3JKLIIN 
ZVUWAR49Q 
PJJXOP7WO 
1CWRYDHND 
L4AY27TXO 
DZSPJJOV2 
JMA41V418 
M15QA008K 
VA4JRTXNK 


A Ore Trucks are slow, so build your Refineries 
close to the ore fields to minimize their journey 
time and reduce the likelihood of attack. 
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A Repairing a damaged tank is cheaper than 
building a new one, so pay attention to your 
health bars and withdraw those weak units. 


To enter these codes, click on the arrow icon 
found in the bottom right-hand corner of the 
menu bar, then use the Cancel button to click 
on m, @, A, and x in the combinations 
given. If you’re using a mouse, Cancel is the 
right-hand button; press @ if using a joypad. 


More Money 
Atomic Bomb 
Complete the Level 


A Finding things a little too tough? The cheat 
codes above will makes things easy. 


Infinite Funds (1) 
Infinite Funds (2) 


801046000000 
801046020000 


COOL BOARDERS 4 


BOARDERS 4 


When you gotta rip, you gotta rip—snow or 
no snow. Even if you’re just a novice, in 
Cool Boarders 4 you'll be getting air, 
grinding rails, and throwing down all of 

the killer trick combos that the biggest 
fans crave. 

Show them what you’re made of on 
Downhill, Slope Style, CBX, Big Air, and 
Half Pipe events at venues across the 
globe. Set records on every course to 
unlock radically challenging runs built for 
nutters like you. If competition is your bag, 
you'll go big at the single events and in the 
tournaments; if you’re a freestyler who likes 
to thrash, you’re in for the perfect ride in 
Trickmaster mode. So zip up your parka 
and pull on your goggles—it’s time to 
break out! 


DOWNHILL 


It’s all about speed in the Downhill events, 
where you race three competitors to the 
finish line. Grab big air off of major drops, 
bust wicked trick combos off of two-story 
ramps, carve your name in powder fields, 
and experience high G-forces on vertically 
banked turns. Someone’s in your way? 
Punch the other riders out (t9 or RD). Two 
blows is usually all it takes to knock down 
other competitors; one punch only holds 
them off temporarily. 


SLOPE STYLE 


A timed freestyle event, the Slope Style 
runs focus on your “trickability.” Throw 
down huge trick combos on different types 
of terrain. Grind logs down to pencils, 
grind rails down to ice picks, and grind the 
roofs off of parked RVs. There’s a time limit, 
and you get three runs. The best two 
scores count. 
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There are some seriously whacked course designers out there, no doubt about it. 
If you win every event on any of the mountains, you unlock the special event for 


that mountain. 


HALF PIPE 


The technical freestylist’s ultimate dream, 
the Half Pipe is made for major pops. Go 
from wall to wall laying out big grabs, 
spins, and flips. Hand plant on the lip, or 
railslide if your wrists are weak. Perform as 
many tricks as you can in the allotted time. 
The time limit works the same as the 
Slope Style events. You also get three runs 
in Half Pipe mode, with the two highest 
scores counting. 


BIG AIR 


Go big off monster ramps and reach for 
props from the crowd. Pull as many tricks 
as you can, but if you don’t stick your 
landing, all of your points are washed away. 
Again, you get three runs and the two best 
scores count. 


RATEGY GUIDE 


CBX 


Weave through flags on a downhill mission 
against the clock and three hungry 
competitors. The officials don’t care about 
cute tricks. They’re dealing with the bottom 
line—that is, the finish line. The best time 
wins the race so don't be afraid to throw a 
punch or two—no one’s watching! 


TRICK BASICS 


The following table gives a comprehensive 


list of the available tricks you can pull off in 


the game. They can be strung together in 
almost any order, so use your imagination 
to create good air. 


Turn Right 

Turn Left 
Jump/Move Forward 
Railslide 
Crouch/Accelerate 
Punch Right 

Punch Left 

Hard Turn 


BUTTON 


MOVE 
Front Flip 1+0 
Back Flip 4+0 


BUTTON 


MOVE 
Backslide Shifty +0 
Frontslide Shifty 2+0 


BUTTON 


Switch to/out of Fakie 


Slow Down 


MOVE BUTTON 
Slight Rotation to the Right > 
Slight Rotation to the Left € 


MOVE 
Sad Air 
Melancholy 
Backside 
Lien Air 
Tail Grab 
Stale Fish 
Mute Grab 


MOVE 

Method Melon 
Method 

Cross Bone 

Tail Shift 

Stale Fish Tweak 
Japan Air 

Stiffy 


BUTTON 


MOVE 

Railslide (When in Slide, 

R2) or £3 Switches to 50/50 

Grind and Back) A 
Spin Right R2 
Spin Left l2 
Hand Plant Aty 
Land in Board Slide Att 
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So you're flying down the mountain, 
tearing up the second half of a Slope 
Style event, when you glance at the 
point total and notice you were 
getting more points for the same trick 
at the top of the run. What gives? The 
judges want to be impressed 

by seeing new tricks, not the same 
one over and over. Mix it up—that 
way, you'll stay on top. 


MAX YOUR POINT TOTAL 


The best strategy for running up the points 


is to string together as many tricks as 


possible with each scoring opportunity. But 


choose your moments—don't try to do too 
much with too little. Here are some choice 
tips for putting up the numbers. 


VGo into a spin as you initiate a trick—360 or 
more if you’ve got a big ramp, 180 if you’re 
popping off a bump. 
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AWhen railsliding, work in some spins to show 
you've got style (you won’t get any extra points 
for the spins) ... 


A ... and pop off the end with a grab. 
If the rail ends in a major drop, try something 
more aggressive. 


ALinking a 360 to a cross bone to a method 
may work off a big jump, but you'll end up with 
nothing but a powder beard if you don’t exercise 
good judgment. 


e While railslides are fun and look cool, at 
the end of the day they aren’t worth many 
points. Whenever possible, take advantage 


of the better aspects of the terrain. Even a 
combo popped off a mogul will net you 
more points. 

e Tweaked grabs, landing tricks on railslides, 
and unique combos increase the degree of 
difficulty more than repeated combos. 


CREATE A RIDER 


Here are some things to keep in mind 
when you create your own rider. 


TALL, HEAVY RIDERS 

Advantages 

e Go faster in a straight line 

e Punch harder and with more effect 

e Take punches better and are harder to 
knock down 


Disadvantages 

e Turn slowly making it difficult to avoid 
obstacles 

e Can't get off the ground, Big Air is relative 

e Can't link technical tricks with speed 


SMALL, LIGHT RIDERS 

Advantages 

e High turn rate means quick turns and 
responsiveness 

e Can pop off of anything, Big Air is a 
cinch 

e Can link tricks with ease 


Disadvantages 

e Go slowly in a straight line 

e Don’t punch very hard 

e Are easily knocked down by obstacles 
and other riders 


UNLOCKING THE PROS 


You start the game with four pro riders and 
two mountains. When you win a tournament 
on either mountain, you unlock a third 
mountain and four more pro riders. For 
every tournament you win, four more pro 
riders become available. 

As you unlock tiers of pro riders, the 
boards that become available have 
successively higher performance 
characteristics to help you cope with 
the more challenging runs. These boards 
are faster, more stable, and more 
responsive. When you’ve won a 
tournament at each mountain, two 
additional ride boards are unlocked. 
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SEQUENCE OF UNLOCKED 
PRO RIDERS 


First Tier 
Darren Cingel 
Natasza Zurek 
Brian Savard 
Jimmy Halopoff 


Second Tier 
Shaun White 
Tricia Byrnes 
Noah Salasnek 
Andrew Crawford 


Third Tier 

Jason Brown 
Jennie Waara 
Chad Otterstram 
Ross Powers 


Fourth Tier 

Jim Rippey 
Michele Taggart 
Chris Engelsman 
J.P. Walker 


e To unlock all mountains, riders, and 
boards, enter ICHEAT at the record- 
keeping screen. You’ll hear a voice that 
says “Hey, no cheating!” Proceed to the 
next screen. 

e To unlock all special events, enter 
IMSPECIAL at the record-keeping screen. 
You'll hear a voice that says “Hey, no 
cheating!” Proceed to the next screen. 

e To unlock everything, enter ICHEAT at the 
record keeping screen. When you hear 
“Hey, no cheating!” erase ICHEAT, and 
enter IMSPECIAL. Proceed to the next 
screen. 


COOL 


Cool Boarders 2001 is the fifth game in the 
series and is packed with tons of features. 
The “create a rider” feature is now more 
detailed than ever—you can customize 
everything. The game also features ten 
professional riders and four exciting game 
modes: Downhill, Pipe, Trickmaster, and 
CBX. The new twist is in the sequences as 
you go through each game mode— you 
must complete designated sequences to 
unlock the next part of the level. For 
example, on Big Air 2, one of the 
sequences is called Ride the Pipe. To 
complete this sequence, grind up the left 
branch, then jump onto the blue pipe. 
Grind the pipe all the way down, then jump 
over the street to complete this sequence. 


A The “create a rider” feature in 
Cool Boarders 2001 has new options,which 
allow you to customize your rider. 


ODT D oF 
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A Race downhill against real snowboarding 
pros like Scotty Wittlake. Pull off custom tricks 
like Scotty’s Triple Swany here. 


TRICKS 


Tips you know from Cool Boarders 4 work 
in Cool Boarders 2001, too. One difference 
is that the tracks in Cool Boarders 2001 
have bigger jumps. This feature allows you 
to combine more tricks and score more 
points. 


A Just as in Cool Boarders 4, make sure 
you link your tricks together. You get more 
points for combining tricks than for 
completing them separately. 


A You also get more points by doing new 
tricks than you do by completing the same 
trick over and over. 


RIDER 

Travis Parker 
Todd Richards 
Nate Cole 
Jeremy Jones 
Jussi Oksanen 
Tara Dakides 
Michele Taggart 
Barrett Christy 
Kevin Jones 
Scotty Wittlake 


a 


MOVE NAME 
720 UFO 

Barrel Roll 
Brodeo 
Cannonball 
Corkscrew 

Kitty 540 

Lawn Dart 
Misty 

Super Front Flip 
Triple Swany 
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When you’re combining tricks, put flips at the 
beginning. This helps you stick the landing 
and get the points your combo deserves. 
Remember, if you don’t stick the landing, you 
don’t get the points for the trick. 


GED EA mr 


ADo a front flip first when combining tricks 
because it’s harder to stick the landing of a flip. 


In Cool Boarders 2007, you start able only 
to select one of three professional riders. 
As you complete the courses, more riders 
become available. Here is a list of all the 
riders and their signature moves. Land 
these moves for big points as you fly down 
the hills. 


BUTTON SEQUENC 


Hold X, then (2), (2) (ka 
Hold X, then ©2), (2) (3) 
Hold X, then &2), 
Hold X, then t2, 
Hold X, then &4), (1), () 


Hold X, then 
Hold X, then 
Hold X, then 
Hold X, then 
Hold X, then & 
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CONTINUED > 


DOWNHILL LEVELS 


GATES 1 


CHECKPOINT 1 


FINISH FIRST EARN 15,000 pts 


COOL BOARDERS 2001 


PRO CHALLENGE 1 BEAT 
SCOTTY WITTLAKE 
COMPLETE 3 SEQUENCES 


A You need a lot of air to complete these 
complex tricks. Get a good take-off from a 
big ramp. 


This section shows you the goals of each 
of the levels in the Downhill, Pipe, 
Trickmaster, and CBX modes. 


DOWNHILL 


GATES 2 
FINISH FIRST 


CHECKPOINT 2 
EARN 18,000 pts 
COMPLETE 2 
SEQUENCES 


PRO CHALLENGE 2 
BEAT TRAVIS PARKER 


AOn the Downhill courses, you must race 
through gates. You can board right through 
red gates, but you have to do a trick to get 
through the blue gates. 


CHECKPOINT 3 
EARN 40,000 pts 
COMPLETE 3 
SEQUENCES 


GATES 3 
FINISH FIRST 


PRO CHALLENGE 3 BEAT 
MICHELE TAGGART 
COLLECT 75 COINS 


GATES 4 
FINISH FIRST 


CHECKPOINT 4 
EARN 80,000 pts 
COMPLETE 5 
SEQUENCES 
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PIPE 


PIPE 1 
EARN 16,000 pts 
JUMP OVER CAMERA BOOM 


PRO CHALLENGE 4 
JUMP 26 feet 0 inches high 
BIG AIR 1 
EARN 15,000 pts 
PRO CHALLENGE 5 
PERFORM 3 SPECIAL MOVES 
PIPE 2 
EARN 50,000 pts 
PRO CHALLENGE 6 
EARN 50,000 PTS 
BIG AIR 2 


EARN 45,000 pts 
COMPLETE 2 SEQUENCES 


TRICKMASTER 


Follow the leader in Trickmaster mode. 
Perform the given trick to be successful. 
To complete the levels, you are limited in 
the number of times you can fail to 
complete a trick. 


TRICKMASTER LEVELS 
TRICKMASTER 1 
MISS NO MORE THAN 5 TRICKS 


BOARD PARK 1 
EARN 20,000 pts 
COMPLETE 2 SEQUENCES 


TRICKMASTER 2 
MISS NO MORE THAN 3 TRICKS 


BIOARD PARK 2 
EARN 30,000 pts 
COMPLETE 3 SEQUENCES 


TRICKMASTER 3 
MISS NO MORE THAN 2 TRICKS 


BOARD PARK 3 
EARN 45,000 pts 
COMPLETE 5 SEQUENCES 
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4) “On CBX courses, you 
must race against two 
computer-controlled 
opponents. Fly down 
the hill as you go 
around flags slalom 

»| style. If you miss a flag, 
you’ll be penalized a 
few seconds. 


CBX 1 
FINISH FIRST 
PRO CHALLENGE 7 
BEAT TODD RICHARDS 
CBX 2 
FINISH FIRST 


Want to unlock all of the courses, riders, 
and boards? Go to Career mode and type 
in IGOTITALL or GIVEALL as your 
boarder’s name. When you hit the last 
letter, you hear a voice say “Hey, no 
cheating.” That lets you know that you’ve 
entered the code in correctly. 

Now head back to Quick Race to select 
from all the tracks, riders, and boards. 


BOARDS 


There are 20 different boards to choose 
from in Cool Boarders 2001. When you 
start out the game, you only can choose 
from the first six. As you complete the 
events, you unlock new riders and their 
boards. The boards you can get are: 


e Forum Jeremy Jones 157 
e Forum Twin Tip 154 

e GNU 148 

e GNU BC 155 

e MLY Bipolar 162 

e MLY EX 158 

e M3 154 

e M3 157 

e K2 Wisdom 162 

e K2 Zeppelin 162 

e Salomon Fastback 163 

e Salomon Sequence 155 
e Burton Custom 56 

e Burton Custom 60 

e Sims Collection 149 

e Sims Enduro 152 

e Lamar Power 158X 

e Lamar Kevin Jones 

© Morrow Truth 156 
e Morrow Truth 159 
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: NUCLEAR DAWN 


COVERT OPS 


COVERT OPS: 


Covert Ops: Nuclear Dawn boasts six 
endings, but only Ending A provides total 
resolution and unlocks the elusive 
“Scenario S.” To reach Ending A, 

do the following: 


1. Give Billy the correct blood transfusion. 

2. Give Billy the Bulletproof Vest from the 
locker in Car 6. 

3. Find the Gold Pentagon, insert it in the 
wall of the Ambassador’s bathroom 
(Car 10), and collect the items in the 
secret room. 

4. Give Mason Disk A, not the Secret 
Information Disc. 

5. Separate Car 1 from the rest of 
the train. 


TRAIN CAR INDEX 


Car 1: Engine 

Car 2: Cargo/Detonators 

Car 3: Catwalk 

Car 4: Control Room/VIP Lounge and 
Dining Room/Ventilation Room 

Car 5: Infrared Room/Control Room/IC 
Chip Room 

Car 6: Locker Room/Infirmary/Science and 
Medical/Air Purifier Room 

Car 7: Cargo 

Car 8: Cargo/Missile Launch/Anti-Aircraft Gun 
Car 9: Missile Room 

Car 10: Staff Cabins/VIP Suite 

Car 11: Ventilation Room/Kitchen/ 

Officers’ Lounge 

Car 12: Barracks/Control Room 

Car 13: Barracks/Senior Officer’s 
Quarters/Classroom 

Car 14: Blown-Apart Car 

Car 15: Freight/Armored Car/Escape Chopper 


SAVE STATIONS 


Save Stations are denoted by red squares 
on the in-game map. 


WALKTHROUGH 


ST. PETERSBURG, RUSSIA 


Roof, Cars 10-11: Proceed forward and 
descend into the hatch on Car 11. 

Car 11: Once inside the Ventilation Room, 
find the other ladder and proceed to the 
first floor. Go through the unlocked door 
and march down the hall to Car 10. 

Car 10: Ransack the Staff Cabins to find 
the elevator’s missing Unit. Go to the 
Officers’ Lounge (Car 11, second floor). 
Car 11: Go behind the bar and Use the unit 
on the elevator panel. Climb immediately 
into the elevator to reach the locked 
Kitchen. Traverse the Kitchen and enter the 
meat locker. Pick up the Gold Card Key. 
Flip the switch by the door to turn off the 
freezer—flipping the switch later reveals a 
hidden Handgun Magazine. Go to Car 10. 
Car 10: Go to the locked door and enter 
the code 1742. After meeting the 
Ambassador and Mason, take the Blue 
Card Key from the corpse. Inspect the 
bathroom. Return to Car 11. 


NOVGOROD, RUSSIA 


Car 11: Cross the car and use the Blue 
Card Key to open the door to Car 12. 


SMOLENSK, RUSSIA 


Car 12: Inspect the first floor rooms and go 
upstairs to the Control Room. Enter the 
central room and look for the System Disk. 
Enter the Communications Room, insert 
the System Disk, and punch in the code 
12R01. Go back toward the stairs and 
through the now-unlocked door. Meet 
Christina and rewrite the Blue Card Key in 
the card writer. Proceed downstairs and 
Use the rewritten Blue Card Key to enter 
Car 13. 


MINSK, BELARUS 


Car 13: Search the rooms downstairs and 
sneak upstairs. In the bathroom, drain the 
tub to find the Special Key. Backtrack to 
the locked door and enter the code 1224. 
Clear the way to Car 14. 

Car 14: Clear the area of Terrorists. The 
Ambassador’s daughter gives you her 
Pendant. Return to Car 10. 
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NUCLEAR DAWN 


Car 10: Go upstairs to the VIP Suite. Turn 
on the bathtub taps. Start the trek to Car 5 
via Car 11. 

Car 11: Head upstairs and climb the ladder 
to the roof. 

Roof: Jump to Car 9 and use the Special 
Key to unlock the hatch. Dive inside. 

Car 9: Time your pass through the pistons 
and drop down the ladder to the first floor. 
Inspect the Missile Room and the rest of 
the floor until you meet Billy. Pick up the 
Screwdriver and Use it to pry open the 
panel on the missile. Press the 
self-destruct button and head back to 

Billy before the blast. Go to Car 8. 

Car 8: Fight through the cargo room and 
activate the forklift. Climb to the second 
floor and look for a control console. Turn 
the key to cancel the missile launch. 


BARANAVICHY, BELARUS 


Car 8: Continue through the car. Near 

the door is a switch to power up the 
Anti-Aircraft Guns in the next room. 

Fire at the choppers as they circle the train. 
Go to Car 9. 


LUBLIN, POLAND 

Car 9: Accept the Red Card Key from 
Mason and return to Car 8. 

Car 8: Use the Red Card Key to enter Car 7. 
Car 7: Pass through Car 7 to Car 6. 

Car 6: Turn on the power in Car 6 (in the 
red-lit alcove) and backtrack to the rear 
stairs. Go up to the Infirmary where you’re 
apprised of Billy’s condition. Return 
downstairs, traverse the hall, and climb the 
front staircase. Go through the unlocked 
door. Activate the Air Purifier; you won’t be 
able to enter the next room unless you 
clear the air. When this process is 
complete, the door unlocks. Enter and pick 
up the Blood Pack (Base Fluid). Go 
downstairs, scale the rear staircase, and 
enter the room to the right. Insert the 
Blood Pack (Base Fluid) into the Artificial 
Blood Generator. Select Billy’s blood type 
(B Rh+) and mix the ingredients (C and D). 
Take the resulting Blood Pack (Prepared) to 
the Infirmary. As Billy recovers, he gives 
you a Gray Card Key. 


POZNAN, POLAND 


Car 6: Descend the stairs and unlock the 
first room off the hall with the Gray Card 
Key. The lockers to the left of the door 
contain a Bulletproof Vest, an Infrared 
Scope, and Plastic Explosives. Return to 
the Infirmary and give the Bulletproof Vest 
to Billy. Return to the locker room, pass 
through the door, and climb the stairs to 
the air duct. Crawl into the duct. Climb the 
ladder to the roof. 


BERLIN, GERMANY 

Roof, Car 6: Shoot several Terrorists in 
front of and behind you. Follow the Boss 
into the hatch on Freight Train Car 3. 


LEIPZIG, GERMANY 

Freight Train Car 3: Go through the door 
to Car 2. 

Freight Train Car 2: You’ve cornered the 
Boss. Roll back and forth to dodge his 
Crossbow shots. kill him, and his 
Crossbow, Microfilm A, and a White Card 
Key are yours. The White Card Key opens 
the door to Freight Train Car 1. 

Freight Train Car 1: Take control of the 
Freight Train’s helm. Your goal is to line up 
the Freight Train Car 1 with Car 4 of the 
Blue Harvest. Crank the throttle to full 
(fourth gear) to catch up. Adjust the speed 
between the forward and reverse gears until 
you line up with Car 4 and hold at 80 mph. 
Jump out the door before time expires. 


FRANKFURT, GERMANY 

Roof, Car 4: Dive through the hatch. 

Car 4: Descend the other ladder and go 
through the door to the car’s hallway. Pass 
through the Control Room to the stairs to 
the second floor. Use the Gold Card Key to 
enter the VIP Lounge and continue to the 
Dining Room. Note the angel statues and 
the slots in their bases. On your way back 
downstairs, look in the closets (right) for a 
coat containing a second Handgun. 
Backtrack downstairs and through the 
Control Room. Pass through a door at the 
rear of the room. On the control console, 
press the buttons in the following order: 
left, right, center. This releases the floor 
hatch in the next room. Go through the 
hatch to bypass the locked door to Car 5. 
Car 5: Emerging at the rear of Car 5, climb 
the stairs. Fight to the front of the car 
(snatching the Machine Gun). Use the 
control console to unlock the doors on the 
first floor and backtrack downstairs. Go 
through two doors to the Infrared Room. 
Don the Infrared Scopes and navigate the 
beams. Pick up the Grappling Hook and 
continue until you reach the control panel. 


Shut off the beams and go through the 
door to the IC Chip Room. Combine the 
Grappling Hook and the Crossbow to 
create a handline across the room. Slide 
across the rope to the platform and pocket 
the IC Chip before proceeding to Car 4. 
Car 4: Make a beeline to Car 6. 

Car 6: Enter the Infirmary to be summoned 
to Car 12. 


STUTTGART, GERMANY 


Car 7: Pass cautiously through the car, 
searching for Grenades. Continue through 
Car 8 to Car 9. 

Car 9: Enter the hallway and drop 
Grenades to detonate the land mines. 
Climb the rear ladder and take the next 
ladder to the roof. 

Roof, Car 9: Go toward Car 12. Work on 
exterminating the Terrorists until you meet 
the flame-throwing Boss on the adjacent 
Freight Train. Leap between the trains to 
defeat him. Pick up Microfilm B and climb 
into the hatch on Car 11. 

Car 11: Make a beeline for the freezer. 
When you turned off the walk-in’s power 
earlier, you melted the ice to reveal a 
Handgun Magazine. Trudge to Car 12. 

Car 12: Go upstairs to the Control Room 
and match wits and weapons with Boris. 
Circle the table to get your shots and plant 
Plastic Explosives where you know he'll 
walk. For your trouble you win the Silver 
Cigarette Case and Gold Plate. You’ll need 
to trek back to Car 4. 

Car 10: Detour upstairs to the VIP 
Bathroom. Insert the Gold Plate in the 
pentagon on the wall. Venture inside the 
secret room to pick up several items. 
Continue to Car 4. 

Car 4: Go up to the VIP Dining Room to 
get a Black Card Key. Proceed to Car 3 
using this new find. 

Car 3: A central room contains a Small 
Key. Ride the elevator at the car’s front 
end. Pick up the Scope and return to the 
first floor. Follow the Ambassador to Car 4. 
Car 4: Accompany him to the Dining 
Room. Pocket the Secret Information Disc. 
Get to Car 16 via the roof. Climb the ladder 
on the first floor to the Ventilation Room 
and ascend to the roof. 

Roof: Move to Car 6 and descend into the 
Air Purifier Room. 

Car 6: Slide down the ladder and return to 
the Lab to find Grenades. In the Locker 
Room downstairs, Use the Small Key in a 
locker to find the Assault Rifle. Combine it 
with the Scope. Go to Car 7. 

Car 7: Use Grenades on the land mines on 
the floor. Fight to Car 9. 

Car 9: Climb the ladders to the roof. 
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ZURICH, SWITZERLAND 


Roof: When you reach Car 11, whip around 
to face the next Boss. Roll to avoid fire and 
jump back when the rocks fall. Swipe 
Microfilm C and shimmy down the hatch to 
Car 11. Head to Car 16. 

Car 16: Give Mason Disk A, not the Secret 
Information Disc! Open the briefcase to get 
Disk B and the Steel Key. Use the Steel 
Key to free Christina. Move to Car 15. 

Car 15: Jump inside the Armored Car. 


GENEVA, SWITZERLAND 

Car 14: Go back to Car 4. 

Car 4: Enter the Computer Room and give 
Billy Disk B. Quickly get to Car 2. 


LYON, FRANCE 
Car 2: Rush to the front of the car and find 
an Endoscope and Pliers. Backtrack to 
each of the three boxes, Use the 
Endoscope, and cut the correct wires. 
From the front: 

Box 1: White, Red, Blue 

Box 2: Red, White, Yellow 

Box 3: Red, Black, Green 
Use the rear ladder, cross the car, descend 
the front ladder, and enter Car 1. 
Car 1: Pocket the Grenade Launcher and 
Combine it with the Assault Rifle. Go 
upstairs to the main Control Room. 
Activate the switch to separate Car 1 from 
the train. Exit the car through the door and 
tiptoe to the nose of the train. Open the 
nose to reveal the warhead. Follow the 
instructions with this secret: Star = Blue, 
Moon = Black, Building = Red. Finally, 
bring down Mason's chopper with multiple 
Grenade Launcher shots. 


SCENARIO “S” 


If you can defeat the forces of the Knights 
of the Apocalypse and nab the most 
favorable ending (Ending A), you can replay 
the game in “Scenario S.” 

When you finish your game with Ending 
A, save the game. Then, load that saved 
game. 

You'll start the game just as before. As 
time goes on, however, you’ll notice many 
subtle and other not-so-subtle changes. 


00747180000 
8007d71a2400 


Infinite items and ammo: 


Anti-helicopter cannon 
never overheats: 


01643340000 
801643341000 


Infinite health: 800104021000 


Sd0 143409 
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CRASH BANDICOOT 


BANDICOOT 


Exploding onto our screens only a few short years ago, the loveable marsupial 
has quickly become one of the most popular PlayStation characters. Here’s 


the inside scoop on his first adventure. 


CHEAT 


Use this special code to open up all of the 
levels at once, with all gems and keys 
collected. This completely spoils the 
game—but that’s up to you! 
AAAAXHAAAAEX 
A@AAAOHBAXXXX 


LEVEL 1: 

N. SANITY 
BEACH 
Pick-ups: 

White Gem 
Password: None 
The first island 
you encounter is 
more of a training 
ground than a challenge. You'll get to know 
how to control Crash, which boxes hold the 
tastiest items, and which characters to 
avoid or jump on! Make sure you pick up 
all the gems you find before proceeding to 
Island 2. 

There’s only one spot that might be a 
problem: the fork in the road with a bridge 
jump. If you take the left fork, you can pick 
up a few items from the waiting box, but 
when you reach the gap, double back and 
take the right-hand fork. 

You now have to activate a bridge over 
the gap in the ground by hitting the 
exclamation switch (!). The box jump is 
tricky at first—perfect timing is needed. If 
you keep an eye on Crash’s shadow, you 
can see where he’s going to land and 
correct yourself accordingly. 


LEVEL 2: JUNGLE ROLLERS 
Pick-ups: White Gem, requires Green Gem 
Password: 2 percent—@8@8@@4m 
The Jungle Rollers level hides the access 
to Bonus Round 1, so keep your eyes 
peeled! Most of the level is a breeze to 
play, but you can’t reach all the boxes 
without the Green Gem. To do this you 
have to battle through The Lost City on 
Island 2 where you can collect this gem, 
then come back to finish this level. 


AAlways note intersections 
and return to them. 


PASSHORD 


A Even when you're 
looking at Crash from the 
side, don’t forget that this 


A Yes, it’ll spoil the 
game, but it'll also let you 
access every level at 


will—a little too tempting, is a 3D world. 
isn’t it? 
LEVEL 3: THE GREAT GATE 


Pick-ups: White Gem, requires Yellow Gem 
Bonus Round 2 is accessed from The Great 
Gate, but we’re going to let you find it yourself! 

Again, some of the boxes aren't 
accessible on your first visit—you must first 
find the Yellow Gem in The Lab on Island 3. 

When you come to a breakable arrow 
box that seems to lead nowhere, jump onto 
it and push in the direction of the 
background. You should discover a secret 
1-Up. This trick can be performed again 
later in the level to find the secret box. 


LEVEL 4: BOULDERS 

Pick-ups: White Gem 

Password: 6 percent—-@®XHA@BBA 
There’s only one tip needed for this level— 
run, run, run! If you stop for a split-second, 
Crash ends up like a breakfast pancake! 
Use his spin move to break all the boxes 
you come across—there just isn’t time to 
jump onto any of them, so don't try it. 


LEVEL 5: UPSTREAM 


Pick-ups: White Gem, requires Gold Gem 
If you’re a top Bandicoot player, you'll find the 
access point to Bonus Round 3 from here. 

The first waterfall contains a box with a 
1-Up pick-up behind it—carefully jump 
across the Gold Gem pathway to find it. 
You can pick up the Gold Gem in The 
Generator Room on Island 3. 

There’s another Gold Gem path near 
the end of the level, this one leading to two 
boxes containing goodies galore! 
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BOSS 1: PAPU 
PAPU 


Password: 11 
percent— 
BEXMBAXA 
Your first boss 
character, and quite 
a simple enemy to 
see off. He’s a native 
the size of a 
mountain, with a 
large stick that he swings around to hit you. 
Dodge his blows then jump on his head to 
send him reeling backwards. Smack him 
three times and he’s beaten. 


LEVEL 6: ROLLING STONES 

Pick-ups: White Gem, requires Blue Gem 
Password: 13 percent— X E X © X E A x 
You must have the hang of the game by 
now! Well, you’d better, because things 
really start to heat up. The Rolling Stones 
level hides the access point to Bonus 
Round 4, as well as Boss Bonus Round 1, 
so there’s plenty going on. 

About halfway through is an unstable 
platform with a rolling rock in front of it. If 
you take a close look, you’ll see the Blue 
Gem pathway which can be accessed 
using the Blue Gem from The High Road on 
Island 3. Follow the path to find the 
missing level boxes and three 1-Ups. 


LEVEL 7: HOG WILD 

Pick-ups: White Gem 

Yee-ha! This is what PlayStation games are all 

about! There’s nothing more satisfying than 

riding a wild hog down a winding pathway. 
You must always anticipate what’s 

coming up and be prepared to act 

accordingly. The timing of your jumps and 

weaves is very important. Toward the end, you 

must avoid natives and jump hogs on spits. 


LEVEL 8: NATIVE FORTRESS 
Pick-ups: White Gem, requires Pink Gem 
Password: 18 percent— E m A X @@ x4 
Keep on bounding through this level and 
you'll find the access point to Bonus Round 5. 
Watch out for the ledge with a turtle, a plant 
and an unmarked box with a sky background. 

Jump on the turtle to flip it over, then 
use it’s bouncy belly to reach the unmarked 
box. On your second bounce, flip over onto 
the ledge in the background and walk on 
the pathway to find a hidden box. 

There are two other places where you 
can bounce into the background, both 
accessed by jumping from a fire ledge and 
on the same plain as the first. The majority of 
hidden boxes around here are hidden in the 
clouds. To find these you need the Pink Gem 
from the Slippery Climb level on Island 3. 

The second island in the world of 
Crash Bandicoot holds your first key and 
the colored gem for collecting. These levels 


ASometimes the most 
unlikely objects can be 
used as platforms, so 
experiment. 


ABe on the lookout for 
collapsing platforms and 
other unpleasant 
surprises, and remember 
to keep moving. 


AThe early levels are 
the places to practice 
your timing and 
jumping—you’ll need 
these skills later. 

are a little tougher than those on the first 
island, but with perseverance and practice 
you'll soon have them cracked! 


LEVEL 9: UP THE CREEK 

Pick-ups: White Gem 

You can access Bonus Round 6 here, so 
watch out for it. 

Bounce around the water until you find 
an exclamation box, then trek back across 
the lily pad until you reach the waterfall. There 
should be four lily pads forming a pathway 
across to two boxes sitting on a ledge. You 
can walk the lily pad pathway for a 1-Up or 
jump from the log onto the two boxes. You 
can set the timer on the exploding box then 
use the breakable box to shoot back to the 
log. The dynamite will destroy the last boxes. 


BOSS 2: RIPPER ROO 

Password: 22 percent— @# 8B @®@®xX XX 
A demented marsupial with razor-sharp 
toenails—you don’t want to get too close 
to Ripper Roo. The best way to dispose of 
him is to watch his attack pattern closely 
for a few seconds, then once you’ve got 
the gist of it, detonate the dynamite boxes 
when he’s on a nearby square. He’s so 
stupid that he just keeps coming back for 
more. Hit him three times and he’s a goner. 


LEVEL 10: THE LOST CITY 


Pick-ups: Green Gem 

There are access points to two bonuses 
from The Lost City: Bonus Round 7, then 
Boss Bonus Round 2. Go searching! 

At the very start of the level, a girder hides 
two boxes. To destroy these boxes, jump from 
the ledge in the background. When you have 
grabbed the goodies, jump around the girder 
to return to the normal playfield. 

The fourth cubbyhole in the level has an 
exclamation box up for grabs. To activate it, 
jump on top of the unmarked box and hit 
the jump button for a massive boost. 

Moving on, near the end of the level 
keep your eye on the left-hand side of the 
play area, where a second exclamation box 
is waiting to be activated. When you hit it, 
six boxes appear at the start of the the 
level—go get ‘em! 


LEVEL 11: TEMPLE RUINS 
Pick-ups: White Gem, Password: 27 
percent— X®@x@@xHe@ 
Don't be afraid to take a leap of confidence 
into the unknown in the Temple Ruins. As 
you go along you'll see an apple dangling 
off the left side of the platform. Jumping in 
to grab it sends Crash into the void—but 
he’ll land safe and sound on invisible boxes 
that appear as he steps on them. There are 
many bonus boxes down here. 

As you rush through the rest of the 
level, make sure you check behind every 
pillar—you never know what you may find. 


LEVEL 12: ROAD TO NOWHERE 
Pick-ups: White Gem, requires Red Gem 
Bonus Round 8 is waiting to be accessed 
from the Road To Nowhere—so it does go 
to somewhere after all! 

A Red Gem is near one of the 
checkpoints. Jump onto it and allow it to 
take you to a hidden area where an 
exclamation box can be activated on the 
right. Use the box that appears to activate 
the one to the left. The last task is to 
activate the one in the middle, then jump off 
this box and land in the center of the 
floating metal. Four more boxes should now 
appear in the background for easy pickings! 


LEVEL 13: BOULDER DASH 

Pick-ups: key and White Gem, requires 
Red Gem 

Password: 31 percent— EX A A X EX A 
This level has one main purpose—for you 
to find all the boxes to access the key that 
opens the Island 3 Bonus Level, Whole 
Hog. When you have smashed all the 
boxes on Whole Hog, you receive the White 
Gem for use on Boulder Dash. 


LEVEL 14: SUNSET VISTA 
Pick-ups: White Gem 

Both Bonus Round 9 and Boss Bonus 
Round 3 are accessed from the Sunset 
Vista level—so be ready! You can also 
access a Super Bonus Icon by following 
the box stairs at the very top of the level 
and jumping onto the moving wall 
containing the icon. 

At the top you should also see an 
exclamation box just out of reach. Lure the 
enemy from the right to stand directly 
underneath the box then jump from his 
back and propel yourself into the box. 
There are other boxes waiting in the 
background just behind you. Keep looking 
into the background on this level—there are 
many bonus boxes to find. 


BOSS 3: KOALA KONG 

Password: 36 percent— X®@@XHXH# 
A psycho koala with muscles to rival King 
Kong himself, this guy just loves to throw 
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rocks at you. Dodge the four boulders in 
his first wave of attack. The fourth one 
should roll directly in front of you—just use 
your spin attack to send this rock flying 
back at him for a guaranteed hit. 

If you survive long enough to repeat 
this sequence four times, you reach the 
third and final island—and a showdown 
with Dr. Cortex! 


A Objects like these 
posts can make it hard 
to see what’s going on, 
so be careful and 
concentrate. 


ISLAND THREE 


The final island in Crash Bandicoot’s 
adventure, and this one holds all but one of 
the special gems needed to open up secret 
sections of previous levels. Find all these 
and trek back through the game to 
complete Crash Bandicoot properly. 


LEVEL 15: HEAVY MACHINERY 
Pick-ups: White Gem 
Password: 38 percent— E E X AX E @ xX 
Bonus Round 10 can be accessed from 
here, along with Boss Bonus Round 4. 
The first boss icon is located near two 
steam and two ice pipes. To the right of 
these pipes is a pit with two flying spike 
enemies in it. Drop between these and 
proceed to the left to find your special prize. 
Several boxes are also hidden down here, so 
pick them all up. As long as you take things 
steady, the rest of the level is a breeze. 


LEVEL 16: CORTEX POWER 


Pick-ups: White Gem, requires Blue Gem 
Follow the pathway to the right until you 
reach the exclamation box. Go back down 
the stairs to the second fork in the 
pathway. Take the left-hand route and hit 
the checkpoint box, then go up, collecting 
all the boxes as you go. 

When you reach the next fork, near a 
breakable arrow box, go to the right, back 
to where you were. Now go to the first fork 
in the path on this level. Go left and follow 
the Blue Gem path even further to the left 
until you reach a breakable arrow box. This 
is the final straight, and it’s pretty tough. 
Break all the boxes you come to and you'll 
soon have the White Gem. 


AThings start to get 
more than a little tricky 
on Island Three, so 
prepare yourself for a 
challenge. 
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LEVEL 17: 
GENERATOR 
ROOM 

Pick-ups: Gold Gem 
You can find access 
to Bonus Round 11 

in the Generator 
Room— if you look 


AThe stronghold of the 
evil Dr Cortex is a maze of hard enough. 


passageways, with many 


, 
nasty monsters to face. There's only one 


area to watch out for 

on this level, and that’s right at the start, 
where you run into an area where the 
exclamation box is needed. Make sure you 
have activated it then time your jumps, 
making sure you get all the boxes on the 
platform first. The platform falls if you 
spend too much time on it, so be quick. 

Now go back and hit all the boxes on 
the pathway. The rest is simple. 


LEVEL 18: TOXIC WASTE 

Pick-ups: White Gem 

Another bonus section to access here, this 
time Bonus Round 12, with plenty of things 
to pick up inside. 

This level is quite simple to complete— 
all you have to do is run a straight line all 
the way through. Of course, life is never 
that simple. You’re bound to lose a couple 
of lives the first time you attempt this, but 
keep practicing and you'll soon get it right. 


BOSS 4: PINSTRIPE 
Super Password: 52 percent— 
AAOXXHHOBAAXXOO 
BOMAEXXXO 
This nasty piece of work likes nothing 
better than filling Crash full of holes, 
making him look like Swiss cheese! 
Beating him is a fairly simple task, 
though—the main thing is stay alert. 
Hide behind the couch until he jumps 
off the table. Now wait until he stops 
shooting and spin-attack him. The only way 
to avoid being shot is to hide behind the 
couches. Hit him a few times and you'll 
have him on the ground! 


LEVEL 19: THE HIGH ROAD 


Pick-ups: Blue Gem 
Access to Bonus Round 13 is here. 

At the beginning of this level, walk back 
a little and you find a floating mango. Jump 
directly over the fruit and two boards appear 
to catch your fall—thank goodness! Carry 
on taking giant leaps toward the screen and 
you eventually get past the ghost boards 
and land on solid ground, where four hidden 
boxes are waiting for you. 


LEVEL 20: SLIPPERY CLIMB 
Pick-ups: Red Gem 

You’ll soon be playing in Boss Bonus Round 
5 if you use the access point from here. 


There’s only one way to solve this level, 
and that’s to push Crash to the limit and 
make sure all your jumps are perfect. Keep 
your patience and you'll beat it. 


LEVEL 21: LIGHTS OUT 


Pick-ups: second key and Purple Gem, 
requires Yellow Gem 
You need to activate the Yellow Gem 
halfway through The Lab on Island 3 before 
you can get all the goodies that there are in 
this level and reach the alternative ending. 
Take this new ending and you’ll receive the 
key to Fumbling In The Dark. 

Breaking all the boxes in Fumbling 
earns you the Purple Gem for Lights Out. 


LEVEL 22: JAWS OF DARKNESS 


Pick-ups: White Gem, requires Blue Gem 
Bound along to the bottom box in the pillar 
at the first checkpoint and you’ll find the 

access point for Bonus Round 13. The Blue 
Gem is located just after the checkpoint. 

This bonus area is the longest in the entire 
game and all your jumps are crucial, so be 
very careful where you place Crash’s paws! 


LEVEL 23: CASTLE MACHINERY 


Pick-ups: White Gem, requires Green Gem 
It’s party time on this level! If you have the 
Green Gem, you can access 25 1-Up icons! 
You can complete the level without any 
gems, if you wish, as none of the boxes are 
hidden. Just round ’em up and smash ‘em open. 


BOSS 5: DR NITRUS BRIO 

Another mad doc, Brio is the real brains 
behind the Evolvo Ray that got Crash 
Bandicoot in this situation in the first place, 
but he’s too modest to admit it. 

Defeating this boss is easy. All you have 
to do is dodge the red and green beaker 
bombs that he throws. Jump onto the green 
ones to send them crashing into Brio. 

When you have knocked all but three 
energy bars from him, Brio transforms into 
a devilish demon. Now jump from your 
platform and smack the demon in the 
head. Repeat this process until he’s in a 
heap on the floor. 


LEVEL 24: THE LAB 


Pick-ups: Yellow Gem 
Crash Bandicoot really gets nostalgic in 
The Lab level—all those jumping skills 
learnt on platform games come into play. 
You must time your jumps well and don’t 
be afraid to veer off to the side of the 
screen if you think there’s going to be 
trouble. 

If you reach the end of this level 
without losing a life, you receive your 
prize—the Yellow Gem. 
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AThe further into the 
game you get, the more 


ADriving rain doesn’t 
make Crash’s life any 
easier, but don’t let it huge, death-defying 
distract you from your leaps you'll have to 
exploring. make. 


LEVEL 25: THE GREAT HALL 
Pick-ups: Super Bonus 

There’s a choice of pathway to make when 
you start out in The Great Hall—straight 
into Dr. Neo Cortex’s lair or go for the 
Super Bonus and do us proud! If you 
choose the Super Bonus route, you need 
to have picked up all the White Gems on 
your travels. 


FINAL BOSS—DR. NEO CORTEX 


Password: 100 percent— 
AAAAXHAAAAEXA 
@AAAOHAXXXX 
The very last battle of Crash Bandicoot, 
and this guy is raving mad! Dr. Cortex was 
always ridiculed by his scientist friends for 
his outlandish theories, but now he’s ready 
to shut them all up once and for all with his 
army of mutated once-animals. 
Concentrate on dodging his blue and 
red attacks, then when you see a green 
one, send it right back at him. Watch his 
attack pattern forming and act accordingly. 
With good timing and perseverance, you'll 
soon be watching the end-of-game 
sequence. 


AUp, up, and away! There’s nothing 
like a spot of aerial action to liven 
things up, is there? 


800619480020 
D005C89C0014 


Level Select 
Master Code 


CRASH BANDICOOT 2: 
CORTEX STRIKES BACK 


Luckily, we didn’t have to wait too long for the next installment of crate-stomping, ledge-leaping fun and games 
featuring everyone’s favorite furry hero. Here are some tips and strategy pointers for the trickier levels. 


ao 


A Watch out for the asteroids and mines— 
you have to be quick before Cortex escapes. 


SIC STRATEGIES 


Everyone must first master the basics, so 
here are some helpful points to keep in 
mind as you play Crash Bandicoot 2: 

e Green exclamation boxes destroy all nitro 
crates on the level they’re discovered — 
which can be very useful. If you see one, 
activate it immediately. 

e Crash’s “super jump” is always useful 
and should be perfected quickly. It gives 
Crash more time in mid-air and in turn 
gives you more time to make sure he 
lands in the right place. 

e The sliding jump is another useful move. 
It means he can jump much farther than 
normal and access platforms that would 
otherwise be unreachable. Get this move 
perfected early as you'll need it later on 
in the game. 

e If you have missed a section of the 
current level—the entrance to a hard path 
or gem area, for example—this little trick 
is ideal: Tap the button to access 
the status screen and select the Warp 
Room option. You wind up back at the 
level’s entrance, so simply re-enter and 
try again! 

e The gray exclamation boxes are used to 
activate wire frame boxes. If you see a 
group of crate frames, you know an 
exclamation block isn’t too far away. 


A Fly straight at the evil one and use your 
reliable spin attack to defeat him in battle. 


Sometimes you have to backtrack 
through the level in order to smash the 
newly formed crates. 

Never use the spin attack near TNT or 
nitro boxes. Touching either of these 
volatile crates with this attack results in 
certain death. 

Remember that the entrance to the 
bonus area of a level is always shown 
with a question mark plaque. Keep a 
close eye out for them. 

Metal boxes can only be destroyed with 
the belly-flop move. Anything else, even 
the spin attack, is useless. 


SECRET WARP ROOM 


To gain that elusive 100 percent completion 
rating, you have to reach the Secret Warp 
Room on three different occasions and go 
back through sections of earlier levels to 
fetch special gems. 

Luckily, it has a Save wall, just like 
other warp rooms, so you don’t have to 
replay sections to return here. Read on to 
discover which level leads where. 


WARP FROM LEVEL 7 (AIR CRASH) 
TO LEVEL 2 (SNOW GO) 

After you complete Air Crash, replay the 
level. When you get to the first jet-ski, 
ignore it and use the crates as stepping 
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stones to reach the stone square on the 
edge of the right riverbank. This takes you 
to the Secret Warp Room, where there’s a 
Snow Go door. 


1. The icy path makes it difficult very to 
control your speed—you will be slipping 
and sliding all over the place—and to make 
matters even worse, a porcupine is lying 
straight ahead. So take it easy. When the 
creature retracts its spines, you can spin 
attack it safely. 

2. Jump around behind the ice wall. There’s 
Wumpa fruit to collect and a useful witch 
doctor’s mask. 

3. Use the seal as a springboard to reach 
the two extra lives above you. You can 
never grab too many of these! 

4. Once past some wire frame boxes, hit 
the exclamation box, then retrace your 
steps. Jump onto the newly formed boxes 
in front of you, then collect the extra life 
overhead. 

5. Jump onto the metal bounce boxes, 
collect the fruit and life, then continue 

to the right. 

6. Walk slowly under the nitro boxes—you 
need to jump over one next, and if you go 
too fast you could run into it or overshoot 
and hit the second group of nitros. Not a 
good idea. 

7. Spin attack two penguins, then slide 
under the log as it raises and slide attack 
another two. Be extra careful here—there’s 
ice everywhere. 

8. Drop from the ledge and land on one 
penguin, collecting Wumpa as you drop, 
then kill the other. There’s a slope ahead, 
and you don’t want to run the risk of sliding 
back onto a spinning penguin, courtesy of 
that slippery ice. 

9. Continue right till you see fruit leading 
into a hole. Jump to collect the red 

gem and you land in the bonus area of 
Level 2. Complete the remainder of Snow 
Go as normal. 
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A The weak points on Dr N. Gin’s weird craft 
are the wings and arms—first you can knock 
the gun arms off with Wumpa fruit, then shoot 
the boxes off of the wings. 


WARP FROM LEVEL 13 (BEAR 
DOWN) TO LEVEL 7 (AIR CRASH) 
After you activate the exclamation box at 
the end of Bear Down, turn back and use 
the ice platforms to reach the island. This 
warps you to the Secret Room, from 
where you can go to a special section of 
Air Crash. 


1. Jump aboard the jet-ski and break 

every box you can see. 

2. Use bursts of speed to avoid the mines 
while maneuvering between the fences. 

3. Go on the extreme right-hand side of the 
river in order to avoid the nitro boxes. Be 
very careful when you have to venture 
toward the center to collect the boxes 
because the whirlpool can pull you onto 
the nitros. Don’t go too fast, either—there’s 
another nitro on the right that you need to 
steer around. 

4. When you reach dry land, hit the green 
exclamation box, which detonates all the 


A Timing is vital when fighting the Komodo 
brothers—so learn their attack patterns. 


nitro crates, then complete the familiar Air 
Crash sections. 


WARP FROM LEVEL 17 (DIGGIN’ IT) 


TO LEVEL 14 (ROAD TO RUIN) 


When you have played through Diggin’ It, 
go back through the level until you reach a 
plant on a small platform. Kill the plant with 
a belly-flop and the platform it used to 
stand on will take you to the Secret Warp 
Room. Now go back to Road to Ruin.... 


1. Wait until the furnaces have stopped 
breathing fire, then make your way past 
them. Jump from platform to platform 

to reach the walled platform. 

2. Carefully break the group of boxes— 
there’s aTNT among them. As you go 
forward, beware of the nitro boxes. 

3. Now going right, activate the 
exclamation box to create a platform. Jump 
across to the rate and then slide attack it 
off the ledge. 

4. Jump on top of the next group of boxes: 
there’s a nitro box behind them and a spin 
attack could set it off. 

5. Spin attack the rat and jump to the next 
platform. Run past the furnace when it’s 
safe to do so and kill the two rats. 

6. Trigger the TNT and retreat to a safe 
distance till it detonates. If it doesn’t kill the 
lizard, slide attack it off the platform. 
Proceed to activate a checkpoint. 

7. Jump from platform to platform. When 
the lizard is a safe distance away, jump 
onto its platform, then slide into it. 

8. When the lizard walks away, jump 

onto its platform, then run behind it 

and slide attack it off the end. 


PRIMA’S UNAUTHORIZED STRATEGY GUIDE 


A For the best view, stay near the bottom of the 
screen when dealing with the Komodo brothers. 


9. Wait until the flames stop, then run 

past the furnaces. Slide attack another 
lizard and hit the exclamation box. This 
creates nitros. 

10. Hit the exclamation box, then destroy 
the crates that appear in front of you. 
Activate the checkpoint box. Kill any rats 
who get in your way; you’ve got a mission 
to accomplish! 

11. There’s another furnace to face and a 
rat to jump on, then you have to go 
through the Road to Ruin’s bonus area, as 
you did when playing that level for the very 
first time. 

12. Having completed the bonus area, 

you should continue through the level. 
Jump over to the monkey and then slide 
attack it. 

13. Trigger the TNT box. While you shelter 
from its blast, hopefully the patrolling lizard 
will be caught in the explosion. If not, use a 
slide attack. Hit the exclamation box. 

14. When the monkey hops away, jump 
onto its platform, then kill it when it comes 
back again. 

15. To complete your set of jewels for Level 
14, grab the special gem and make your 
way to the exit. 

At the end of every Warp Room in Crash 
Bandicoot 2, you must defeat a boss 
character. The following text gives step-by- 


BOSS CHARACTERS 


step guides for each boss. 


WARP ROOM 1: RIPPER ROO 

Ripper jumps around a large platform in 
true kangaroo style, laying a chain of TNT 
boxes that count down from “6,” then 
explode in a fiery flash. Simply find a spot 
that’s a safe distance from the TNT squares 
and wait there until they explode. 


A Run around the room in a counter-clockwise 
direction to dodge the second brother’s knives. 


Ripper jumps around again, except this 
time he drops lots of nitro boxes that 
explode in a chain reaction soon after 
they’re planted. Once again, find a safe spot 
and stand there till the explosions cease. 

Ripper Roo is now caught in an 
explosion of his own making and blown into 
the air. When he falls to the ground, dazed 
and confused, quickly run over to him and 
use a spin attack. Repeat the previous steps 
until you have hit Ripper three times. 


Look out 

for objects 
hidden in the 
background of 
the screen— 
they often 
indicate hidden 
or bonus areas. 


PT Re Ast TE] <Fun bonus 
Wied dd 2.) 2.) Stages abound 
ee T] in Crash 
Bandicoot 2, 
but finding 
them all takes 
time and 
patience. 


A Simply find an open area away from the TNT, 
and you can quickly spin attack Roo after he’s 
been dazed by an explosion himself. 


A Oops. Well, even heroes 
have their off days.... 


WARP ROOM 2: 
KOMODO MOE 
& KOMODO JOE 


When fighting against the 
Komodo brothers, the 
trick is to stay at the bottom of the screen 
whenever possible. This gives you the best 
view of the action and means you have 
more time to react to your foes’ deadly 
movements. 

When the spinning Komodo falls to the 
floor in a daze, use Crash’s slide attack to 
score a hit. Quickly retreat to safety. 

The second Komodo brother throws 
knives around the circular battle area. 
Avoid them and they stick into the ground 
causing you no harm. A good tactic for 
avoiding the flying knives is to dash 
around the circular room in a counter- 
clockwise direction. 

You must attack the dizzy Komodo 
three times to defeat them. 


WARP ROOM 3: TINY 


As you jump from platform to platform, 
several begin to flash red. Quickly cross 
these flashing platforms and Tiny should 
follow you. Now after three warning signals, 
the red platforms fall away—provided Tiny 
is standing on one of them, he falls, too! 
Crash must be standing on one of the safe 
green platforms to avoid the same fate. 

During the first sequence, the 
platforms turn red in groups of three, and 
Crash has three safe platforms which he 
can stand on. However, in the second 
sequence only two platforms turn red and 
fall, plus there are only two safe platforms, 
and the final sequence involves only one of 
each type of platform, so you have to have 
your wits about you! 

Use anticipation and jumping skill to 
lure Tiny onto the flashing red platform, 
then quickly find the safe platform for 
Crash to stand on. 
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WARP ROOM 4: DR. N. GIN 


First use your Wumpa fruit to take out 

the gun arms of 
the hovercraft- 
style ship Dr. Gin 
is flying. You can 
only attack them 
successfully 
when they’re 
open. Gin attacks 
with a deadly 
laser blast so 
you should stand 
on the left side 


A Crash Bandicoot 2 has even more varieties of Of the platform 
Crates, so be sure to get used to them quickly. 


and crouch to 
avoid this attack. 

On the second phase of his attack, 
shoot the red countdown boxes off the 
hovercraft’s wings while avoiding the falling 
rockets. Try to stand between the two 
falling missiles, then remember where that 
safe spot is. The missiles follow the same 
pattern, so returning to that position ensures 
you stay alive. 

When you’ve knocked off a countdown 
box, bullets are fired across the platform 
instead of missiles. You win the battle when 
the second box is knocked off the craft. 

Now it’s on to your final challenge! 


WARP ROOM 5: DR. NEO CORTEX 
Wearing a jet-pack, Crash pursues Cortex 
through a series of dingy tunnels. Be 
alert—mines and asteroids litter the area 
and must be avoided if you want to avoid 
explosions or hurtling unhealthily into a 
slab of interstellar rock. Although they 
don’t kill you, they do slow you down— 
and if you take too long defeating Cortex, 
the fiend escapes! 

Defeating Cortex is actually quite easy. 
Just fly toward him at full speed and use 
your spin attack whenever you’re within 
range. As long as you’re agile enough to 
avoid obstacles, you won't have problems. 

Attack Cortex three times and victory is 
yours! Well done, Crash! 


100 Lives 
All Crystals 
All Crystals 


8006CBD06400 
8006CDA4FFFF 
8006CDAGFFFF 
8006CDA8FFFF 
8006CC28FFFF 
8006CC2AFFFF 
8006CC2CFFFF 
8006CC2EFFFF 


All Crystals 
Ali Gems 
All Gems 
All Gems 
All Gems 
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LEVEL 1: TOAD VILLAGE 


You'll find both a Crystal and Gem here—just 
make it to the bridge, and you'll find the Crystal. 
To get the Clear Gem in this level, break all the 
crates. There are two Aku Aku Masks plus Slot 
Boxes to be smashed. These boxes are on a 
timer—if you don't act fast, they turn into un- 
crackable steel. A Crash face means you get an 
extra life. A (?) box will give you more fruit. 

The guy with the sword can be deadly. Wait 
until he gets the tip stuck in the ground. Run behind 
him and spin him down. The second crystal lies on 
the second bridge. If the Counter Box at the end 
doesn't turn into a Gem when you bust the last two 
crates open, then you missed a box somewhere. 


Bonus Area 

After the first bridge, you come across an unusual 
platform in the middle of the path. Jump on it, and 
you go to the Bonus Area. Grab all the Wumpa 
Fruit and smash all seven boxes. The menu at the 
bottom of the screen shows how many boxes 
you've collected out of the total number available. 
Jump on the platform at the far end of the walkway 
and transport to Toad Village. You should have 
seven lives—three more than you started with. 


Time Trial 

After a brief word from Aku Aku, try out the Time 
Trial mode. Run through the clock on the right 
and go fast to the end of the level. Hitting crates 
will cost you some time except the yellow crates 
with a 1, 2, or 3 on them. These freeze the clock 
for that amount of time, allowing you to cover 
more ground as time stands still. The only boxes 
you should care about in the Time Trial mode are 
Timer Boxes, Crash Boxes, and Aku Aku Boxes. 
Bonus Areas are off-limits! 


LEVEL 2: UNDER PRESSURE 


The underwater physics are pretty realistic. Spin 
through the sharks, but don’t go near the mines. 
Attack the puffer fish only when they aren't puffed. 
Make sure your aim is dead-on when entering 
tubes. They’re a tight fit. Once you get the Jet Sub, 
blast at the red coral with the sub’s torpedoes to 
reveal hidden boxes. If you don’t see the Gem at the 
end of the level, you’ll know where to look. 

Use the turbo boost to break up groups of 
boxes. Grab the Aku Aku Mask before taking on 
the underwater baddies. The only other mask lies 
in a Slot Box near the end of the level. Keep a 
safe distance from the puffer fish. 

Stay clear of the yellow fins on the paddle in 
the globe, and when you come out of the bottom, 
stay near the center of the coral below to keep 
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out of the eel’s reach. Outwit the mine by aiming 
below it and head through the tube. 

Find the Jet Sub and press @ to fire the 
torpedoes and @ for the turbo boost. Note the 
crates hidden in the coral, and avoid the paddle in 
the next bubble. Swim down the middle and 
follow the next paddle up and around the dome. If 
you stay in the center of the tube leading out of 
the bottom, you might make it past those eels 
again. Finally, blast the Aku Aku Slot Box before it 
turns to steel. There’s that Crystal floating above. 


Time Trial 

Activate the clock for the Time Trial mode. 
Coming straight down out of the first tube, pick 
up a mask and a One-Second Box in a quick 
motion. To get any Relic, pick up the Three- 
Second Box while avoiding the other ledges in 
this whirlpool tube. Breaking boxes may mean 
more time on the clock. A better method is to 
blast straight through the area, using torpedoes 
or the turbo boost to break up the crates. 


LEVEL 3: ORIENT EXPRESS 


This level might take some practice, especially to get 
all the boxes. Here are a few tips. 

This level’s biggest distractions are the 
dragons. Count them. The first five dragons come 
in low to the ground, so jump over them to keep 
from getting tangled up. The sixth and seventh 
come in high, so you can go under them. Jump 
over the eighth, under the ninth, under the tenth, 
and over the eleventh dragon. The Crystal comes 
into view after you go under the ninth dragon. 


Time Trial 

Stay relaxed and keep one thumb on the joystick. 
The other should be mashed down on E, ready to 
roll down onto X. Some interesting changes occur 
when you’re going for speed here. You don't have 
to jump over small crevices if you’re going fast 
enough. Jumping can slow you down. Don’t worry 
about barrels rolling at you. With enough speed 
behind you, you can blast right through them. 


LEVEL 4: BONE YARD 


Note the location of the Red Gem’s shadow 
outline when you come across it. When you finish 
Level 12, come back to it. 

Additionally, some “backward” areas have 
you running toward the screen with a triceratops 
on your tail. Tall grass slows you down 
considerably. Jump over as much as you can, 
then spin the rest of the way. If you can pick up 
all the boxes, you get a Gem. The Crystal lies in 
the middle of the level, near the flowing lava. On 
this level, you do a lot of running toward the 
screen. The trail of Wumpa Fruit will guide you in 
the right direction. 

To get through quickly, don’t stop and spin all 
the boxes, or you'll be trampled. Pass them by and 
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Not only are there more levels in Warped than any other Crash title, 
but there are three new game engines (Jet Ski, Biplane, 
Motorcycle). The addition of the Time Trial mode has transformed 
the game from a “conquer and move on” style game to one that 
offers infinite challenge. Can you achieve not only the Sapphire 
Relics, but press onward to receive Gold and beyond? 


let the Triceratops stomp ‘em. You still get credit for 
the broken boxes. 


Bonus Area 
Spin that last (?) Box so the Arrow Box rests atop 
only one crate. 


Time Trial 

This level doesn’t have many Time Boxes, but here’s 
one that’s easy to get. There are three Aku Aku 
Masks available during the Time Trial mode. You see 
the third in the distance. With the three masks, you 
have temporary invincibility. Grass is no problem for 
you to mow through now. Up the pathway, a Two- 
Second Box lies half-buried near the Nitro Box. In 
the Time Trial mode, smash the Time Boxes in order. 
This Two-Second Box is easy to get if Crash has a 
big enough lead on the dinosaur. 


The Red Gem Path 
If you finished Level 12, you should have the Super 
Double Jump move. Learn it. Use it. 

Try the Death Tornado Spin and the Crash Dash 
to cut through the grass and leave the Triceratops 
eatin’ your dust! When you’re ready to take on the 
Red Gem Path, make your way just past the lava area 
of the Bone Yard. 


LEVEL 5: MAKIN’ WAVES 


Take your time. The arrow at the top of the screen 
will guide you toward the Warp Out point at the 
end. Practice doing flips and rolls off the jumps. 
This skill comes in handy when three boxes float 
in a row above a ramp. Follow the line of Wumpa 
Fruit to the first jump. Then put the pedal to the 
metal and gain lots of height and speed up the 
ramps. Once you master the controls, maneuver 
through the crates better. Easy does it around 
those corners. You only need to touch the crates 
with the Jet Ski to break them open. 


Time Trial 

The Time Trial mode in this level can be a little 
hairy. But if you want to win a Relic, then you’ve 
got to hit almost every Time box. Going for the Aku 
Aku Mask is worth it! Watch out for the ships 
shooting cannonballs—maneuvering through these 
treacherous waters should be done with extreme 
caution. The sailor guards the only Time Box in the 
level that’s not worth getting. When the boxes are 
grouped in threes, go for the middle one—it’s the 
Timer Box. Or you can take a sharp turn. 


BOSS: TINY TIGER 


The lions come at you fast and furious, keying on 
where you’re standing—nope, no pattern. Run, 
spin, and jump like a mad person. 

Tiny will bounce four times toward you, then 
stop. When he’s taking a breather, run and spin him. 
On the fifth jump, Tiny gets his pitchfork stuck in the 
ground, leaving himself open to a spin attack. 


He jumps up to his perch and releases the 
lions. Jump and spin away from the attacking 
mob. Tiny comes back for more. He bounces 
after you five times, only to get his fork stuck 
again on his sixth jump. Sneak up behind and 
spin him again. Then avoid the lions that he 
dispatches. 

When Tiny jumps down, he jumps six times 
and gets that pitchfork stuck on the seventh 
jump. Spin him and receive your very first Special 
Power Move—the Super Body Slam! Use this 
move to bust metal framed crates. 


SECOND TIME WARP 
CHAMBER 
LEVEL 6: GEE WHIZ 


Straight ahead is the level’s first Aku Aku and lots 
of metal framed crates. 

Try out your Super Body Slam move! This 
level’s highlights: a Slot Box changes into an Aku 
Aku Mask while another Slot Box hides an extra 
life. Past the second Checkpoint is the third Aku 
Aku Mask while a chicken struts around the third 
Checkpoint. 


Bonus Area 

Head for the ledge and don’t hit that (!) Box yet! 
Bounce to the other side and jump on the box 
between the ledges and under the shadow 
boxes. Jump back to the (!) Box and fill in the 
shadow boxes. 


Time Trial 

That’s a two-second Time Box hidden between 
some crates. Time your jump so you'll hit that Time 
Box as you land. 

If you don't get all three, keep going and make 
up time somewhere else. Stay moving as straight 
as possible. Even the slightest maneuvering can 
cost you valuable seconds. 


LEVEL 7: HANG ’EM HIGH 


The gate to this level shows a Clear Gem and a 
Gold Gem, but for now you only have to worry 
about the Clear one. Beat the swordsman when 
he turns his back to walk away. Pick up the Aku 
Aku Mask and pass through the first Checkpoint. 
You'll come to two magic carpets. Bounce 
straight up off the first carpet. Hold your jump to 
gain maximum height, and as you jump off the 
second carpet, hit the hidden box at the top of 
the screen. The scorpion ahead is bad news. If 
one looks like it might be close, spin it away. The 
Bonus Area is off to the right. 


Bonus Area 

If you time it right, you’ll pick up an extra life from 
the Slot Box here. Timing is the key to this Bonus 
Area. See the (!) Box below the row of steel 
boxes? Use the TNT to trigger the (!) Box. The 
shadow box turns into an Arrow Box, which gives 
more bounce to your jumps. 


Time Trial 

Remember that hidden box from when you were 
trying to get the Gem? Now it’s a Three-Second 
Box. So go for a Relic. To give yourself the best 

chance, wait until the swordsman turns his back 
before triggering the clock. 


LEVEL 8: HOG RIDE 


To get the Gem, smash all 13 boxes. To get the 
Crystal, beat all six hot rods to the finish line to 
come in First Place. Don’t go nuts trying to get 
both the Gem and the Crystal on the same run. 
Do one at a time. For a quick start off the line, hit 
X just as the light turns green. 


Time Trial 

The Time Trial mode can be extremely challenging 

with all the other cars trying to run you off the road. 
Gain as much of a lead out of the Start gate 

as you can so you won't have to worry about the 

other guys. Don’t pass up those speed pads. Hit 

every one of them to get the best time. 


LEVEL 9: TOMB TIME 


Until you complete Level 13 and come back with 
the Purple Gem, you'll keep missing those 20 
boxes. Go for the Crystal, then move on. 


Get the Crystal 

Step on the button to activate the doors at the end of 
the pit, then jump across. Bypass the Bonus Area 
until after you’ve completed Level 13. Then get the 
Crystal and exit. 


Back with the Purple Gem 

Use the NEO tiles here to make it to the next 
area. The beetle tiles will drop as soon as you 
step on them. The (!) Box triggers the moving 
platforms. Farther on, you may want to be in the 
spotlights, but stay out of the hotlights. Carefully 
walk between them or slide through them to 
avoid the shooting arrow traps in the wall. Use 
your Slide Jump to cross the chasm to reach the 
left hallway through the Purple Gem door. 


Bonus Area 

As you enter the Bonus Area, jump lightly on the TNT 
Boxes, then move on. One, two, three jumps across 
these boxes to get them all. 


Time Trial 

The right path is better. Covering as much ground 
as possible while invincible is critical, keeping 
doors open and allowing Time boxes to be 
broken easier. Note: If you knock down the group 
of crates before you activate the clock, you'll 
shave a second or two off your time. 


LEVEL 10: MIDNIGHT RUN 


Not only will you make this run at night, but there 
are more boxes for pick up than the last adventure. 
This level has more traffic than Orient Express. 
There are some boxes you won't get if you don’t 
use your speed burst. Make sure you hit groups of 
boxes down the center to bust them all. 


Time Trial 

As in the Time Trial for Orient Express, hold down 
the speed burst button as much as you can. Three- 
Second Boxes abound in this level, but you have to 
work for them. Pick up Aku Aku Masks so you can 
run through a few pedestrians if you have to. If you 
press W, you can blast through rolling barrels too. 


BOSS: DINGODILE 


Dingodile packs a mean flamethrower, but he’s not 
good with it. Keep cool and run in and spin him 
when he’s destroyed his circle of protection. After 
you knock him down, get away from him quickly. 
Ah, the Double Jump. That’ll come in handy. 
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THIRD TIME WARP 


CHAMBER 
LEVEL 11: DINO NIGHT 


The first time you come through this level, you can 
only pick up the Crystal. The two Gems can only be 
retrieved after you have the Yellow Gem from Level 
27. This level can be treacherous, especially the 
Yellow Gem Path. If you’re being chased, look for 
the trail of Wumpa Fruit to guide you. Key specifics 
are as follows: There’s the nest (spin the egg in the 
nest to hatch the little T-Rex). Then there’s the T-Rex 
(jump on him to ride him—he can jump high 
enough to make it over erupting geysers). And 
there’s the Bonus Area (choose to bypass the 
Bonus Area for now, but don’t forget to go through 
there when you come back with the Yellow Gem). 


Yellow Gem Path 

Think combos! Pick up the first Gem at the end 
of the Yellow Gem Path. The Yellow Gem awaits 
just around the corner to take you back to the 
lava area. After going down the Yellow Gem Path 
and returning to the main area, find the second 
Gem at the end of the level. 


Bonus Area 
You know better than to Body Slam these crates 
until you’ve seen what’s above them.... 


Time Trial 

Right off the bat, you pick up an Aku Aku. Go for 
the Three-Second Box nest, but if you don’t get 
it—keep moving! Time is critical! Need another 
clue? Riding the T-Rex is the perfect way to get a 
Relic in this level. 


LEVEL 12: DEEP TROUBLE 


You may choose from two exits; only one leads to 
the Gems. If you see an exit and still don’t have 
the Gems or all the boxes, retrace your steps. 

From the start, shoot the TNT Boxes to clear 
the path in front of you. If you are too close, the 
explosions will take out the Jet Sub. Shoot the 
coral to get a hidden box. 


Time Trial 

Keep an eye out during the Time Trial for Aku Aku 
Boxes. They can help when you’re in a hurry! 
Again, the coral hides valuable treasure. Practice 
dealing with the paddles and avoiding the mines. 
Don't collect the One-Second Box. There’s a 
Three Second Box that’s easier to get. 


LEVEL 13: HIGH TIME 


To fill in the missing platform just after the Bonus 
Area, reach that point in the level without dying. 
Come back to it later. If you hop on it, you can’t get 
all the boxes in the level to get the Clear Gem. In 
this level, get the Crystal and the Clear Gem first. 
Then come back in to grab the Purple Gem. 


Bonus Area 

What'd | tell you before? Think combos! Jump up 
and spin the uppermost Bouncy Box. Jump onto 
the bottom one to reach the (?) Box at the top. 


The Purple Gem 

Once you have the Clear Gem and the Crystal, 
you can return to this point pretty easily without 
dying. If you do die, exit the level and warp back 
in. When you make it, you'll find it’s the trickiest 
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area yet. Spin the jar carrier you encounter before 
he gets to the firebombers. Slide into him. You’ll 
knock off the guy on the carpet as well! 


Time Trial 

During this Time Trial mode you should double- 
jump over the firebombs rather than wait for the 
fire to die down. 


LEVEL 14: ROAD CRASH 


Watch out for sinkholes. The Crystal is yours for 
coming in First Place, and a Gem is for getting all 
the boxes. But you needn’t accomplish both at 
the same time. Hit the gas the moment the light 
turns green for a turbo start. For the Crystal run, 
hit every one of the Speed pads at the end. Same 
goes for the Time Trial mode. 


LEVEL 15: DOUBLE HEADER 


You can only jump on the two-headed men; you 
can't spin or slide into them. Or avoid them. Jump 
up on the roadside curbs if you need to. Take a 
moment and watch for the pattern of the swinging 
clubs. To get the Crystal, run, bounce on the goat, 
and jump twice over the wizard’s fireballs. Spin 
some magic of your own on the wiz. Lastly, the (!) 
Box will detonate all the Nitro Boxes on this level to 
give you the Gem. 


Bonus Round 

Double jump over the TNT crates. Spin the (!) Box 
and head back to get the boxes above the Arrow 
Box you passed. Spin the bottom box. Jump up 
on the Arrow box to grab the two above it. 


Time Trial 
Practice your jump spin to get the Aku Aku Masks 
and boxes without slowing down. If you managed 
to boost up with invincibility, it will wear off before 
you need it. 


BOSS: N. TROPY 


Wait and memorize the patterns of his attack. 
After each series of attacks, he’ll rest for a 
moment. Dash over and give him a good spin 
attack. Hurry across the tile structure quickly. 
The first thing N. Tropy throws at you is a 
homing fireball. Wait until it reaches the edge of 
the solid platform. Run and jump to dodge out of 
the way. Leap over the electric bolts. The first one 
comes from the front, the next one from the right, 
and the last one from the left. N. Tropy throws 
three fireballs on the last round. Stand in one spot 
and then double-jump over the projectiles. This 
works, but your timing must be impeccable. 


FOURTH TIME WARP 


CHAMBER 


LEVEL 16: SPHYNXINATOR 


Watch out for the greasy floors. Slide across 
them. If you’re wondering why you get through 
the level missing four boxes, take a look at the 
screen below. 

Come back after you get through Level 20 
and have the Blue Gem. At that time, you’ll be 
able to get the second Clear Gem on this level. 


The Blue Gem Path 

Use your slide move and don’t worry about boxes 
in this area, except for ones etched with a C. 
Avoid the spotlights. 


Bonus Area 

A quick spin on the two middle boxes at the end 
should bring the metal framed crate down and 
ignite the TNT boxes. Body Slam the metal 
framed crate. 


Time Trial 

Jump to the top box and then across the pit. Avoid 
the flame-thrower during this Time Trial. Pick up the 
top One-Second Box from the six-crate stack and 
move on to pick up a mask and Two-Second Box. 


LEVEL 17: BYE-BYE BLIMPS 


To pick up the Crystal, shoot down all seven 
blimps before getting shot down yourself. To get 
the Gem, shoot down all the Balloon Boxes. Press 
m to roll to avoid direct fire from other planes. 
Hold down or @ to fire your guns. Follow the 
arrow to the nearest blimp—when the blimps are 
all gone, the level ends. Concentrate on the boxes 
first to do it all in one shot. 

During the Time Trial mode, wait until the last 
second to run through the red balloon with the 
clock. Go for the blimp dead ahead. After 
shooting down the first blimp, take a hard left to 
get the blimp behind you. Veer right, taking out 
the nearest one. There are no Time Boxes in the 
Time Trial mode. Shooting blimps is all you 
should concern yourself with. 


LEVEL 18: TELL NO TALES 


The last time you rode the Jet Ski it was all 
fun and games. This time you have a little more 
work to do. 

You must hunt for the boxes. The easiest way 
to avoid getting blown up is to stay near the ship, 
then veer left, traveling with the cannonballs. After 
the first Checkpoint, make sure you have 20 
boxes. After the second, you should have 34. For 
the third, you should have 54. These numbers 
include the actual Checkpoint Boxes. 

Note: The second island conceals a couple 
of boxes near its shoreline. The three extra lives 
can be found floating in the water outside the 
course markers. Before you go through the row of 
mines that mark the end of the level, make sure 
you have 61 boxes. 


Time Trial 

You'll find three Time Boxes just behind the first ship 
while an Aku Aku Mask can be found just past the 
Pirate swinging an anchor. 


LEVEL 19: FUTURE FRENZY 


You won't be able to get all the boxes or a Gem 
the first time through this level. You can, however, 
get the Crystal. You can’t come back to get the 
Gem until you’ve completed Level 29. You need 20 
to get into Level 29. This walkthrough covers Level 
29 because it drops you off here, in the middle. 
And you must go through the level backward. 
Don’t knock yourself out getting all the boxes, and 
don’t worry about the Bonus Area. When you 
come back (memorize the layout for later), you'll 
have the ultimate Special Move as well. 


Time Trial 

Take a crack at getting the extra One and Two- 
second boxes but don’t stop! The Nitro box farther 
on conceals a Three-Second Box. 


LEVEL 20: TOMB WADER 


This is the level where you can get the Blue Gem 
you need for Level 16. You must make it to a certain 
point in the level without dying. 


PRIMA’S UNAUTHORIZED STRATEGY GUIDE 


Once you get the Crystal in this level, go on to 
fight N. Gin. He’s not easy to beat, but beating him 
is easier than getting to the platform leading to the 
Blue Gem without dying. After you defeat N. Gin, 
you'll receive a reward. What he gives you is the 
key to getting through this level in style—the Fruit 
Bazooka! Now you’re talkin’! So rush through and 
get the Crystal; then come back and show those 
baddies who’s the boss! 


The Path to the Blue Gem 

This area is easier with the Fruit Bazooka. If you 
have the Crystal, go fight N. Gin and come back 
after you have defeated him. 


Bonus Area 

Jump on the lower (?) Box (the second box) in the 
middle under the shadow boxes. Then jump back 
and hit the box with the (!) mark on it. Jump on 
the top box and count one, two, three, four, and 
five. Jump off. Jump from box to box to the other 
side. Jump back and jump high to hit the (!) Box. 
Do what the signs say to do. 


Time Trial 

The beetle at the very beginning is a pattern 
indicator. Let it travel to the left edge. When it gets 
back to the right edge, hit the clock and go. With 
the water starting low, follow the pattern through 
the entire level. Make sure you get all the Aku Aku 
Masks. Before you pick up the third one, make 
sure the water is at its lowest (you'll see). Crash 
doesn't like water, but he sure can fly. Instead of 
waiting for the water to come down, double-jump 
and spin before the water level lowers. You’ll cover 
more ground when the water is at its lowest. 


He always starts out with a couple of 
missiles and his right-hand Gatling gun. Stick to 
the left side and keep your sights up around his 
shoulder. When he lifts his gun, blast it and get 
out of the way. When he stops firing, blast it 
again. When he retreats to his spaceship, take 
out the missile launcher at the bottom. Use little 
moves, back and forth, up and down, as you 
focus on one target at a time. If something 
comes too close, and there’s no time to shoot it, 
dive out of the way. Finally, the Fruit Bazooka. 


FIFTH TIME WARP 
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LEVEL 21: GONE TOMORROW 


If it’s your first time here, get the Crystal and get 
out. Pick up the Green Gem in Level 23, come 
back, and figure it out yourself. 


Back with the Green Gem 

Begin the level as you did the last time, breaking 
every box until you reach the Arrow Box. This 
must stay intact! 


Bonus Area 
Jump up to detonate the TNT box and use the 
Fruit Bazooka to take care of any Nitro boxes. 


Time Trial 

Dodge the oncoming dangers, or center yourself 

on the conveyor belt and wait for your turn to fire. 
Don’t overuse the Fruit Bazooka. You may be 

wasting some precious time when you could be 

jumping and spinning. 


LEVEL 22: ORANGE ASPHALT 


Here we are on the hog again. 


Time Trial 

During the Time Trial, you need every advantage 
you can get. Look for a set of Speed pads behind 
a barricade. Use every pad to get a Relic—and 
every Time box, too. 


LEVEL 23: FLAMING PASSION 


Use your bazooka and take the Green Gem back 
to Level 21 to learn the answers to all of your 
questions. 


Path to the Green Gem 

Before you ride, get the (?) Box above you. Dodge 
the swordsmen with a series of tumbles. Jump, 
jump, jump and then spin them. After the last 
swordsman, you'll discover the Green Gem. 


Time Trial 

This isn’t as tough as it looks. A Sapphire Relic is 
easy to get if you keep moving forward. Hit the 
clock and run to spin the first swordsman. Then 
shoot some Wumpa Fruit at the next while you 
wait for the first firebomb. The level is well timed 
for you to just keep running. Use the Aku Aku 
Masks one at a time rather than trying to save 
them until you get three. You’re invincible long 
enough to kill one, maybe two dudes. 


LEVEL 24: MAD BOMBERS 


Hit the bomber’s engines (even through the body 
of the plane) to bring those bogies down. Shoot 
out both engines at once. Plan your attack from 
the side. When you’ve downed four out of five 
planes, sweep around to make sure you haven't 
missed any boxes. When the last plane spirals 
Earthward, you get the Crystal. 


Time Trial 

The bombers follow a pattern, but how fast you 
shoot one down determines how far away the 
next one will be. Going after Health balloons 
takes time, so use your roll button constantly and 
be aggressive! While flying to destroy another 
bomber, take out enemy pilots along the way. 


LEVEL 25: BUG LITE 


To complete this level, you must have all five 
colored Gems. So far, I’ve told you how to get all 
but the Yellow Gem, which you must get from 
Level 27. Go and get it. 

Halfway through the level, you stumble on the 
Blue Gem platform. Go do all that stuff, get the Gem 
there, and warp out at the end. Warp back into the 
level to get the Crystal and the second Gem. You 
find only Nitro boxes in the Gem area, so don’t go 
back after you’ve been there and retrieved the Gem. 


The Blue Gem Path 

You need all five colored Gems in here. If you 
have the Blue one, you can take the path, but 
somewhere in the middle you'll reach a dead end. 
If you see a Blue Gem on the pathway, pass it by 
if you don’t have Gems in all the other colors. 


Bonus Area and the Second Gem 
Keep an eye out for holes in the ground! 


Bonus Area 

Prepare for the lights to go out halfway through the 
area. When you find yourself in the dark, just follow 
the trail of Wumpa Fruit to the Exit. The bug light is 
gone, but you should remember what the layout 
looks like. No need to worry about the Nitro Boxes. 
At the end of the level you can detonate them all. 


Time Trial 

You can just jump over the hole near the first 
spotlights. Thanks to Cortex, you now have the 
extra speed. 


BOSS: N. CORTEX 


Here’s the moment we’ve all been waiting for— 
the final duel with Dr. Neo Cortex himself. But if 
you stay alert, he won't be all that tough to beat. 

As the twin masks spin with each other, 
Cortex fires some laser balls at you. Try standing 
in the corner. Then, as he fires, leap across the 
room to safety. When his mines start dropping, 
be prepared—mines come flying toward you. 
When he’s thrown all his mines, run up behind 
him and give him a good spin toward the hole in 
the center of the room. 

As with most of the other bosses, the third 
time’s the charm. But he’s much harder to get 
into that hole on the last attempt. If you’re not 
quick enough, he’ll manage the energy for 
another round. Now let’s go! 


RELIC WARP CHAMBER 


MORE ABOUT RELICS 


You’ve got all the Crystals now, and you’re 
working on the Gems, but you won't be 100 
percent complete until you get the Relics. 
Without them, you can’t even get into some of 
the levels. 

It takes five Relics to raise the center 
platform in the main Time Warp Chamber. From 
there, you can access Level 26. Step on each 
level’s button to learn how many Relics you'll 
need to enter. To get the second ending, you 
must visit all the levels to get all the Gems and 
then head down to fight Neo Cortex again. When 
you first enter each level, you'll see what you can 
expect to reap from it, i.e. a Crystal, a Gem and a 
Relic. When you receive the Crystal from a level, 
the screen changes to show the Time Trial record 
you must beat to get the Sapphire Relic. After 
you have the Sapphire Relic, you can return to 
claim a Gold Relic. 


LEVEL 26: SKI CRAZED 


You must choose one of two ramps at the 
beginning of the level. If you take the left ramp 
instead of the right, you'll miss two boxes. At the 
first Checkpoint, you should have 14 boxes. At 
the second, make sure you have 33. And by the 
third, have 58. The next area will test your Jet Ski 
skills. Just remember, you have to be at top 
speed for all the jumps. Just back up an extra 
ramp if you miss a box. 


Time Trial 

It’s tempting to just blow through this level and 
not worry about some boxes, especially those in 
tricky areas. You can scrape by missing a couple, 
but you want to get most of them. 


LEVEL 27: HANG ‘EM HIGH 


This level seems amazingly short, but you won't get 
off that easily. The last challenges are extremely 
difficult jumps over Nitro Boxes. It’s best to keep 
moving. When you’re finished, you can return to 
Level 11 and find out what a Dino might do. 
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LEVEL 28: AREA 51 


BIG HINT: There are two Gems available in this 
level. You’ll collect one for breaking all of the boxes 
in the level and another for finishing in First Place. 
Sometimes spaceships can light the way or 
show a hole in the road that you should avoid. 
Also, road barricades denote upcoming potholes. 


Time Trial 
Stay close to the pack so you can see the road, 
and watch out for the UFOs that light the way. 


LEVEL 29: FUTURE FRENZY 


You may have moved through that level quickly, 
but it drops you back at the end of Level 19. 
Remember how you couldn't get the Gems, only 
the Crystal? Well, now you can get both. One lies 
at the end of this area, so break all the boxes as 
you go. They count toward the boxes you need in 
Level 19 to get the next Gem. Did | mention that 
you've got to do it backwards? 


LEVEL 30: RINGS OF POWER 


You’ve almost made it! All that’s left before 
fighting that evil Dr. Neo Cortex and getting the 
second ending is to get the two Gems on this 
level. It’s been a long haul. But after some high- 
flyin’ in the biplane, your spirits will be up, and 
you'll be more than ready to take on the Boss 
again. Come in First Place for one Gem, and get 
all the boxes for the other one. Easy? Well... 


The Second Ending 

Finally, a game that keeps on giving. By now you've 
beaten Cortex and have collected all the Crystals. 
So what’s the point of getting all the Gems? To 
view the second ending, of course! Cortex and Aku 
Aku are really disappointed when Crash shows up 
with the Gems, but they’re confident they can get 
them back. Prove them wrong, and get your own 
little gem of a second ending into the bargain. 


SUPER SECRET LEVEL 31: HOT COCO 


Well, whaddya know? All you have to do is be very 
observant, or very clumsy on two wheels, and you 
can access one of the game’s secret levels. See that 
Alien roadsign by the side of the road in Level 28? 
Just ride into it. What you do when you’ve accessed 
this level | leave completely up to you. Have fun. 


SUPER SECRET LEVEL 32: 
EGGIPUS REX 


Like Level 31, this secret level is found inside another 
one—Level 11 to be exact, down along the Yellow 
Gem Path. Grab onto the Dino and go for a ride. 


99 Lives 

99 Lives 

99 Lives 

99 Lives 
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CRASH BASH 


DINGODILE 


CHARACTERS 


You may select from one of eight different 
combatants. When it comes to playing the 
game, each character is as equally skilled 
(or not!) as the others. 


THE GOOD GUYS 

CRASH BANDICOOT 

What else can we say about 
this heroic, seriously agile, 
recently evolved marsupial 
that hasn't been said 
already? He’s cool, he’s 
brave and he’s ready for 
action...although you get 
the feeling he’d rather be napping in the sun. 


COCO BANDICOOT 

Coco is the spirited younger sister of Crash 
and is highly intelligent. She 
used her computer hacking 
skills to assist Crash in his 
early efforts against Dr. 
Cortex, and can always be 
counted on to be the brains 
to his brawn. 


TINY 

If ever there was a misnamed individual, Tiny 
is it! This fearsome tiger 
used to keep hungry lions 
as pets, and fought for Dr. 
Cortex. Now he’s been 
temporarily reassigned to 
the good side. 


Half dingo. Half crocodile. 
100% mean. He was 
trouble when he served 
the master of evil, but 

| now he’s going to get a 

| chance to redeem 
himself. 


THE BAD BOYS 

DR. NEO CORTEX 

Ridiculed by the scientific 
community for his 
outlandish theories, Dr. N. 
Cortex tried to create an 
army of mutated animals 
to help him rule the 
planet. He’s been 
thwarted at every turn by Crash, and now 
he won't rest until bandicoots are extinct. 


DR. N. BRIO 

Years ago, it was Dr. N. 
Brio who created the 
Evolvo Ray, but due to 
lack of self-esteem, he let 
Dr. Cortex take the credit. 
He once assisted Crash 
in stopping the fiendish 
plans of his mentor, but now appears to 
have returned to his evil ways. 


KOALA KONG 

When Dr. Cortex made 

j this bruiser from a Koala 
bear and an ape, he 
dedicated way too many 
protons to the muscle 
department and too few 
to the brains. Kong loves 
to smash and destroy things. 


RILLA ROO 

A newcomer to the Crash 
universe, not much is 
known about this bruiser 
except for the fact that he 
is another result of Dr. 
Cortex’ animal 
experimentation. He’s got 
the whipping tail of a kangaroo with the 
upper body strength of a gorilla. 


TRO 


Each challenge has its own set of rules, 
which will be explained the first time you 
enter. Your characters’ moves and abilities 
also differ from game to game, so be sure 
to read the instructions. A general 
summary of the main controls is as follows: 


Directional-pad or 

Left Analog Stick: Moves character 

X Button: Jump 

E Button: Attack (spin, kick, or shoot, 
depending upon character) 


® Button: Pick up and throw object 


CONTROLLER 


| 
| 


PRESS £) BUTTON TO CHONGE 


PRES 


At any time during the game you can hit the 
START button to pause the action and enter 
the Options menu. From this menu, you can 
review the rules for the game you are 
playing, turn on or off the controller vibration, 
and set the volume of the music or sound 
effects. The Options menu is also accessible 
from the “Select Game Type” screen. 


E ] 
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PRESS @ BUTTON TO ACCEPT 


GAME TYPE 


Crash Bash features three different modes 
of play-Adventure, Battle, and Tournament. 


ADVENTURE MODE 


This mode is the heart of the game and of 
this strategy guide. The challenges are 
divided into four main Warp Rooms. At the 
end of each Warp Room, you’ll have to 
defeat a Boss character to move on to the 
next set of challenges. 


TROPHIES: 

Be the first player to 
achieve 3 victories in any 
| game, and a Trophy will 
be awarded. You’ll need 
to obtain a Trophy from 
each challenge in a Warp 
Room before the Boss 
challenge is unlocked. 


GEMS: 

Once you have obtained 
| aTrophy from a 
challenge, you may 

| return to earn a green 

| Gem. The odds will be 

| stacked against you this 
time around, with a 
shorter time limit to complete the 
challenge, but fortunately you’ll only have 
to win once. Gems are necessary to unlock 
Boss challenges after Warp Room 1. 


CRYSTALS: 

] After obtaining a 
challenge’s Trophy, you 
may also return to earn a 
purple Crystal. You’ll be 
given an additional 
handicap or a slightly 
different challenge which 
makes the game more difficult. Crystals are 
also necessary to unlock the Boss 
challenges following Warp Room 1. 


RELICS: 


Once you have opened 
| up Warp Room 4, you 
can go back to any 
challenge in the entire 
game and earn a Gold 
Relic. How? You'll have to 
win two consecutive 
rounds against the champs — the best 
characters in each particular challenge. 


BATTLE MODE 

One to Four players may select a single 
challenge to play from any of the 
challenges you have already unlocked in 
Adventure Mode. You can play as teams or 
as individuals. 


face oerere | 
l TEAN BATTLE | 


The challenges are divided into seven 
different categories: 


Ballistix 
Defend your goal against the onslaught of 
balls, using a “kick” to speed up shots. 


Polar Push 
Knock enemies off the icy platforms, using 
a Turbo Boost. 


Pogo Pandemonium 
Paint squares with your color, grabbing 
Power-ups and using Missiles. 


Crate Crush 
Spin or throw objects into enemies. Watch 
out for TNT and Nitro crates. 


Tank Wars (locked) 
Tank battle using mines and missiles. 


Crash Dash (locked) 
Race using Turbo Boost and Missiles. 


Medievil Mayhem (locked) 
A variety of challenges played inside a 
circular arena. 


Once you have selected a category, 
you may choose from any arena within 
that category. 


= Challenges in the last three categories will 
—_ not be available until you have unlocked 
them in the Adventure Mode. 
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TOURNAMENT 


One to Four players may select a series of 
four challenges to play, all within the same 
category. You can decide how many 
victories, from 2 to 7, will be required to wina 
Trophy. The game automatically advances all 
players to the next challenge. If the computer 
is controlling one of the characters, you may 
also select the CPU difficulty level between 
Easy, Medium, and Hard. 


Challenges in the last three categories listed 
above will not be available until you have 
unlocked them in the Adventure Mode. 


You may have noticed that the 4 
g] button is not used in any 
Challenge. But that doesn’t mean 
that it doesn’t have a function! 
Press it during certain games and 
your character will “taunt” the 
others. 


There are two endings to the 
Adventure mode, depending upon 
which character you played the 
game with. If you chose a “good” 
character, Aku Aku gets wise to 
Uka Uka’s plan to steal the 
Crystals and manages to 
imprison him... 


...but if you choose a “bad” 
character, Uka Uka unleashes the 
| destructive power of the Crystals! 


But what if you were playing the 
Adventure mode with two players- 
one good, the other bad? You’ll be 
taken to a special Tie-breaker 
level where the two characters will 
battle it out to decide whether 
good or evil prevails. 


You’ve already learned that the 
Gold Relic challenge will open up 
as soon as you reach Warp Room 
4. However, if you manage to earn 
all the Gold Relics in the game, 
you will open up the Platinum 
Relic challenge. To earn the 
Platinum Relic, you'll now have to 
win 3 consecutive rounds against 
d the champs. 


A Once you have beaten Nitrus 

A Oxide, you will find yourself on 
another hub following the credits. 
This is the Bonus Warp Room, a 
bonus area consisting of 6 special 
į challenges. There are entrance 
requirements for each. 


After earning a trophy, the arena 
will now be unlocked in the Battle 
and Tournament modes. 
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CRASH TEAM RACING 


he has a serious addiction to speed. The race is on to save the planet! 


es 


A When another racer is on your tail, don’t 
blow yourself up with your own Nitro Crate! 


GENERAL ADVICE 


e Don’t drop a Nitro Crate when an 
opponent is on your tail—the blast 
radius will catch you as well! 

e If your fired weapon breaks open a 
crate, you can collect the Wumpa Fruit 
or Power-up inside. 

e Drop TNT, Nitro, and Beakers in front of 
Turbo Pads. Your opponents won't be 
able to use the pads to gain a boost 
without hitting the obstacle. But then 
again, neither will you. 


Me, 
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A Use TNT, Nitro and Beakers to booby trap 

Turbo Pads. Racers will smack into them! 

e If you’re targeted by a missile, you can 
stop it from hitting you by dropping a 
TNT, Nitro or Beaker behind you at the 
precise moment. 


TURBO METER 


e Learn to combine boosts from turbo 
slides and hopping. For example, you can 
get three turbo slides in a row leading to 
a ramp, hop off the ramp for another 
boost, and then get three more turbo 
slides the other direction. With practice, 
you can boost yourself almost entirely 
around every track. 

e Skillful players will be able to perform 
turbo slides even on straight sections of 
track by hopping and then turning 
sharply to the side. 

e If you’re knocked off the course, an Aku 
or Uka mask returns you to the center of 
the road. As it is about to drop you, rev 
your engines and you'll be able to obtain 
a Turbo Boost if you are on the red line 
when the wheels hit the road. 
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CRASH TEAM _ 
RACING | 


Once again our planet is threatened by a terrible evil: Nitros Oxide. And es 


A Use a Mask to maintain speed in terrain. 


e Practice chaining Turbos together, using a 
mix of Turbo Pads and jumps to keep 
your Turbos going as long as possible. 


HANG-TIME METER 


e The Hang-Time meter indicates how long 
you've been in the air. It depicts this in 
two ways. First, with a colored bar that 
goes from blue to green to yellow and, 
finally, to red, blue being the shortest and 
red the longest amount of time in the air. 
In addition, there’s a counter that ranges 
from 0-100+. Once you hit the ground 
and hit the ŒD button, the resulting Turbo 
lasts longer, the longer you’ve been 
flying through the air. 

e Remember that the Hang-Time meter 
only appear in the bottom-right corner 
when the map is turned off. 

e Using a Mask not only protects you from 
weapons, but it also allows you to drive 
through snow, rocks or mud without 
losing speed as you would normally. 

Feel free to do a little off-roading! 

e Detonating a bowling bomb early has 
its advantages—even if you don’t get 
a direct hit, the blast radius may still 
take out your opponents. Shoot one in 
between Nitro and TNT crates on some 
of the Purple Crystal levels, for example, 
and you'll take more of them out by 
detonating it than you would if you let it 
hit a single crate. 

e The Beaker is usually dropped behind 
your cart. However, if you press # on the 
directional pad/stick while hitting the 
power-up button, you send it ahead 
instead—just don’t run over it yourself! 


e Likewise, Bowling Bombs normally shoot 
out in front of you. If you instead press + 
on the directional pad/stick while 
pressing the action button, the bomb 
shoots out behind you. 


BATTLE MODE 


SECRET TRACKS 


PARKING LOT 

This locked arena is one of the most basic 
in Crash Team Racing. Each player starts in 
the center of one of the raised platforms in 
the corners of the arena—yellow, green, 
red or blue. There are a total of eight Fruit 
Crates which can only be obtained by 
holding down the Hop button while 
heading up the top of a ramp. There are 
four “?” Crates in the center of the arena. 


Track-Specific Strategies: 

The guardrails on the edges of the raised 
platforms stop you from falling off, but they 
also impede most of your weapons. You 
have to aim your weapon down a ramp to 
hit opponents in the arena below. Even if 
you already have the Fruit Crates, catching 
air by hopping off the ramps may help you 
leap over an oncoming opponent, which 
can often be useful. 


THE NORTH BOWL 

This locked circular arena contains a large 
igloo where players start the game—each 
of the four openings to the igloo contains a 
“2” Crate. Just outside the igloo is a large 
snow field containing numerous totem 
poles and a patch of ice which happens to 
take up one-quarter of the arena. Two Fruit 
Crates may be found in this area. Circling 
the entire arena is a large, raised ice- 
covered track which contains two Fruit 
Crates directly opposite each other. 


Track-Specific Strategies: 

Upon starting the game, immediately 
reverse to hit the “?” Crate and acquire a 
weapon. Totem poles can be great shelter 
against enemy weapons, but they can also 
be a hazard when trying to drive through 
the snow field. You can acquire turbo boots 
by hopping off the large moguls. 


LAB BASEMENT 


This final locked arena consists of a single 
level—no ramps or platforms here! Players 
start the game facing the outside of the 
arena with their backs to each other. 


Fortunately, the many acid pits are walled 
so that you cannot fall or jump into them. 
There are four Fruit Crates and four “?” 
Crates, which are symmetrically spaced. 


Track-Specific Strategies: 
Watch for the colors surrounding the 
pits to help you gain your bearings and 
locate opponents during the race. The red 
and blue colored areas contain the extra 
“2” Crates. 

And don't forget that you cannot fire 
projectile weapons over pits—they simply 
explode on the walls. 


A Komodo Joe 


RIPPER ROO 

You can obtain Roo after you beat the Red 
Gem Cup. Roo is a Beginner level racer, 
which means he has the best turning ability 
but slightly less acceleration and speed. 


KOMODO JOE 


Komodo is an Intermediate level racer, 
balanced in speed, acceleration, and 
turning ability. He’s yours once you beat 
the Blue Gem Cup. 


PAPU PAPU 


Unlocked for you once you’ve beaten the 
Green Gem Cup. An Advanced level racer 
with good speed. Unfortunately, he’s not so 
hot on the acceleration or turning, so don’t 
work him into a tight spot if you can help it. 


PINSTRIPE POTOROO 

This gun-toting guy is an Intermediate 
level “sprint” racer, which means better 
acceleration but weaker turning ability. He 
becomes available to you once you’ve 
beaten the Yellow Gem Cup. 
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A Pinstripe Potoroo 


FAKE CRASH 
American audiences might not be familiar 
with this character, who appeared in the 
Japanese commercials for the original 
Crash Bandicoot 
games. He’s an 
Intermediate level 
racer, well- 
balanced overall. 
“Fake Crash” is 
awarded when 
you’ve beaten the 
Purple Gem Cup. 


N. TROPY 


An Advanced level racer of the highest 
caliber, N.Tropy is much more difficult to 
get your hands on than the other racers in 
Crash Team Racing, so be prepared to put 
in a lot more effort. 

First, go into the Time Trial mode, 


A Fake Crash 


choose a course and give it your best shot. 


When the race ends, if you’ve sufficiently 
impressed N. Tropy himself with your 
performance, he’ll challenge you to a race 
(against his ghost). It gets crowded racing 
against your own ghost in addition to N. 
Tropy, but if you can beat his spectre on all 
of the tracks, he will become unlocked for 
you to select. 

Now the fun really starts! 


AN.Tropy 


uo 


-ONIOWY INVAL HSY 


CROC 2 


Some tail-stomping action is just what the Croc-tor ordered! Here are a few 
pointers to help Croc find his long-lost parents. 


SAVE THE EGGS 


It’s your job to locate the three eggs 
hidden in three Villages. 

There are three eggs hidden in the 
Sailor Village, the Cossack Village, and the 
Caveman Village respectively. It’s your job 
to get them back. Each of the levels has 
five doors that you can enter. Behind each 
door is one of the Color Crystals. 

You need all five Color Crystals to open 
the cages holding the eggs. When you get all 
five Color Crystals on each level, return to 
the caged egg to free it. The first thing you 
want to do when you see a Dantini in the 
Village is kill it. As you’ve learned, these guys 
are nothing but bad news. After the credits 
roll, you’ll return to the Inca Gobbo Village. 

Go get the final puzzle in the Inca 
Secret Maze. Now return to the trail leading 
up to the Inca Gobbo Village. Walk into 
Swap Meet Pete’s to get sent into the 
Secret Sailor Village. There aren’t any 
power-ups left in those Villages, but you 
won't need any of Pete’s Gummi Savers or 
Clockwork Gobbos. 


SECRET SAILOR VILLAGE 


After arriving in the Secret Sailor Village, 
you’ll discover there has been a Dantini 
infestation. It’s like this on all the secret 
levels. Tail-Smack the first guy and go 
toward Swap Meet Pete’s General Store. 
Swap Meet Pete’s is now closed, but if you 
go to the trampoline area, you'll find the 
first egg. It’ll be an omelet if the Dantinis 
have their way with it, so be quick. 


Orange Crystal 

Run to the door where you saved the 
captured Gobbo in the cage. Tail-Smack 
the Dantinis and cross the bridge. Follow 
the path back to find a Smash Box in a 
cage. Now cross the bridge and follow the 
stone path on the right around to a 
wooden crate. Tail-Smack the Dantini. 
Shove the crate down the stone path and 
to the left. Boost-Jump from the wooden 
crate onto the ledge to get the Key. Drop 
down, and then use the Key on the cage. 
Now break the platform crate. Run to the 
tree, leap up into it and then jump across 
the platforms. Tail-Smack the Dantinis and 
grab the Orange Crystal. You'll 
automatically teleport out of the level. 


Green Crystal 

Run to the mine across from the egg and 
enter. Hop across the bomb crates and the 
Dantinis. Enter the cave mouth at the end of 
the bomb crate line. Tail-Smack the Dantinis. 
Now swing on the rope and jump from island 
to island. Hop on the Mine Car and you can 
grab the Green Crystal on the tracks. 


Pink Crystal 

Hurry to the doorway that was originally 
the Secret Door on this level. Tail-Smack 
the Dantinis and cross the broken bridge. 
Now turn around and Boost-Jump on the 
platform crate at the end to reach the 
exploding platform above. From here, leap 
onto the catwalk. 


Special Tip: If you break the platform crate 
but don’t manage to get up on the platform, 
simply leave this level and reenter it to reset 
everything. Do the same thing if you miss 
the other platform jumps to get the Pink 
Crystal. But once you’re up there, smash 
the platform crate at the end of the catwalk. 
Finally, leap across the exploding platforms 
to the ledge to obtain the Pink Crystal. 


Blue Crystal 

Cross the bridge and run to the door where 
you had to find the Bird. Grab the Pink 
Balloon and float over the Dantinis. Tail- 
Smack the ones waiting ahead. Now turn 
and leap onto the islands in the lava. Tail- 
Smack the Dantinis and break open the 
platform crate. Turn around and leap back 
across the islands. Tail-Smack the Dantinis at 
the other end again. Now leap up onto the 
exploding platform to grab the Blue Crystal. 


Yellow Crystal 

Run across to the door where you saved 
the Gobbo’s sandwich and enter. Leap 
across the exploding crates, using the 
islands to rest occasionally. Fight the 
Dantinis ahead and get the Pink Balloon. 
The Pink Balloon takes you to the Yellow 
Crystal. Once you’re back outside, run to 
the kidnapped egg and free it. 


SECRET COSSACK VILLAGE 


Pink Crystal 

Walk behind Swap Meet Pete’s General Store 
go through the door where you originally 
saved the ice-trapped Gobbos. Jump across 
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the lava pits and leap through the swinging 
fireballs. Keep going through the door at the 
rear and jump over the lava pits. Jump across 
the line of exploding crates and floating 
islands. Enter the cave mouth on the rear 
ledge to get the Pink Crystal. 


Blue Crystal 

Make your way to Roger Red Ant’s door 
and go inside. Leap across the columns in 
the lava. Boost-Jump onto the catwalk to 
the right to get the Key. Now turn and doa 
running jump back onto the column. Leap 
to the catwalk where the platform crate is 
and smash it. To get the Blue Crystal on the 
ledge, hop across the floating platforms. 


Green Crystal 

Walk over to the train station door. Leap 
onto the column and Tail-Smack the 
Dantini. Leap up to the next column to find 
the Green Crystal in a cage. Move forward. 
Slide down the ice path and hop onto the 
islands. Jump over to the ledge with the 
platform crate. Smash it; then follow the 
line of platforms to the column with 
another platform crate. Smash this one too, 
then jump back along the floating 
platforms. Turn right on the island and then 
go back toward the ice path. 


Special Tip: If you miss the jump to the 
column with the second platform crate, but 
still land safely, remember that there is a 
shorter column behind the tall one. You can 
easily Boost-Jump up from here. Stop 
short of the cage with the Green Crystal in 
it. Turn around and leap up the floating 
platforms to grab the Key. Take the Key to 
free the Green Crystal. 


Orange Crystal 

The second egg is down on the frozen river. 
Cross the river and go to the door where 
the Snowman Contest took place. Roll the 
snowball down the wooden trough and 
toward the inside of the oval trough to find 
the caged Orange Crystal. Roll down to the 
bottom of the oval and go straight toward 
the bottom of the screen. Follow the trough 
until you reach the island with the Key on it. 
Now go back and free the Orange Crystal. 


Yellow Crystal 

Enter the door where the hang glider was. 

The Yellow Crystal is in a cage on the right. 
Leap up the line of exploding crates. Grab 
the Key and free the Yellow Crystal. Return 
to the river and free the egg. 


SECRET CAVEMAN VILLAGE 


Orange Crystal 
Once you arrive in the Caveman Village, 
climb the ledge where you got the Wheels. 


The egg is caged beside the tree at the top. 
Enter the door on the left as you face the 
Dantinis. Tail-Smack them and leap the lava 
pit. Jump onto the lower catwalk, Tail-Smack 
the swinging Dantini, then Boost-Jump from 
the middle of the lower catwalk to land on 
the overhead one. Go down to the end of 
the catwalk and get the Key. Drop down to 
the lower catwalk again and go down to the 
column sticking up from the lava. Boost- 
Jump onto the column. Tail-Smack the 
swinging Dantini; then use the rope to swing 
across to the ledge. Tail-Smack the Dantini 
and go through the cave mouth. Now Tail- 
Smack the Dantinis and leap the lava pits. 
Get the Orange Crystal at the other end. 


Green Crystal 

Enter the other door where you got the 
Wheels. Leap out onto the conveyor belt. 
Tail-Smack the Cave Dantinis hanging onto 
Pink Balloons, and make your way around 
the conveyor belt system. Avoid the 
stamper at the end and leap onto the ledge 
to the left. Get the Green Crystal. 


Special Tip: Get up against the stamper 
and leap toward the ledge as soon as you 
can pass through. 


Yellow Crystal 

Leap across the lava and go to the door 
where you rescued the Gobbos from the fire. 
Hop on the Mine Car and dodge all the bad 
sections of track. Lean left, right, right, right, 
left, left, right, and jump when the track ends 
under the support poles. After the jump, lean 
right, left, jump again, and get the Yellow 
Crystal at the end of the tracks. 


Pink Crystal 

Go to the door where you chased down the 
king’s Mammoth. You have the water pouch 
on this level, so get ready to use it. Tail- 
Smack the Dantini on the right and keep 
going in that direction. Remember the pool 
on the left in case you need more water. Put 
out the fire around the cage with the 
platform crate. You’ll need the crate, but you 
need a Key to open the cage first. Keep 
going forward. Walk under the flaming 
bridge and climb the wall on the right. Now 
put out the fire on the bridge and cross it. 
Put out the fire around the tree and leap on 
the tree to get the Key at the top. 

Go back to the caged platform crate 
and stomp on it. Climb the wall and cross 
the bridge again. Walk past the tree and 
Tail-Smack the Dantini. Jump down the 
ledge. Put out the fire and leap across the 
platforms to get the Pink Crystal. 


Blue Crystal 
Walk down the ledge to the entrance that 
had been the Secret Door. Go inside. Turn 


INCA TRIBE: SECRET MAZE 


to the left and Stomp the platform crate in 
the corner. Tail-Smack the Dantinis and 
leap across the exploding platform ahead. 
Another platform crate is ahead and to the 
left. Smash it and cross the exploding 
platforms. Grab the Blue Crystal. Free the 
final egg by the doors to the Wheels areas. 
Once you’ve freed the final egg, you’ve 
completed the game. Congratulations! 


INCA TRIBE: SECRET MAZE 
Everything in this section takes place after 
you’ve beaten Baron Dante. Wait till the 
ending credits roll to get transported back 
to the Inca Gobbo Village. Now go back to 
the temple area and walk up the ramp to the 
temple. Turn left and walk around the ledge 
of the first tier to locate the Secret Door. 
Here’s how to find that elusive Puzzle Piece 
so you can complete your egg-collecting! 
Once inside the maze, turn right and 
walk through the arch. Take the first right 
turn to spot the Smash Box in the corner. 
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Follow immediately with a left turn. Take the 
next right, and then the left turn ahead. 
Follow with a right turn. Skip the left turn 
ahead and walk straight to the Smash Box. 
Turn right. Turn left and walk straight to the 
wall. If your turns took you by a monkey 
face before this point, you zigged when 
you should have zagged. If you turn right at 
the wall you’re facing, you’ll see a monkey 
face and a Smash Box in the distance. 

Walk to the monkey face and Smash Box, 
and turn left. Go through the arch ahead. 
Through the arch, turn right to see the Puzzle 
Piece and a Smash Box. After collecting the 
Puzzle Piece, the level ends and Croc is 
returned to the Inca Gobbo Village. 
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CRUSADERS OF MIGHT AND MAGIC 


100, 


CRUSADERS OF 
MIGHT AND MAGIC 


Solve puzzles and fight foes as Drake, the game’s humble hero. So dust off that Warhammer and prepare for challenges 


at every turn. 


m, then # + m: A double swing. First left, 
then right. This does the damage of two 
regular swings, but the total force of the 
two swings together is used to figure 
whether you knock back your foe. Note 
that this attack can be easy to interrupt, 
since it takes so long to complete. 


m + t: An overhead smash takes longer, 
but inflicts 50 percent more damage. 


m, @, then t +m, m: A double overhead 
smash (actually, an overhead smash 
immediately followed by an underhand 
return blow) is like a double swing— 
damage from each swing is figured 
separately, but the combined force 
determines the knockback. It, too, is easy 
to interrupt. In addition, a double overhead 
swing with a battle axe or warhammer has 
an even better chance of knockback. 


The special attacks can be extremely useful. 
The tricky thing about them is the timing. 
They take much longer than normal to 


execute, and if you’re knocked back at all 
during your special attack, you lose whatever 
part of the attack you haven’t yet completed. 
For example, the spin attack is particularly 
effective against tough foes. 


m + 4: A 180-degree reverse swing attack 
swings your weapon up over your head, 

then continues with a downward smash at 
the area that was immediately behind you. 


+, 4, m + t: A 180-degree reverse swing 
attack swings your weapon up over your 
head, then continues with a downward 
smash at the area that was immediately 
behind you. 


m +m + t: Acharge attack inflicts double 
damage and better knockback. 


Is there any way to hit more than one 
foe with a single swing? 


Actually, there are two ways—an overhead 
swing with a longsword or mace can hit 
multiple foes, as can a room cleaner with 
any weapon. 


WEAPONS 


WEAPON SKILLS: 
The most important thing about developing 
your armed combat is to have a weapon skill 
“maxed out” by the end of the game. Which 
weapon is best? Playtesters were divided 
between the longsword and the battle axe. 


Shields 
What else can | do with my shield? 


@ + t: You can shield rush. This can knock 
back your opponent. 


@ (hold): You can cover against an attack. 
Your shield stays in position until you 
release the button. Thus, you may try to 
minimize damage while waiting for an 
opening in an opponent’s attack pattern. 


@ (tap): You can attempt to block a melee 
strike. You’ve got to tap @ after your 
attacker starts his swing, but before he hits 
you. You can even block a shield rush, but 
you can't block spells or thrown weapons. 


SPELLS 

Fire Storm 

This spell fires anything from one to five 
fireballs (one per rank). Either Fire Storm or 
Lightning can be your primary offensive 
spell, especially in the early going 
(whichever you prefer). You should make this 
spell your routine start to any significant 
combat. Having a utilitarian combat spell at 
max by the end of the game is pretty much 
essential to success. Pick one to 
concentrate on, and stick with it until you’ve 
boosted it to rank 5, then work on 
improving your other spells, as well. 
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Lightning 

This spell sends a lightning bolt at your 
target(s). At rank 1, it will hit a single target. 
At each higher rank, it will arc off the first 
target and then hit one more foe; if there 
aren't enough foes within the area, it will go 
on to hit targets again. 


Snap Freeze 

This spell “freezes” all foes within range. It 
causes no actual damage, but enemies 
can’t move while they’re frozen, and this 
makes them much easier to attack. 

Lots of foes have high Water 
resistance, reducing the duration of this 
spell, but it can still prove useful. In many 
cases, you just need to freeze your foes 
long enough for a quick strike or two. 


Deadly Swarm 
This spell summons a swarm of insects 
that bite and sting all foes within range. 

It’s a good “fire and forget” spell, 
useful for times when you’re ready to wade 
into combat. Cast it, and then hack and 
slash away to your heart’s content. It’s 
particularly useful against a coven of 
mages—each time it strikes one, his spell 
is disrupted, so you take far less damage 
while mowing them down. 

On the other hand, you can’t cast 
another spell while this one’s active, so if 
spellcasting’s your strength, stand back 
and repeatedly cast Lighting and Fire 
Storm, rather than Deadly Swarm. 


There are a total of twenty-seven talismans in 
the game: one weapon, shield and armor 
talisman for each of the nine magical realms. 


Mana Shield 

This spell creates a magical field around 
your shield that increases your resistance 
to all magic, acting as “armor” against 
incoming spell damage. This spell may not 
be cast if you don’t have a shield equipped. 


Your regular armor protects against 
normal damage, and also provides a little 
protection from Fire damage. You need Mana 
Shield to protect against all the other realms 
of magic. This spell is only useful against 
spellcasters, but it is extremely valuable 
when a mage or shaman comes to call. 


Heroism 
You summon up eldritch energies that 
imbue your body and spirit with increased 
energies. The result is an increase in your 
overall experience level. It does not 
increase weapon or spell ranks. 
Regeneration is far more useful at the 
lower ranks and at lower experience levels, 
but take time to develop Heroism. At rank 
1, it only boosts your experience level by 1, 
and there’s little difference between (for 
instance) experience levels 2 and 3. 
However, at rank 5, this spell boosts your 
experience level by 5, and if you’re already 
up to level 10 or 12, a boost to level 15 or 
17 will dramatically increase your damage, 
Health and Mana. 


Regeneration 

This spell causes Drake’s Health to 
regenerate at a rapid rate over time. The 
spell lasts for quite some time. Simply the 
most useful, most important spell at the 
beginning of the game. Regeneration is 
often the edge you need to survive a tough 
battle. At higher experience levels, and 
higher ranks, Heroism and other spells are 
just as useful. 


Holy Wrath 

This spell strikes all foes around you, but 
especially wreaks havoc with most undead, 
who are vulnerable to Light damage. 

This powerful spell offers a unique 
challenge, because it doesn’t show up until 
well into the game. It also costs a lot of 
mana to cast it. However, if you can 
manage your mana supply so that you can 
afford to make this spell a regular part of 
your combat routine, it will really pay off. 
There is probably nothing that will do more 
to ease your journey through the last 
couple of quests than having Holy Wrath at 
max level or close to it, especially with its 
hyped-up damage to undead. 


TALISMANS 


What does a talisman do? 


If you attach a weapon talisman to a 
weapon, all damage you inflict with that 
weapon is doubled and becomes magical 
damage. 

If you attach a shield or armor talisman 
to your shield or armor, you have increased 
resistance against that type of magic. 
Every armor talisman gives you 20 percent 
more resistance to its realm of magic; 


every shield talisman gives you 10 percent 
more resistance to its realm of magic. 


How do I get them? 


Mostly, you find them. You can buy some of 
them from merchants, but they’re 
expensive—you’ve got to give both gems 
(of the appropriate type) and gold to get 
any talisman. Light and Dark talismans 
aren't for sale. 


Get Crusaders of Might and Magic: Prima’s 
Official Strategy Guide for full items listings, 
prices and locations, complete weapon and 


spell tables listing cost and damage, full 
character descriptions, combat strategy and 
damage values, and more. When your life is 
at stake, you can’t afford to take 
chances...buy the book. 


Why would | want more than three 
talismans—one each for my weapon, 
armor and shield? 


Because you can switch between them— 
you can equip your Fire Weapon talisman 
against a Yeti, then switch it for your Air 
Weapon talisman against Stone 
Elementals. Meanwhile, your Water Shield 
and Armor talismans are protecting you 
against the Yeti’s attack, while your Earth 
Shield and Armor talismans protect you 
against the Stone Elementals. 


Can I put more than one talisman on my 
weapon? 


No, you can only have one talisman on a 
weapon at a time. (You can also have one 
shield talisman and one armor talisman 
equipped at the same time.) However, you 
can freely switch all your talismans to 
better prepare for each new foe. 


OTHER GOODIES 


A Vanishing Dust costs 25 gold and 
significantly reduces a foe’s ability to detect 
you; it lasts 30 seconds. 
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How effective is Vanish Dust? 

A foe can detect you at a much greater 
range if you’re in front of him (a 120-degree 
arc). If you’re to his side or behind him, you 
can get much closer before he realizes 
you’re there. Vanish Dust lets you come as 
close to a foe’s face as to his back before 
he realizes you’re there. Note that few foes 
will actually let you walk up and swing at 
them before they notice you. 

Vanish Dust doesn’t make you 
completely invisible. Instead, it greatly 
reduces the range at which enemy 
creatures can detect your presence. 
Avoiding fights is not recommended as a 
general policy, but there are times when it’s 
desirable—basically, when the enemy is 
tough, you’re short on Healing potions, and 
the nearest Save Point is far off. 


Your major expense is probably getting your 


armor up to max. Everything else in the game 
you can find for free, if you search with 
reasonable care, but the very best armor has 
to be purchased. 


When you use Vanish Dust to evade 
combat, make sure you move around each 
enemy in a long, curved arc, to stay well 
outside of his detection range. 


MERCHANTS 


There are three merchant shops in the 
game. One is in Citadel, run by the 
Quartermaster Korinda. One is in Corantha, 
run by the twin smiths Castor and Pollux. 
The third is in the Dasher village, run by 
T’Pok. Their prices never vary. 
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CYBERSLED 


CYBERSLED 


This game of futuristic gladiators battling it out in high-tech tanks requires 
sharp reflexes—and even quicker thinking. These vital tips will give you the 


G HINTS 


e Always keep moving during play, and 
never underestimate what your computer 
opponent is up to—it keeps constant 
track of what you’re doing. 

e Handicap the better player in two-player 
mode by making them use the in-cockpit 
view. In this mode, the player has a much 
more limited view of the game action, 
and this gives their opponent the 


<The external 
camera provides 
4 a wider field of 

d view and makes 
it easier to keep 
track of your 
opponent. 


F-wwanank? I SPH] OR THE PRIZE I. 
HONEY, OH FARE AND RESPECT. 
1] WEED OUT THE HEAR. 


A Take time to experiment with the different 
sleds and see which one suits your playing style. 


advantage. You can similarly handicap 
players via the Options mode. 


e Use Weapons Lock Down in the two- 
player mode to lock down the high- 
powered missiles. In other words, players 
can only use their machine guns during 


Pee se A 
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A Try not to get stuck out in the open—instead, 
use cover to draw your opponent out. 


battle. This makes each contest last 
considerably longer, giving it a cat-and- 
mouse aspect instead of the usual 
shooting-fish-in-a-barrel feel. 


GENERAL STRATEGY 


e For the most part, Cybersled is a 
combination of hide-and-seek and 
search-and-destroy. Never turn your 
back to an opponent—and keep moving. 

e The choice of two perspectives — 
perhaps Cybers/ea’s best feature — offers 
players an alternative view of reality. The 
behind-the-tank perspective is best for 
most battles. 

e Use your best judgment and choose a 
monster tank that suits your style. 
Crusher may move like an elderly 
tortoise but he’s the most powerful 
sled—and carries the biggest payload. 

e Carefully track your prey and use barriers 
and retaining walls as a safety net. 

e Examine the arena layout before each 
battle to scope out hiding places. 


TER THE OSE OF ROTATION’! 
ICHTING IN CLOSE 1S DANGEROUS! 


z ps 


A Many of the in-game “tips” provided are 
fairly obvious, but pay attention all the same. 


8014A6480005 
8014A6621000 


Infinite Missiles 
Infinite Shields 
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EXPLORING THE WORLD 


OF UMA 


The evil Draak has escaped his prison and 
is preparing to take control of the World of 
Uma. You must find the seven Crystals and 
reunite them in the Time Orb so Draak will 
once again be banished. 

Within Uma, there are five major areas 
you can explore—the town and the 
northern lands of Ardyl, Marghor, Omar, 
and Serkesh. In addition to all the 
aboveground sites, each land includes two 
four-level dungeons. 

The town serves as a haven from the 
world’s corruption; it is only there that you’re 
completely safe. The northern lands are full 
of evil creatures, but a variety of peaceful 
beings there need your help. They live on 
borrowed time, as the minions of Death 
slowly squeeze the life out of this once- 
beautiful world. The farther north you 
venture, the more corrupt the lands and 
dungeons become. The fourth land, Serkesh, 
is the most evil—and is Draak’s home. 


THE TOWN 


Although you'll 
come across spells, 
weapons, armor, 
and other items 
during your travels, 
no other place on 
Uma furnishes the 
supplies the town 
does. Several 
establishments provide services and items 
that will assist you in your quest to rid Uma 
of Draak’s evil influence. 

The main reason for going to town is to 
visit the merchants. Each offers different 
wares, but some general principles apply 
to all. 


AThe town is a 
safe haven. 


To talk to non-player characters (NPCs), 
walk near them and press @. You can find 


useful information by chatting with everyone 
you meet. 


e Press ® near a merchant to view his or 
her menu. 

e Merchants usually have little to say. You'll 
rarely gain new information from talking 
to them. 

e Transactions always work the same way: 
To buy an item, select it from a 
merchant’s inventory. To sell an item, 
select it from your character’s inventory. 

e All transactions are final, so don’t 
choose something unless you’re certain 
you want to buy or sell it. 

e Because the party’s Gold is pooled 
when purchases are transacted, one 
character needn't carry all the money. 
One character can purchase items for 
another and pass them along. 

e Prices vary according to your characters’ 
Trade skill. A higher Trade skill guarantees 
better prices from all merchants; with a 
nonexistent Trade skill, your character will 
pay top price for all items. 


THE LANDS 


The Lands of Uma lie north of town. As you 
move north, each area becomes 
progressively more difficult to travel through, 
with more deadly creatures and challenges 
to contend with. Therefore, you should 
explore the first land, Ardyl, and complete its 
two dungeons before moving on. It’s safer to 
approach the southern lands first, because 
the creatures to the north are far more 
powerful than those in the south. By the time 
you reach the north, your characters are well 
practiced and powerful enough to survive. 


ARDYL 
ars The land of Ardyl 
was originally home 
to Uma’s most 
| savage warriors, 
including the 
beautiful-but- 
deadly Amazons. 
However, this once- 
powerful land has fallen under Draak’s 
influence, and is now occupied by giant 
wasps, goblins, and skeletons. 


AThe land of Ardyl. 
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MARGHOR 


Long ago, Marghor 
was the province of 
Uma’s most 
powerful Magicians 
and Witches. They 
survived the 
changes by 
remaining 
sequestered in towers deep in the heart of 
the forest. Unfortunately, Man-lizards and 
Man-rats have burned the Magicians’ towers 
and massacred many Witches, leaving 
Marghor a shadow of its former self. 


OMAR 


AThe land of Marghor. 


> Numerous 
|| monasteries once 
{| stood in Omar. 
| Monks and 
Priestesses went 
there to strengthen 
their faith and learn 
a range of arts, from 
magic to combat. When Draak returned, he 
viewed this holy land as a threat and sent 
Wyverns to destroy the monasteries and 
temples. They disappeared one by one, until 
all that remained was smoking rubble 
guarded by Draak’s minions. 


SERKESH 


AThe land of Omar. 


Traveling merchants 
will go almost 
anywhere to sell 
their wares, but 
even they avoid 
Serkesh. In spite of 
the village militia 
and the guards, the 
roads here are unsafe; few dare to travel 
unescorted here. Serkesh is Uma’s least 
populated land. Snakes proliferate here, 
robbers stalk the roads, and a pall of evil lies 
on everything. 


THE DUNGEONS 


Underground passages throughout Uma 
connect its monasteries, villages, and other 
areas. As the evil grew and the good 
people of Uma feared to travel above land, 
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AThe land of Serkesh. 
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these passages were used more and more. 
It was only a matter of time before Draak’s 
minions sought to control these areas as 
well. They used them to quickly subvert 
and destroy outlying villages, swarming out 
of the ground to kill those who dared 
oppose them. Now the passages house 
Uma’s most vile creatures, as well as many 
of Draak’s disciples. 

In your quest to find the seven Crystals 
and reconstruct the Time Orb, you must 
explore all of these passages, which form 32 
dungeon levels in all. There are two 
dungeons in each of the four lands; each 
with four levels. Each dungeon is tied to a 
Crystal quest—one of the Crystals you need 
to recreate the Time Orb lies in each 
dungeon. The deeper you go into a dungeon 
and the farther north you travel overland, the 
more difficult your quest becomes. Let’s 
take a look at what is in these dungeons. 


HEALTH/MANA FOUNTAINS 


Near the start of 
most dungeon 
levels, you’ll find a 
red Health fountain 
or a blue Mana 
fountain. Clicking 
on the fountains 
restores all of each 
character’s Health 
or Mana points. 


AHealth and Mana 
fountains renew your 
character’s Health 
and Mana. 


DOORS 


You can open most doors in the underground 
world by clicking on them. Some doors are 
locked, however, and you'll need a key or 
some other means to open them. 


CHESTS 


Chests contain items or Gold, and are 
easily opened. But beware—they may be 
traps! Some chests explode if you try to 
open them. Use the Detection skill to see 
which chests are dangerous and the 
Defusing or Telekinesis skill to disarm them. 


CRATES AND VASES 


You can smash 
crates and vases 
with a weapon to 
get the Gold, food, 
or items they may 
hold. Like chests, 
they can be rigged 
to explode. Before 
smashing them, 
defuse them or use 


elles a 


ASmash crates and 
vases to find food, 
valuable items, 
and Gold. 
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Telekinesis on those your Detection skill 
spots. (If there’s a trap, the object flashes.) 


SPELL ARCHIVES 


These book-filled pedestals can be 
searched. Click on one to receive a spell 
scroll or spell book. 


LEVERS 


When you find a door that is blocked, look 
for a lever or set of levers on the wall. Push 
the lever to unblock the door. When there’s 
more than one lever, you must click on 
them multiple times to find the combination 
that opens the door. 


TRIP PLATES 


Instead of levers, often you'll find loose floor 
tiles that highlight when you pass your cursor 
over them. Step on these trip plates to open 
doors you can’t open otherwise. One 
character may need to stand on a trip plate 
to keep a door open for his or her partner. 


TELEPORT TILES 


These floor tiles are indistinguishable from 
other tiles without the Detection skill. Teleport 
tiles can separate your party in seconds, 
whisking the unlucky person who steps on 
them to another location in the dungeon. 


ADVENTURING TIPS 


The following quick tips will help you as 
you adventure overland and underground. 
They provide tactics you can use when 
fighting to obtain the seven Crystals, as 
well as in your showdown with Draak. 

e Always complete each overland area 
first. Follow up by delving into local 
dungeons. This way, your characters’ 
experience will more closely match the 
challenges you face. 

e Let the computer control the character that 
uses ranged (or missile) weapons. This way, 
you can use your short-range fighter to 
open doors and allow the other character 
to launch missiles or arrows through the 
open door. If you don't do this, your fighter 
could be overwhelmed and killed. 

e Don't let your guard down. Seemingly 
harmless NPCs can transform into 
formidable opponents. Remember, evil 
rules the lands, so be on your guard at 
all times. Don’t trust others until they 
prove themselves. 

e Keep your gear in good repair. Watch for 
a red outline of any gear you’re using. 
This means the weapon or armor is 
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about to be destroyed. Get it repaired 
quickly, either in town or by using the 
Repair skill. 

Return to town often. Rest and 
regenerate, as well as buy new items 
and spells. This is especially important in 
the early going. Also buy food in town. 
With no food, your character will starve 
and eventually die. (The Food spell 
regenerates 34 of your character’s Food 
points with every casting, as well.) 

Use narrow hallways and doorways to 
whittle enemies down to size. When you 
face overwhelming odds, get to a 
doorway, narrow passage, or other choke 
point. It’s much easier to face enemies 
one at a time rather than all at once in an 
open area where they can surround you. 
Use your Belt items wisely. Use them as 
shortcuts to your inventory items. Don't fill 
the Belt item space with the same item 
multiple times; put one item—for example, 
a Health potion—in a Belt item slot, and 
then place your other Health potions in 
your inventory. Then you can access all 
Health potions from one Belt item slot. 
Keep a good stock of emergency scrolls 
on hand. Resurrection, Magic Door, and 
Teleportation are good scrolls to keep on 
hand until you learn these spells. 
Resurrection lets you revive a fallen 
comrade. The others allow you to quickly 
escape danger. 

Skills can be more important than spells. 
Skills cost a one-time-only fee, and 
they’re worth the investment. They allow 
you to perform magical feats without 
using Mana, and that becomes 
important the farther you explore. 
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PROQUEST: VENUE 


HOT SPOTS 


Proquest is the whole enchilada. Each 
venue features a variety of hardcore 
objectives—stunts you have to nail and 
point totals you have to make if you want 
to advance. This chapter features brief 
walkthroughs of each area. 


GREENVILLE—VAIL TRAILS 

The first challenge is to hop the log in the 
road. Make sure you jump early enough. 
Next, jump over the first dirt mound. If 
you’re having trouble clearing the bottom 
of the jump, try jumping at an angle. 

Your next 
objective is to hit 
the four electric 
boxes. The first box 
is behind the start 
point and another is 
facing you just to 
the right of the start. To get to the third, ride 
straight from where you start, past the 
fence, then veer hard right before you run 
onto the railroad tracks. The fourth is in the 
area to the left of your starting point. 


When you hit these three electric boxes, the 
railroad crossing gate opens, enabling you to 


jump one of the flatheds. 


After you’ve collected all four boxes, 
throw down enough tricks to earn at least 
5,000 points. Once you’ve completed 
these objectives, you hit the big time as 
you advance to the Pro Challenge. 


PRO CHALLENGE 


The first objective is to jump the creek gap. 
Head back to the yard to your left; the ramp 
you need to jump is butted up against the 
fence. Go to the far corner, get a good head 
of steam, and let ‘er rip. Take advantage of 
your airtime to rack up points. After you’ve 
jumped the creek, keep moving straight 
ahead to jump over the tree trunk. 


Don’t forget to do tricks and jumps to score 
more than 15,000 points in a single run— 
you've got to go gonzo to score like this. Keep 
the combos happening as rapidly as you can, 
and use the trick modifier © as much as 
possible. Keep wipeouts to a minimum, and 
handle all the objectives, and you'll get your 
first sponsor. 


Next, head behind the house and use 
the trailer to jump over the fence. Go all the 
way to the back of the yard and get some 
good momentum. You don’t have much 
room, so make sure you’re lined up to hit 
the jump straight on. 


Just when you 
thought you were 
through with this 
venue, new 
i] challenges come 
along. Now that you 
have a sponsor, this 
is your first real experience as a pro, SO 
start it off right by jumping the flatbed of 
the freight train. Pull up by the log and wait 
until the flatbed comes into view. Time your 
jump so you don’t get nailed by a boxcar. 
When you’ve cleared the first flatbed, jump 
back over another flatbed and head for the 
back of the house where you jumped the 
trailer. Hit the ramp that dumps you onto 
the roof of the house to complete the next 
objective—the extended grind. 

You can approach the extended grind 
from either the top of the house or (coming 
the other way) from the fourth electric box. 
You have to grind more than 180 feet of 
power line, so get your speed up and 
maintain your balance. 


GREENVILLE—GREENVILLE PARK 
Your first objective 
is to pull a 360 over 
the ramp park’s box 
jump. Get up some 
speed and hit the 
ramp with gusto. 
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Your second task is to grind more than 50 
feet anywhere on the course. An easy bet 
is to find the wall that runs downhill against 
the flowerbed and wall. Get up on the 
platform and hoop the edge. Maintain your 
balance—the slope helps your momentum. 

Three crates are scattered around the 
area in which you start. One is at the 
bottom of the slope you just came down. 
Another is on a forklift and is raised once 
you’ve finished grinding it. You don’t have to 
grind the boxes for long. Just make sure 
you tap 4 when you hop up. Scoring more 
than 10,000 points in a run is easy business 
by the time you get this far. Just have fun. 

Find the cargo box against the wall near 
the starting point. Approach the ramp beside 
it at a slight angle—as you climb through the 
air you’ll clear the box and land on the ramp 
on the other side. Near the cargo box 
transfer is a fence transfer. Approach quickly 
and at an angle, then hit a spin move or flip. 
It may take a couple of tries, but when you 
clear the chainlink fence you’ll come down 
smoothly on the opposite ramp. Go straight 
from the starting point and take a hard left at 
the opening of the fence. Run back along the 
other side of the fence until you see a ramp 
marked “Slow,” then aim for the green tops 
of the warehouse doors. You have to do 
some riding around the central area, and the 
clock is against you. Grind all four 
warehouse doors to score big. 

There are plenty of ramps, big and small, 
and enough metal and concrete to grind 
your deck into a toothpick. Those warehouse 
doors you opened access some slick ramps 
inside. Wipeouts will cost you time. 

Once you’ve mastered the art of 
grinding warehouse doors, grinding the 
roof is kid’s stuff. Get a good run, time your 
launch off the ramp, and grind your pegs. 
The jump between warehouse roofs is 
tough. First, leap onto the rooftop, then 
race to the edge and press X to jump. 
Press X again to bounce off the middle 
roof. If all goes well, you'll land smoothly 
on the third roof. 
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One cool 
challenge is to 
grind four of the 
rooftop cables. Hop 

- onto a warehouse 
roof and circle until you find a cable. Use 
your brakes (+) to control your speed. 
Warehouse windows are also plentiful in 
this area. Jump them from the inside of the 
warehouses you opened in the previous 
level. Find a good launching surface and 
get your forward momentum up. The key to 
getting four windows is to keep it moving. 
Wipeouts only slow you down. 


GREENVILLE—BACKYARD POOLS 


You have to knock over four of the long, 
blue deck chairs. The first is straight ahead 
from the starting point, the second is to the 
left of the first, the third is on top of a half 
pipe, and the fourth is on the grass in a 
dead-end on the far left side of the starting 
point. Run over them and move on. 

Next, get a good run at a steep ramp 
to earn points for jumping 30 feet in the air. 
At the height of your jump, hit # to get a 
few more feet. Use the height meter to 
gauge your progress. 

Now, use the giant quarter pipes to nail 
the 540. Make sure you land perpendicular 
to the ramp, or you'll bite it hard and your 
trick won’t count. 

On your next objective, if you land on a 
rail when doing the pool-to-pool transfer, 
you won't get credit for the objective. Make 
sure you Clear the deck and the rail, and 
land in the pool. 

Next, find and grind the green lawn 
mower. Don’t come at it too hard or you'll 
fly into the brick wall on the other side. 

Your last objective, the pool-to-roof 
transfer, is a real test of your mettle. From 
the starting point, dip into the first pool to 
your left, circle back, and head for the pool 
house. Launch off the ramp that is built into 
the side of the pool, and hit # to clear your 
back tire over the edge of the roof. 


WOODWARD—WOODWARD TRAILS 
es In this area, your 
first objective is to 
| clear each jump in 
mi the six pack. This is 
| tough because the 
| jumps aren’t spaced 
equally, and you 
may find yourself clearing one jump only to 
land in the middle of the next one. Once 
you make a few runs, you’ll find the rhythm. 


The second objective is to jump the 
muddy creek that is located in the opposite 
corner of the yard from the starting point. Get 
a good run and be sure to land on the grass 
on the other side. Break off all four cabin 
doors. The first is located immediately to the 
left of the starting point. Continue around the 
cabin to locate the other three doors. 

One of the pro trials is to pull a backflip 
over each jump in the six pack. Again, 
timing is what counts. You may need to take 
a couple runs to get them all. Clear the four 
golf carts to meet the Protrial objective. A 
couple of the carts are hidden between 
jumps, so cruise around to scope them out. 


WOODWARD—LOT 8 


Take an angled approach when transferring 
over the fun box. Release X at the very top 
of the ramp. To perform a flair (180 back flip) 
in the bowl, get a run at the side, then press 
X+™+4+(R2) or (£2). It takes some work to 
get onto these fences from the ground. 
Some can be reached from the decks. 

To grind the tower above the bowl, you 
have to line up your takeoff perfectly. It’s 
easy to miss the tower and sail over the 
deck. Stick to the right side of the long, 
straight ramp that leads to the tower. The 
fire alarms are spread out all over the 
place, but each is accessible by a ramp or 
jump. Press X+ when you reach the level 
of the fire alarm. 


WOODWARD—TITANIC 


The Titanic Gap is right in the center of the 
venue. Take the ramp directly in front of the 
starting point. Get on the deck, and find 
the ramp you need to jump, then make a 
run for it. You might want to use the other 
ramp on the deck to get a running start. 
You must clear 35 feet of air to move to the 
next level. You can hit a good jump from 
any of the gargantuan ramps. 

Now, from the starting point, fly down the 
ramp and transfer over the Titanic Channel. 
Make sure you have good speed and the right 
angle. A mini-gap is just on the other side of 
the Titanic Gap. Use the ramp opposite the 
mini gap to get a running start and jump. For 
a real challenge, close your eyes. 

You have to 
grind both blue lifts 
to open the cage. 
They’re located at 
opposite ends of 
the venue, but once 
you find them the 
grind is easy. The 900 means business. 
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Your best bet is one of the giant ramps 

near the starting point. Start the spin as 
you reach the lip of the ramp, and don't 
stop until you hit 900 or bite it. 


CHEATS 


ALL BIKES 


At the bike selection screen, press f, €, f, 
+, tT, 2, €, >, @ to unlock all bikes. 


ALL LEVELS 


At the bike selection screen, press €, f, 
>, 4, €, 4, 2, t, €, @ to unlock all levels. 


ALL STYLES 


At the style selection screen, press €, f, 
>, 4, ¢, 4,4, t, ©, @ to unlock all styles. 


EXTRA POINTS 


Just before the timer reaches zero, press X 
and bunny hop while not on a ramp. Hold 
#+X or 4+X to continue to get points 
even though time has expired. 


BIG CRASHES 

Complete the game successfully with Leigh 
Ramsdell to unlock the big crash option at 
the cheat screen. 


STICKY CRASHES 

Complete the game successfully with 
Kenan Harkin to unlock the sticky crash 
option at the cheat screen. 


SILLY GRUNTS 


Complete the game successfully with Tim 
Mirra to unlock the silly grunt option at the 
cheat screen. 


FIRST-PERSON VIEW 

Complete the game successfully with Mike 
Laird to unlock the first-person view option 
at the cheat screen. 


GHOST RIDER 

Complete the game successfully with Joey 
Garcia to unlock the ghost rider option at 
the cheat screen. 


EXORCIST MODE 

Complete the game successfully with Troy 
McMurray to unlock the exorcist option at 
the cheat screen. 


BIKE SUSPENSION MODE 

Complete the game successfully with Chad 
Kagy to unlock the bike suspension option 
at the cheat screen. 


NIGHT VISION MODE 


Complete the game successfully with 
Shaun Butler to unlock the night vision 
option at the cheat screen. 


DEAD OR ALIVE 


Study and learn these complete move lists for every character in this classic beat-’em-up to ensure that you stay alive 


and your opponent ends up, well, dead. 


Shotei AA 
Back Fist wa 
Back Fist Punch KAA 
Double Fist 34 
Atomic Punch 364 
Stomach Hold Punch vs98 
Upper Elbow TA 
Palm Attack RA 
Lei’s Attack ea 
Rolling Sobat RO 
Upper Palm Smash taAa 
Low Joint Kick cO 
Swirling Face Kick |10 
Chiki Screw Back Kick |00 
Double Smash Kick ee 
Front Screw Kick eve 
Split Kick +40 
Palm Spring Kick +240 
Triple Screw Kick €0@010 
Double Jump Kick ULAJ 
Double Hands DOA 
Knuckle Part eA 
Shoulder Bash eA 
Fair Lady Attack AADA 
Phoenix Combo AAD>A® 
Defending Palm ANAA 
Taiqi Combo AAtAA 
Knee Attack A+® 
Palm Split Kick AAVO 
Palm Splash B+A+®@ 
Palm and Fist AMA 
Arm Bar Throw beea 
Chest Hold Bash B+A 
Reverse Parallel Chop €+M+A+@ 
Lotus Throw +A (to enemy’s back) 
Sannei >on 
Knee Grab Attack {wm (enemy in crouch) 
Front Kick Bomb 238 


Jaw Crusher 


>m (to enemy’s back) 


A So unleash a flurry 
of boots to his shins. 


ALei is fast and can 
do multi-kick attacks. 


Shoulder Thrust 
Back Spine Elbow 


+m (to enemy’s back) 
we €m+A(during 
Stomach Hold Punch) 
xE (enemy in 

crouch from behind) 


Reverse Karate Chop 


Neck Lariat >> 8+4+@(during 
Back Spine Elbow) 
Taunt PeDM+A+@ Of C9 EM+A+O 


KASUMI 


A Victorious! Time 
for some gloating. 


A Kasumi has a wide 
range of moves. 


Shadow Sword DOA 
Float Sword TA 
Round Sword ea 
Illusion Sword uA 
Air’s Kick Combo AAA® 
Ground Tornado +H+® 
Dash Tornado +330 
Double Tornado u+0 8+@ 
Ground Tornado Combo AAAVO 
Double Tornado Combo AACO 
Deep Mist MAA 
Moon Flash Combo AARO 
Moonsault Kick R 
Moon Darkness *@® (with back to enemy) 
Misty Moon yyAt+@ 
Wind Fang x40 
Lightning Spin Combo AAPALVO 
Rising Cutter 10 
Lightning Dirk Combo 4432400 
Heaven’s Arrow ae 
Heaven’s Kick ee 
Go To Heaven ta 
Angel Wheel RA 
Windmill Kick xm+0 
Kasumi Cyclone H+A+@ 
Whirlwind 4+0 
Air’s Kick 0x0 
Earth’s Kick ere 
Rainbow Throw B+A 
Ground Lance UETA) 
Roundabout bude 
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Rising Swallow >234+0 
Flying Swallow >> H+O 
Falling Swallow em (in Flying Swallow) 
Shadow Swallow 4 A (enemy in crouch) 


Silver Flamingo 340 


Hawk’s Phantom veem+o 
Broken Wings mA (to enemy’s back) 
Flaming Candle 2°98 
Thorny Path ¥@ (in Flaming Candle) 
Spinning Fall 4sm 
Pick-Up-Cherry xE (enemy in crouch) 
Give-You-Cherry >E 
Cherry’s Dream >€39+A+®@ or 

> EM+A+@ 


A Attacking is OK, but you must defend, too. 


Double Hammer ea 
Double Uppercut 394A 
Low Spin Knuckle kA 
Vertical Chop Hammer wAGA 
Knuckle Arrow RA 
Jumping Hip Attack H+A+@ 
Elbow Smash TA 
Shoulder Tackle CDA 
Machine Gun Kick AA®@ 
Machine Gun Rush AAA 
Lariat SH+A 
Ultimate Combo 2440 
Neck Cut Kick te 
Spin Knuckle Combo JAAKA 
Kenka Kick 2270 
Knee Hammer POCA 
Rolling Sobat n+e 
Combo Rolling Sobat +e@ 
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Low Spin Kick vE+O 
Double Low Kick T pT) 
Death Valley Bomb m+A 
Body Slam H+A+® 
Fisherman's Buster erya 
Frankensteiner vu m+O 
JO Cyclone +>A+0 
Bass Bomb + ™@+A (enemy in crouch) 
Flying Major beeat+@ 
JOB xm+4+® (enemy in crouch) 
Surfboard Stretch ¢4 ™+4 (in Flying Major) 
JOS 8+ (in Surfboard Stretch) 
German Suplex +A (to enemy’s back) 
German Suplex Whip m+4+0 (to 

enemy’s back) 
Hammer Throw 25 
Tackle 3ude 
Giant Swing €“s9 (during Tackle) 
JOS +? m+ (in Hammer Throw) 
Knee Bomber xE (enemy in crouch) 
Reverse Wing Lock vy38 
Full Nelson >m (to enemy’s back) 
Dragon Suplex DAPREM+A 


(in Full Nelson) 


Dragon Screw vi € (against enemy’s 


mid-kick) 
Rolling Forward vA+® 
Guts Pose >€9N+A+@ or €9€+A+0 
Rodeo Hold DULERDAR 
Dragon Blow SUDA 
Dragon Knuckle VEDA 
Dragon Rush AAA@ 
Dragon Cannon AAADA 
Dragon Kick 4x30 
Sonic Uppercut AvAA 
Combo Low Spin Kick AVAVO 
Sekkan-chop eA 
Body Uppercut DAA 
Body Low Spin Kick 3440 
Rear High Kick 10 
Flash Spin Kick 3340 
High Shin-Knee Kick Lt 
Flash Low Spin Kick 33440 
Flash Turn Buckle eta 
Blind Knuckle xA (back to opponent) 


Blind Elbow 


4+® (back to opponent) 


A Keep your opponent 
at bay, then lunge in. 


A Jan Lee’s long arms 
and legs are useful. 


Sonic Spin Kick 4340 
High Spin Kick (XI 
Sonic Low Spin Kick A3440 
Double Hook Kick |100 
Double Upper Kick 700 


Snap Spin Kick +3020 
Middle Spin Kick x030 
Dragon Elbow A+® 
Thrust Middle Spin Kick £@7e 
Low Spin Kick vm+e 
Hell Drive B+A 
Fireman's Carry teea 
Side Buster em+4+0 
Hell Crash +A (to enemy’s back) 
Upper Knuckle AA 
Counter Knuckle 2+0 
Head Lock 4x9 
Bulldogging Head Lock eem (in 
Head Lock) 

Rear Counter Knuckle +m (to 
enemy’s back) 

Low Front Face Lock wA (enemy 
in crouch) 


Sekkan Punch >m (to enemy’s back) 
Low Sekkan Punch {4 (enemy in crouch, 

from behind) 
Enter the Dragon *™+4+® (enemy down) 


Shout 3€39+A+®@ or 

€>eEM+A+O 
Thrust Low Spin Kick “Ove 
Shin Knee Kick n+e 
Front Face Lock 238 

HAYABUSA 

Shadow Blade KA 
Wind Blade A+® 
Low Spin Blade KA 
Rapid Blade AACA 
Double Spin Blade “Ave 
Short Slide Kick vH+® 
Rising Palm TA 
Slash Kick 40 
Shower Bows AACADA 
Triple Impact AA® 
Palm Straight 334 
Sonic Bomb CAVA 
Upper Knee >30 
Bullet Kick 330 
Moonsault Kick Lx 
Ground Cutter “ee 
Rising Axe 10 
Ground Stake TARI] 
Rainbow Kick ae 
Trick Heel 3410 
Upper Spin Kick n+®@ 
Rising Dragon Kick +¢@ 
Cross Arm Suplex B+A 
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A His best moves need 
him to be in close. 


A Hayabusa insists 
on a cool costume. 


Demon Buster 3364+00 
Northern Lights Suplex €¢H+A+@ 
Falcon Wing bud 
Swing DDT veea 
Neck Breaker +m+A (enemy in crouch) 
Skyward Shot eK VND M+A+O@ 


Ura-Nage 
Dive Bomber 


+A (to enemy’s back) 
vudanm+a (during 
Skyward Shot) 


Reverse DDT §+A+@ (to 
enemy’s back) 

Izuna Drop ERTIUVLEHO 
(during Dive Bomber) 

Shadow Hunting >E 
Mirage 39E 
Thunder Bolt >> (to 
enemy’s back) 

Shooting Star 4am 


Demon Strike xE 


Vision xE (enemy in crouch) 
Captured +e € (against mid-kick) 
Evil Hunting -+m (to enemy’s back) 
Hand Stand ywA+@ 
Fake Rainbow AA 
Taunt 2¢9N+A+@ Of €9EM+A+O 


A His different attacks 
confuse opponents. 


A Gen-Fu’s strong on 
unpredictable moves. 


Qi-Gong Palm DOA 
Qi-Gong Kick +0 
Phoenix PAA 
Falcon Hammer ERN 
Falcon Hammer Special taa 
Rooster Knee +0 
Rooster Special VAtOECDA 
Peacock Sweep 36m 
Short Palm Jab TA 
Cat Smash Lt 
Tiger Elbow AA 


Tiger Claw PETN 
Tiger Head Bat 40 
Tiger Tail +A (to enemy’s back) 
Blade Kick ae 
Flying Reverse Kick 10 
Gen-Fu Special Kick t040 
Bull Horn KOA 
Iron Bullhorn KOKA 
lron Toe co 
Snake Attack w04 
Jumping Blade Attack +300 
Silent Kiaing wAA 
Kiaing Combo AADA 
God’s Step SOMA 
Rabbit Kick n+@ 
God’s Hand > M+A+@ 
God’s Hand Push >A+® 
God’s Sweep vE+@ 
Double Bomber +A+® 
Wind Blast B+A+®@ 
Spine Attack m+A 
Stomach Shock m+ 
King’s Punch ebead 
Palm Attack EA] 
Side Turn RA 
Shoulder Tackle 4 €® (against mid-kick) 
Monkey Hands sm (enemy in crouch) 
Monkey Hold Cro | 
Monkey 4s (during Monkey Hold) 
Gen-Fu Shield 238 
Gen-Fu Special 42 AA+® 
Taunt >€39H+A+®@ or 
€>¢N+A+@ 
BAYMAN 
Leg Spike co 
Smash wa 
Sliding Kick vE+e® 
Palm Arrow RA 
Reverse Double Hammer 234A 
Smash Hook TA 
Shoulder Tackle COA 
Storm Hook AA 
Storm Back Knuckle AACA 
Spinning Back Knuckle cA 
Knee Lift +0 
Storm Sabot AA® 
Heel Hammer 1e 
Rush Sabot 4340 
Javelin Kick 1o 
Crash Leg Spike 34440 
Drop Kick ao 
Trap Heel Hammer (XJ 
Thrust Kick @ (while standing up) 
Trap Reverse Hammer 04A 
Rolling Sabot n+ 
Head Butt 40 
Giant Uppercut beea 


Belly to Belly B+A 
Neck Hanging Tree eB+A 
Ghost Buster +A (enemy in crouch) 
Quebradora Congiro erys 
Side Arm Lock {E (enemy in crouch) 
Arm Bar +e ém (in Side Arm Lock) 
Flying Arm Bar +A (to enemy’s back) 


Swing Hold >E 
Choke Slam 36m 
Jumping Elbow Crush BARA] 
Standing Arm Lock 39E 


Standing Neck Lock subee (in 


Standing Arm Lock) 


DDT 4e éA (in Standing Neck Lock) 
Leg Trip +198 
Sleeper Hold um (to enemy’s back) 
Swing Neck Hold w4 éN (in 

Sleeper Hold) 
Victor Cross Hold 4xy9m+0 


Achilles Hold 
Catching Cross Hold 


ude (in Leg Trip) 
+eéem (against 
enemy’s mid-kick) 


Half Boston Crab ex4 @ (during 


Achilles Hold) 
Posing 3€398+A+®@ or 
€9¢M+A+@ 
Rising Elbow 324 
Combo Rising Elbow AAA 
Jumping High Kick ao 


A Just about the biggest character, you should 
use Bass’s bulk and mass to your advantage. 


Combo High Kick AA® 
Kick Rush xeo 
Combo Kick Rush 400 
Hell Stab 4+0 
Elbow Rush AAA 
Stungun Chop t4440 
Knee Hammer +204 
One Hand Hammer TA 
Buffalo Crush uA 
Drop Kick 4x200 
Low Drop Kick 4+m-+0 
Flying Cross Chop 3340 
Kenka Kick 270 
Hell Scissors RAA 
Rolling Axe Coa 


PSX GAMER’S GUIDE VOL.1 


Bass Lariat eta 
Front Roll Kick 20 
Backward Drop mts 
Bass Tornado Jud e+e 
Super Freak ee bUDA 
TFBB ERT ER] 
Kitchen Sink veéea+to 


Stretch Plum 44+@+4+@ (in Kitchen Sink) 
Manhattan Driver #4 @+4+@ (in Stretch Plum) 


Bass Bomb VE+A 
Reverse Power Bomb 238 
Double Arm DDT NH+A+@ 
Dangerous Backdrop B+A 
Atomic Drop B+A+@ 
Face Crusher a (in Atomic Drop) 
Holding Head Butt >E 
Flying Body Scissors 238 
Dynamite Lariat 36m 
Power Slam +x m 
Oklahoma Stampede ery m 

(in Power Slam) 
Wild Chop xE 
Iron Claw 4sm 
Grizzly Launcher &x4uw-m (in Iron Claw) 
Calf Branding PLI 
Spine Buster veem 
| Love Tina PEVPEDEMHA+O 
Down Elbow 3A 
Spinning Kick u+ 


A One of the best all-round characters, Zack is i 
a good choice for newcomers to Dead Or Alive. 


Hell Needle TA 
Devil’s Uppercut wa 
Devil’s Rush AADAA 
Inferno Rush ead X ) 
Heaven Smash NANANA 
Half Spin High Kick <0 
Upper Elbow DIA 
Half Spin Rolling Elbow COA 
Sway Blow RA 
Half Spin Heel Kick |100 
Double Kick ee 
Rolling Elbow UNDA 
Gatling Knee >00 
Double Impact vudaa 
Double Low Spin Kick LLR] 
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Double Elbow AA 
Volcanic Elbow AAA 
Volcanic Mid-Kick AA® 
Volcanic Knee 4430 
Rising Knee 330 
Rising Heel Kick 10 
Heel Kick 4a 
Dancing Rush AACO 
Twister Uppercut vu>M+A+@ 
Genocide Rush AAD>A® 
Flying Knee Kick >> A+®@ 
Low Spin Rush AALOVO 


Turn Rolling Elbow € 4 (with back to enemy) 
Turn Heel Kick €@ (with back to enemy) 


Wild Throw m+A 
Knee Storm >eat@® 
Neck Hunting +A (to enemy’s back) 
Beast Fang wy A+@ 
Knee Strike >E 
Forward Trap 238 
Hook Elbow +m (to enemy’s back) 
Backward Trap >¢H 
Head Crash +H (to enemy’s back) 


Lift Nape xE (enemy in crouch) 
Burst Elbow xE (to crouching 

enemy’s back) 
Fake Rolling vs9n 
Wave Vu H+A+@ or C9 EC M+A+O 


RAIDOU 


A Know your character's strengths—and avoid 
letting your opponent take advantage of theirs. 


There’s no quick way to access Raidou— 
you simply have to battle through the 
whole game with every standard character. 


Bulldogging Head Lock eem 
Knee Bomber {E (while crouching) 
Standing Knee Bomber >E 


Sleeper Hold s4 em (while 
behind enemy) 
2ubeer (in 


Sleeper Hold) 


Swing Neck Hold 


Smash Hook AA 
Back Hook TA 
Smash MA 
Low Spin Blade “vA 
Rising Axe 10 
Rainbow Kick ao 
Moonsault Kick Ly 
Heel Hammer |0 
Leg Spike “e@ 
Palm Straight 334 
Shoulder Tackle eda 
Devil’s Uppercut wwa 
Bullet Kick 270 
Thrust Kick @ (while standing up) 
Sonic Bomb ADA 
Slash Kick +40 
Lunging Shin Punch w04 
Knee Hammer POCA 
Rush Blade AAA 
Devil Slash Kick AACA® 
Crush Heel Hammer PAACO 
Heaven Smash Awasa 
Wind Blade 4+0 
Double Hand Smash 34+0 
Rolling Sobat n+@ 
Sliding Kick vH+O 
Cross Arm Suplex B+A 
Frankensteiner +> 8+O 
Misty Moon ` wyn+@ 
Triple Elbow Smash ebea 
Quebradora Congiro EN bIDA 
Thunderstorm Buster buXEDA+O 
JOB uB+A+@ 
Ura-Nage B+A 
Knee Strike >E 
Mirage 278 
Head Lock +38 


AYANE 


Dead Or Alive has a staggering array of 
costumes—anything up to 15 for a single 
character!—and to play as the agile Ayane 
you have to uncover all 89 of them. 


Twin Upper Combo AAA 
Round Slicer Combo AAO 
Heaven’s Combo 400 
Earth’s Combo 404o 
Dart Shot 33430 
Dragon Dance tata 
Land Mine 324440 
Spiral Axe VeeCALe 
Spiral Cutter VEeALe 
Double Spear >00 
Double Arrow +040 
Gale Edge Dance AA¢AAR®@ (enemy is 

behind you) 
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Gale Cutter Dance AA¢AAYV® (enemy 
is behind you) 
447446 (enemy is 
behind you) 

® @ (enemy is behind you) 
€ 4 (enemy is behind you) 
%A+®@ (enemy is 

behind you) 


Spiral Cutter Dance 


Shadow Edge 
Spinning Knife 
Spinning Cutter 


Spiral Knife tA (enemy is behind you) 
Ripple Cutter 4 ™+@® (enemy is behind you) 
Maple Drop B+A 
Dragon Tail ao 
Crescent Edge ke 
Round Slicer u+ 
Rolling Breeze LAKI 
Ground Arrow 4mo 
Gale Knife A@AA 
Gale Edge A@ARO 
Gale Cutter A@ALVO 
Air Drill +190 
Ayane Cyclone B+A+@ 
Gale Knife Dance AA¢AAA (enemy is 

behind you) 
Misty Illusion w40 
Air-Stream 4wa 
Dark Swallow 4 4 (enemy is crouching) 
Snow Knife >E 
Brocade EARE] 
Snow Slide vy98 


Dropping Icicle tt ™+4+@ (in Snow Slide) 
Frost Knife sE (enemy is crouching) 


Mirror Image T+H 
Taunting 


%¢3 HAG or €9¢RAO 


AAs if her fantastic 
speed and agility 
weren’t enough... 


A...Ayane also has a 
stomach-churning 
selection of throws. 


80093C3000A0 
80093300001 
80093C8800A0 
800930880001 


Infinite Health P1 
Low Health P1 
Infinite Health P2 
Low Health P2 
Enable Extra 
Config Menu 
Extra Voices 
Extra Voices 
Extra Voices 
Extra Voices 
Extra Voices 
Extra Voices 
Extra Voices 
Extra Voices 


80092CDA7F40 
80092F900001 
80092F920001 
80092F940001 
80092F960001 
80092F980001 
80092F9A0001 
80092F9C0001 
80092F9E0001 


DEATHTRAP 


Don't be surprised by a Razor Spell that kills 
you before it smites yonder foe. And don’t get 
frustrated by a Snake Girl who won't seem to 
die when you use a standard Sword. Not 
everything in your sizable arsenal is your best 
friend in all circumstances. Study some of the 
hints and warnings attached to each of the 
items that you may pick up as you go along. 
Learn them. Live them. Or die without them. 
The choice is yours. 


HAND WEAPONS 


Sword: Might as well give this one a name, 
since it will be like an ever-ready sidekick 
throughout your journey. As an edged 
weapon, it can be especially effective with 
a slicing movement, which can behead 
even tough hombres with a single whack. It 
is virtually useless, however, against upper- 
level and specially empowered beasties like 
Ghosts and Snake Girls. 


V Your trusty sword, despite its limitations, is 
probably the best general purpose weapon in 
the game. 


A Don’t forget that Deathtrap Dungeon requires 
just as much brain as brawn. 


Warhammer: Its status as a blunt weapon 
makes it effective for crushing overhead 
swings, but less so for slices and stabs. 
The Warhammer is a bit more powerful 
than the standard Sword but requires more 
recovery time before striking again. It is a 
wonderful way to flatten irritating Imps, for 
example. However, we generally find the 
basic Sword a better all-around weapon. 
Red Sword: This becomes precious in the 
final level, so don’t waste it early on if you 
happen to come across one. Use it most 
successfully against the game’s deadliest 
dragons. Its powers are temporary, so use 
the Red Sword wisely. 
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Packed with vicious monsters and deadly 

traps, this fiendish creation will challenge 
even the most experienced 3D adventurer. 
Here’s everything you need to complete it. 


Black Spirit Sword: Very effective against 
most enemies, but it has quite a kick. It 
reduces your own hit points with every 
swing you make. Save the Black Spirit 
Sword for tight spots when you have a lot 
of Health Potion or an Ankh of Vitality to 
keep your strength up. Like the Red Sword, 
its powers are temporary. 

Silver (Spirit) Sword: Found often in the 
early dungeon levels, this has all of the 
positive attributes of the standard Sword, but 
it is very strong against Snake Girls and the 
Undead (Ghosts, Zombies and Skeletons). 
Keep in mind, its powers are temporary. 
Venom Sword: Meet poison with poison. 
Generally more effective than a standard 
Sword, it is best reserved for poisonous 
foes like Snake Girls, Warrior Priestesses 
and the Medusae. 

Magic Warhammer: A blunt weapon 

that can make a large dent in just about 
anything. It’s the only thing that can touch 
the Rock Monsters in the Inversion level. 
Hand-to-Hand: Just for laughs, give an Orc 
a head-butt. 


Like spells, all ranged fire can be aimed 
through the first-person view. When 
choosing from your arsenal, keep in mind 
the differences in accuracy and coverage 
for each weapon. A Blunderbuss scatters 
its shot widely, so it requires less precise 
aim and can harm more than one foe with 
a single shot. The Firelance, on the other 
hand, is strong but requires pinpoint 
accuracy to be effective. Each weapon 
comes with some ammunition. 
Blunderbuss: The nails and shrapnel 
from this most primitive gun have various 
results. Mechanical foes like Automatons 
are especially resistant to its missiles, but 
more fleshy beings like Jesters and even 
Alchemists will definitely feel its sting. Its 
scattershot effect is good against 
oncoming crowds, too. 
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Bombs: Unpredictable but effective and 
plentiful. Bombs are tossed and have a 
fuse for delayed detonation. Pressing 

and then releasing the attack button 
determines the distance of your toss. 

Look for opportunities to bounce shots 

off corners and walls. Be careful to stand 
clear, as their blast area is wide, and do not 
try to throw one if your back is against a 
wall, as it will detonate in mid-swing. 
Grenade Launcher: Essentially, a Bomb- 
tosser but with greater velocity and range. 
The missiles will bounce, but they do 
explode on contact with a foe. Never use 
these in close quarters. More so than 
Bombshots, Grenades can be ricocheted 
off walls and around corners for softening a 
waiting crowd of creatures. Keep in mind 
that the Launcher lobs artillery, so aim 
above the target for greater loft or when 
shooting to an upper tier. 

Infernal Device: A rocket launcher with 
tremendous killing power and range. The 
ammo is scarce, so reserve it for special 
occasions, like eliminating a distant gang. It 
takes some time to fire, and has a wide 
blast area, so use it only when you have 
distance and time between you and the 
approaching enemy. 

Flamethrower: Ammo for this excellent 
standby is rare, and it runs out quickly. Use 
short bursts on enemies to gauge the 
effects before wasting too much. 
Flamelance: Essentially a premodern 
AK-47. This little number does require a 
careful aim, but it performs rapid-fire if 

you keep the attack button held down. 
When positioned correctly, it is capable 

of ricochet shots off walls for shooting 
around corners. 


Like ranged weapons, spells have different 
effects on different enemies (and you), and 
are best aimed in the first-person view. 
Many spells have explosive effects that can 
catch you in their wake if the hero is too 
close to the detonation. Jet and Razor 
Spells are disastrous to you if used in close 
quarters with an enemy, while Star Spells 
and Fireballs require only a small buffer 
between you and the killing zone. 

Star Spell: Very good against Zombies 
and Ghosts. 

Fireball: Excellent against Automatons and 
lower-level foes. They are plentiful but need 
good aim. Use the first-person view. 


Razor Spell: Effective against even mid- 
level enemies, but be very careful about 
getting caught in its hail of blades. You 
should use it at medium to long ranges. 
Greater Razor Spell: The most remarkable 
of spells, this produces a circle of deadly 
energy that hangs around in an area for a 
good while. It’s effective to use as a trap 
for incoming gangs. Try casting it into a 
hallway or in an area that keeps spewing 
out foes, and lure the enemy to their doom. 
Jet Spell: Very deadly, both to you and 
almost any foe. Make sure you only use 
this spell at safe distances. 

War Pigs: Not very common and wholly 
unpredictable. This is because the pigs can 
easily wander back and nuke you. They are 
best used from a ledge above and tossed 
as far away from you as possible. 

Arc of Power: A rare but very effective 
gem of a spell. It issues lightning bolts that 
can consume up to three creatures in a 
single blast. Save these little treats for 
special occasions. 


Health Potion: Manna, grub, sustenance, 
staff of life—you get the picture. Ration 
yourself, but also make sure that you have 
explored a level thoroughly for these before 
exiting, because the purple potion that 
refreshes is often hidden off the beaten 
trail. Avoid topping off a tank that is already 
above 85, as 100 is your maximum (without 
an Ankh of Vitality). 

Antidote: The presence of Antidote in an 
area is a sure sign that something 
poisonous is around. Usually, the game 
gives you fewer Antidote bottles than there 
are opportunities to get poisoned. 
Strength: This gives a hero in a crowd or 
with an underpowered Sword a fighting 
chance. It can help you make quicker work 
of a gang fight by making each Sword hit 
do more damage against bigger foes. It 
wears off soon, however, so drink it just 
before you need it. 

Speed: Naturally, this one quickens your 
pace. Use this for outrunning swift 
enemies, like the Pit Fiend or Rock 
Monsters. It also helps you get through the 
timed-switch and door obstacles. 

Icy Cool: Protects the hero against the 
damaging effects of fire. These charms 

are quite rare, and you can be sure in the 
knowledge that there is a good reason for 
your finding them in an area. 
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Warding: Reduces the damage taken from 
enemy hits. This protective shield is very 
effective for surviving group attacks. Arm it 
before entering a gang of creatures. 
Anti-Magic: Much like Warding, except 
that it resists magic spells. It will 
counteract the nastiest Medusa’s 
stone-stare spell and help you in 
encounters with a High Priestess. 
Invisibility: Very rare, but it makes you 
temporarily invisible to foes. It is best 
saved for those special times when you 
know you are thoroughly outnumbered. 


DESTREGA 


Destrega’s gameworld is more elaborate than the intuitive gameplay would 
lead you to believe. That’s why these pages are loaded with tips and 
information about the characters. You'll learn their strengths, what special 
magic they have, and what weak points to go for if you’re fighting them. 


GRADD 


Combat Strategies 
Gradd’s strong magic and agility make him 
the most balanced fighter in Destrega. His 
dexterity allows him to fight long, short, and 
in-your-face close, but his greatest weakness 
is the trajectory of his powerful magic attacks. 
Most of Gradd’s magic attacks travel in 
straight lines and are weak in the homing 
department. So the topography of the 
stage affects him more than it does other 
characters. When fighting in stages like the 
Hills, the slopes and other obstacles 
prevent his straight-flying magic from 
reaching his opponent. He fares better in 
flat stages like the Throne Room. But for 
areas with many inclines, his best strategy 
is to get up close and very, very personal. 


V Destructive power unleashed by the girl 
who has the power to control the winds. 


AA balanced fighter who can deal 
out damage from any distance. 


Train hard, master the intricate 
and deadly moves of the game’s 
characters, then prove your worth 
in the Destrega battle arena! 


Gradd can take quite a beating, so 
don't be afraid to keep pushing closer. But 
if you are going to use magic, it’s a good 
idea to get on the same level as your 
intended opponent. 

In hand-to-hand combat, Gradd’s reach 
and extension provide him with good power. 
Even a combination of weak hits causes 
opponents as much damage as a level 3 
magic attack. His strong attack is a spinning 
roundhouse kick, which further improves his 
reach. When fighting characters with very 
long reaches, like Tieme, Gradd’s kick helps 
even the odds. Watch your opponents and 
blast them with magic or rush them with a 
charge dash as they get up. Another one of 
Gradd’s strengths is that he recovers quickly 
after side-step blows, which makes it easy 
to go into another move. All in all, he’s a 
strong character. 


Combat Strategies 

Celia’s main weaknesses are low defensive 
abilities and power; however, she is able 
to compensate for these with both her 
speed and her homing magic attacks. At 
close range, you should try to dash out of 
the way or deflect her attacks. Wait until 
you get a fair distance away and then open 
up with speedy attacks. 
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One of Celia’s strongest attacks is her 
span attack, several of which usually hit her 
opponents. When opponents are too close, 
blast them with a level 1 speed attack (m). 
Then strike again with a level 2 power span 
combination (4, @) once you have moved 
away. Keep firing off span attacks while 
moving side to side. 

Another good strategy is to dodge 
opponent attacks and then hit with a level 
3 special attack (m, 4, @). This special 
attack works well on flat surfaces with few 
obstacles since it will absorb opponent 
attacks and home in on its target. Once 
released, it usually connects. 

Not only will you keep your opponents 
running, but it will also help keep them a 
fair distance away. This will give you time to 
recharge for your next special attack. 

Characters like Raone and Zauber who 
can fight effectively at both long and short 
range cause problems for Celia. Her best 
attributes when fighting such characters 
are her speed and agility. She can hit with 
a homing magic attack and dash to safety. 
Or she can rush with a charge dash, switch 
up with a physical blow, and then hit with 
magic. (This kind of combination can take 
almost half of a character’s life.) 

The easiest kind of battle for Celia is 
with characters who are impatient and try 
to get in close. She can blast them with a 
special and then finish them off quickly. 


Combat Strategies 

Rohzen’s magic is powerful, and it homes in 
on opponents very well, more than making 
up for his lack of agility. He can jump quite 
high, but he runs slowly and is not very 
suited for hand-to-hand combat. The best 
strategy for Rohzen is to put some distance 
between himself and his opponent and 
concentrate on his excellent magic attacks. 


Y This Strega can bend lightning at his will. 
Use his cunning attacks to secure victory. 


oy 
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Buy Destrega: Prima’s Official Strategy 
Guide tor a more detailed overview of the 
gameplay system, its Story mode, and more 
advanced combat and battle strategies. 


One of Rohzen’s strengths is the 
superb balance of his magic attacks. His 
speed attacks are quick, his strong attacks 
powerful, and his span attacks have high 
homing properties. Judge your situation 
and choose the best attack for the job. 

The speed attack (m) fires very quickly, 
so it is best used when your opponent is 
close. It is also handy for repeatedly 
bashing opponents at mid range. It does 
home in on prey slightly, but its basic 
trajectory is straight, which leaves you 
open for return fire if your timing is off. 

Stay in motion. Circle your opponent 
and fire the speed attack to protect 
yourself. The power magic attack takes a 
while to execute, making the timing a little 
difficult. This, however, also makes it 
difficult for your opponent. If you can read 
your opponent’s moves and get off a blast 
a split second later, you can count on 
some damage. Power magic is also less 
affected by changes in topography, so if 
you get the timing down, it is a very 
effective attack. The span magic attack (@) 
homes in on opponents, so it is best used 
for mid-to long-range attacks. If you plan 
to use it often, use a level 1 attack. If you 
want to be sure that your opponent takes a 
hit, use level 2 or above. 


TIEME 


Combat Strategies 

Tieme’s armor slows him down, and he 
doesn’t possess any truly powerful magic, 
so how are you supposed to fight with this 
guy? Well, he has a speed (m) attack that 
travels over bumps, a straight flying power 
(4) attack, and a span (@) attack that’s 
hard to escape. Using these three types of 
magic effectively is the key to victory. 

First, his speed attack travels along the 
ground, so it can connect even when there 
are bumps or small obstacles in the way. Of 
course, it works well on flat surfaces too. It 
doesn't lose power as it travels, so it is very 
effective over long distances as well as short. 
Unfortunately, his power attack does little 
homing and flies straight, so it is not suited to 
rough or bumpy surfaces. It should only be 
used if you are at the same level as your 
opponent or on flat surfaces. Tieme doesn’t 
have a magic attack that sends out multiple 
blasts. In place of this, you might want to use 
a power, span (4, @) combination. 

Finally, his span attack will not hit if 
your opponent is too close. It also doesn’t 
travel very far, so it should only be used 
when your opponent is at close to mid 
range. However, it is very good for keeping 
opponents from getting too close. Tieme’s 
two broadswords give him a reach greater 
than most. Even if just the tip of a sword 
reaches, it is counted as a hit. This above 
average reach allows him to stay out of 
range while calmly hacking an opponent 
to pieces. In close-range physical combat, 
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A He runs as fast as the howling winds. He’s 
also the fastest fighter in the character line-up. 


Tieme’s blows do as much damage as 
Gradd’s. But if you follow up a physical 
blow with a magic attack, you can inflict 
serious harm. 


Combat Strategies 

Almost all of Couger’s abilities are above 
average. His lightning-fast dash might be 
his greatest weapon. It is extremely hard 
for other characters to keep up with him. 
He can move in close or out of harm’s way 
very quickly, easily setting the pace for the 
match. The hit-and-run technique may not 
be the most imaginative, true, but it is 
certainly effective in Couger’s case. As he 
blasts his opponent from mid range with 
span attacks (@), he can move in quickly 
for the kill with a power attack (m). 

Couger’s dash is so fast that many 
novice players may have difficulty 
controlling him. His normal running speed 
is extremely fast anyway, so most 
beginners should probably avoid using his 
dash move too much at first. 

His weak combat blows are very quick, 
but his strong and side-step blows are 
slow and leave him wide open for 
counterblows. If you find yourself in 
close-range combat, your best bet is to 
move away and look for a better position. 
In close-range combat, if you are able to 
send your opponent into the air, follow up 
with a level 2 magic attack. The speed, 
speed (m, m); speed, power (m, A); power, 
power (4, 4); and power, speed (4, m) are 
all possible combinations for hitting an 
enemy in mid-air. The power, power 
combination can take almost half an 
opponent's life. Lastly, Couger’s magic 
attacks are affected little by rough or 
bumpy surfaces, so wind up and let loose. 


A Burning blue flames! Attack, 
defend, Reyus can do it all. 


> This character is comfortably 
endowed with both beauty and 
intelligence, so make use of it. 


DOYLE REYUS 


Combat Strategies 

Doyle is without a doubt one of the 
strongest characters. His magic attack 
homing, agility and jump height, however, 
just barely reach the average. Luckily for 
Doyle, his defensive ability is extremely 
high, so he can afford to wait for his 
opponents to come to him. 

Once an opponent has come within 
short to mid range, you can blast him with 
a power attack (4). This is Doyle’s basic 
strategy. Doyle’s power attack not only hits 
multiple times, it reaches upwards, so 
opponents can’t just jump over it. 
Furthermore, by using a level 1 attack, you 
conserve charge energy, So you can 
continuously blast away at your opponent. 
It won't travel as far as level 2 magic, sadly, 
but it is more than enough for close- to 
mid-range attacks. Once your opponent is 
down, move right in and start swinging. If 
you time it right, you can even nail 
opponents with a special attack just as 
they are getting up. 

Doyle is also one of the best 
hand-to-hand fighters. He may seem a little 
slow, but he will rarely lose a punching 
match. Once he starts in with his 
combination, his opponents are in for some 
serious pain. Both his weak and strong 
blows pack enough power to permanently 
damage opponents. His side-step attack is 
so nasty that most of the hits land squarely 
on his opponents and send them flying. 
However, if you don’t time your side-step 
blow correctly, you leave yourself wide 
open to counterattacks, so choose your 
moments carefully. 


Combat Strategies 

Unlike his father Doyle, Reyus has little 
power, but all his other abilities are top 
notch. Since he possesses only average 
defensive abilities, you should stay away 
from hand-to-hand combat and use his 
homing or strong magic attacks. His speed 
attack (™) has a straight trajectory and is 
easily blocked by hills and other obstacles. 
It is, however, quite fast and can do real 
damage from mid to long range. It is even 
more powerful when used while Reyus is 
running or dashing. 

His power attack (4) also has a straight 
trajectory but isn’t affected as much as his 
speed attack by obstacles or rough terrain. 
His homing magic is quite good. So if you 
fire in the direction that your opponent is 
moving, you will hit him or her more often 
than not. His level 1 magic is suited to 
close- to mid-range attacks. Level 2 is 
better for mid to long range, and level 3 is 
best used from long distances. His speed 
magic (@) is made up of several blasts. 
Each blast gives off an energy burst when 
it connects with the ground or other 
obstacle. Any opponent in the way of the 
burst takes a hit. The burst lasts for about 
three seconds, so it is extremely effective 
for cornering opponents in the smaller 
stages. In addition, unlike some other 
characters, Reyus can also fire at 
opponents when they are down. 

In close combat, Reyus is quick but 
lacks power. He also has a very short reach 
that prevents him from doing any real 
damage in physical combat. Still, his weak, 
close-range blows don't leave opponents 
many openings. But his strong and 
side-step blows and kicks create a small 
window of opportunity for opponents to 
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counterattack. If you are able to rough up 
your opponents with physical blows, you 
can add to their pain with a level 2 (m, m, 
m, 4 ,A ,A) magic attack. 


Combat Strategies 

Miléna is basically a fighter made for 
speed. She could use a little more power 
and defensive abilities, but with her agility, 
grace and swift magic attacks, she can 
hold her own. 

The best strategy for Miléna is the 
hit-and-run. Blast opponents from mid to 
long range with a level 2 attack. Then get 
close and get physical or hit them again 
with her special attack. If you are able to 
get in a few good hits, don’t wait around for 
opponents to get their wits back. 

Move away and get ready to repeat 
your hit-and-run tactics. If you stay too 
close, she will probably get her behind 
kicked. She can’t take too much damage. 
So make sure you don't stay in one place 
too long, or you’ll end up as a clay pigeon 
for your opponent. 

Since Miléna is so agile and quick, stay 
in motion. As long as you keep moving 
around, it is much easier to escape an 
opponent’s homing magic. Also, she can’t 
take much damage, so make sure you are 
guarding, deflecting, or getting out of the 
way of opponent attacks. Miléna can jump 
higher than any other character. Make good 
use of that ability and dodge as many 
attacks as possible. If you are far away from 
your opponent, blast away with lots of magic 
and then move in and pummel from up 
close. That is Miléna’s winning pattern. The 
hit-and-run tactic works best for advanced 
players, but anyone should be able to enjoy 
a gorgeous high level fight with Miléna. 


Combat Strategies 
In physical combat, make use of her 
top-class jumping ability and quick dash. 
But watch out, because she has a very 
short reach and doesn’t take hits very well. 
If she takes a physical pounding from one 
of the stronger characters, it can be 
disastrous. Your best strategy for Anjie is to 
avoid physical combat as much as possible 
and just try to blast your opponents from 
mid to long range. 

Her attacks of choice should be the 
speed and span magic attacks because 
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they rebound so effectively. Her speed 
magic bounces off buildings and other 
obstacles, and her span magic can bounce 
over rough terrain. Although the trajectories 
of both magic attacks are straight, it can 
be difficult to tell where exactly they will 
end up, because they rebound and bounce 
off obstacles and terrain so readily. Still, 
these tricky magic attacks are best used at 
mid to long range on opponents because 
of their long reach. 

Her power attack is best used as a 
follow-up to physical combat or while 
dashing. Since Anjie should avoid physical 
combat, you will probably use power magic 
attacks much less often than with any 
other character. 

Both her weak and strong physical 
blows come off quickly, so she is never left 
open for long. Her side-step blow can 
actually be used to strike while dodging an 
opponent’s blows. Because of her speed, 
Anjie can handle some physical combat. 
But when her opponent is a powerful 
character like Doyle or Raone, she should 
try to keep some distance ahd concentrate 
on her magic instead. 


Combat Strategies 

Only Doyle rivals Raone’s physical strength 
and powerful magic. Not only does his 
magic power rank above most others, 
Raone can take more punishment and stay 
standing longer than any character in the 
Destrega pantheon. Even Zauber, strong as 
he is, does not measure up to the massive 
power of Raone. Most of his magic, 
however, only travels in straight lines, so 
rough, bumpy terrain makes his job harder. 
Furthermore, he’s not very agile, so he has 
a tough time chasing around characters 
who are faster than him. 

Your best strategy is to maintain a 
close to mid range distance with your 
opponents. Keep them off balance with 
Raone’s speed and power magic attacks, 
and then blast them with his best attack 
(a, å, A). 

Raone can take even more abuse than 
Doyle, so you don’t need to worry if he 
takes a few hits while stalking his prey. 
When playing Raone, it is better to 
disintegrate opponents head-on instead of 
trying to blast them with several, little 
blows from far away. 

Raone is also suited to physical 
combat. He has a long reach, and each 


blow falls heavy and hard like a 
sledgehammer. Furthermore, a physical 
attack followed by a magic attack will most 
likely do more damage to your opponent 
than a special attack. 

Like Doyle, his lack of agility is his 
greatest weakness. When fighting quick 
characters like Miléna, Couger, and Anjie, 
be careful not to let your opponent control 
the pace with hit-and-run attacks. Rather 
than blasting a special, fire as many rapid 
attacks as possible. Use his speed magic 
and put your opponent down quickly. Then 
rush in with a charge dash and start 
pounding with Raone’s massive fists and 
feet until your rival falls. 


Combat Strategies 

He may appear to be suited to long-range 
fighting, but Fahlma is most effective at 
close to mid range. He recovers very 
quickly after physical combat or firing 
magic attacks, enabling him to pound his 
opponents with multiple attacks. His 
defenses are average, and he is not as fast 
as Miléna or Anjie, so you probably won't 
want to use hit-and-run tactics. 

His speed magic finds its mark quickly, 
and his power magic can travel over rough 
terrain, so he is not hampered at long 
range. However, his attacks do lack 
sufficient power to do any serious damage 
at medium to long distances. When facing 
big-power fighters like Doyle and Raone, 
his attacks may be deflected by their more 
powerful magical powers. 

Because he loses life rapidly, he does 
not do well in prolonged fights. Steer clear 
of these situations as much as possible. 
Your best strategy is to continually blast 
away at your opponent from close to mid 
range, look for an opening, and then rush 
in, fists ablaze. Since Fahlma’s wide magic 
attacks rebound off obstacles and slopes, 
they are especially hard for opponents to 
dodge. Exploit this to your advantage. Use 
your wide attack when opponents are near 
walls or slopes to keep them occupied. 
Then rush in quickly and beat them 
senseless. Once you have inflicted 
significant damage, try to finish them off 
with Fahima’s brilliant special attack. 


PRIMA’S UNAUTHORIZED STRATEGY GUIDE 


A Fueled by evil ambition, Zauber’s magic 
presses opponents to destruction. 


ZAUBER 


Combat Strategies 

Agility, powerful magic, homing ability and 
physical strength — Zauber combines all 
these abilities. At first glance, he is a 
balanced fighter like Gradd, but he beats 
Gradd on all points. His magic travels in 
irregular paths and is extremely effective 
over long distances. He is no slouch when 
it comes to physical blows either, but he is 
most potent at mid to long range. 

You will spend most of your time firing 
off magic attacks with Zauber, but each 
type has certain merits and drawbacks. His 
speed magic flies straight and true like 
Gradd’s. But it’s not much use in rough 
terrain, or when obstacles offer protection, 
but at least it can be used effectively 
enough at any distance. 

His power magic attack flies straight 
upward off the screen before orienting on 
his opponent and crashing down. Because 
of this special trajectory, the attack does 
not strike for some time once released. This 
leaves Zauber wide open to opponent 
counterattacks, so use it sparingly at close 
range. Because it does go up before 
coming down, you don't have to worry 
about the terrain or other obstacles. It 
often catches opponents off guard. Zauber 
may take a hit, but so will his opponent 
whose guard is down while firing. 

This character’s span magic attack is 
also distinctive in that it breaks apart into 
two separate blasts. Because of this, 
opponents faced by this particular attack 
can sometimes escape in the space 
between the two oncoming blasts. Generally, 
this magical strike is much more effective at 
keeping opponents off guard than it is at 
actually inflicting damage on them. 


DESTRUCTION 
DERBY 


GENERAL HINTS 


e The secret track begins with a sharp 
right directly into a more drawn-out 


right. Be on the lookout for the immediate 


sharp left or you’ll end up slamming 
your front end into the wall every time 
around the track. 

Although City Heat’s first two turns are 


very sharp, turns three and four are easily 


tackled by simply starting from the 
outside (right) wall of the straightaway 
and executing a normal left steer until 
the track straightens. 
e When your car has been severely 
crippled in the Bowl, drive along the 
perimeter—challengers will blindly 
smack themselves into the wall as they 
attempt to hit you. 
Brake when you reach Cactus Creek’s 
90-degree turns to avoid smashing into 
the far wall as you turn. This allows you 
to save your front-end damage for more 
important things, like spinning cars at 
one of the two crossover intersections. 
As you approach Ocean Drive’s hairpin, 
tap the brakes and steer hard to the left 
(using the fast steer shoulder button). 
This slows you a bit, but it lets you pull a 
near 180-degree turn without dinging 
your front end against the walls. 
As soon as the front-end damage 
indicators turn yellow, start driving in 
reverse in order to protect the front end 
of your car from fatal impacts. 
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A You earn as many points spinning another car 


through 360 degrees as you do for wrecking it. 


A Suffering frontal damage? Try reverse. 


e If you drive too fast, you'll often zoom 


right past possible targets. Cruise around 


at a moderate speed, looking for cars 
perpendicular to your own. Once you 
spot one, accelerate and aim for either 
end of the car (preferably the front end). 
Crossover pile-ups are a great place to 
score big points. Look for cars 
approaching the wreck that are 
perpendicular to your path then aim for 
one end of the car. It’s even safer when 
you’re in reverse. 

On the straightaways, set yourself up to 
be on the inside (to the left) of a car as 
you reach the turn. Apply pressure to the 
left rear corner of the car as it attempts 
to turn and you'll send it into a spin. 

A great way to send an opponent’s car 
into an irretrievable spin is to approach 
alongside it and turn sharply into its rear 
corner. This is always possible right off 
the starting line. 


DESTRUCTION DERBY 

In this mode it takes more than a 
spectacular crash to move up the racing 
ladder. Points are the name of the game, 


and you earn them only by spinning cars or 


by putting the finishing touch on a car with 
a blown radiator. So stop plowing into cars 
with all your might and start using a little 
strategy. 

Here are the maneuvers you’re going 
for and the corresponding points received 
when you inflict them upon others. 

(Note that the points are doubled if the car 
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From the day it was launched, the PlayStation has 
always been the undisputed king of racing games— 
this was one of the very first titles to be released, 
and its non-stop carnage is still great fun today. 


A Get used to the way the cars handle. 


you spin or wreck is leading in points at 
the time.) 


Spin opponent’s car through 90 degrees 
2 points 


Spin opponent’s car through 180 degrees 


4 points 


Spin opponent’s car through 360 degrees 


10 points 
Wreck opponent’s car 
10 points 


WRECKIN’ RACING 


Although Destruction Derby mode takes 
place only in the Bowl, this circuit takes 


you to five different tracks before wrapping 


up the season in the Bowl. The same point 


system is used, but there is an incentive to 


finish in the top three in each track race. 
Depending on your final position, you have 


the corresponding points added to the total 


achieved through damaging other cars. 


First place: 10 points 
Second place: 6 points 
Third place: 4 points 
Other placing: 0 points 


STOCK CAR RACING 


Unlike the other two modes, Stock Car 
Racing involves simply racing for position. 
There are no points to be gained from 
damaging other cars, although too much 
damage can cause you and your 
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competitors to be knocked out of the race. 

Points range from 50 points for a first- 
place finish to 1 point for 19th position. 
Only the 20th-place finisher receives no 
points for their efforts. 


TIME TRIALS 


You’re alone on the track of your choice, 
and it’s a race against the clock. Post the 
best possible lap time before your car 
sustains too much damage to continue. 
The great thing here is that you can save 
your best times to a memory card. 


TOTAL DESTRUCTION 

Similar to Time Trials but with a twist, this 
option is found under “Other Options” 
when you choose Destruction Derby. It 
takes place in the Bowl, and you’re up 
against the world as every other car is 
targeting you. A timer begins counting 
from the word “go” and your goal is to 
keep your car running as long as possible. 
Again, your best times can be saved to a 
memory card. 


LINK OPTIONS 


Four nifty options are available once 
you’ve linked two PlayStations together, 
each with Destruction Derby. Duel places 
you and a friend in the Bowl for a one-on- 
one showdown to the death (of your car). 
The Team Pairs option lets up to 40 players 
enter in teams of two and work together to 
tackle a Destruction Derby season. Tag 
mode starts with all cars zeroing in on 
either you or your friend’s car: transfer the 
“victim” label by tagging each other during 
the competition. 


BUCKLE UP 


What could be easier than plowing into 
other cars for points? Sure, it sounds 
simple, but there are a few driving tips that 
will take you to the top faster than you can 
go from 0 to 60. In the meantime, take out 
extra insurance. 


THE BOWL 


There’s nothing better than battling it out 


with 19 other cars in a huge, circular arena. 


The last car left doesn’t always rake in the 


most points for that round, but as a general 
rule, the longer you survive, the better your 


place in the overall standings. 

Get your licks in early then become 
more defensive as your car sustains 
damage. 


As the venue for Destruction Derby and 
the last stop on the Wreckin’ Racing circuit, 
the Bowl becomes a very familiar site. Use 
that to your advantage. 


SPEEDWAY 


The first circuit course, this track is a 
typical stock car oval. Although it’s tough 
to inflict any 360-degree spins here, it’s 
easy to win and pick up a quick ten points. 
Get out in front early then go for points 
when you approach cars at the back of 
the pack. 


CROSSOVER 


This track is a prime location for inflicting 
360-degree spins. But it’s also very easy to 
get caught up in crossover traffic. 

Pay particular attention to the front 
corners of your vehicle as you make your 
way around the lengthy curves which 
compose most of this particular track. Your 
car gets a quick escort to the junkyard if 
you linger too long in the crossover area. 


OCEAN DRIVE 


This track features the only hairpin turn of 
the circuit and puts considerable wear and 
tear on your car’s front end. That hairpin 
turn and the bottleneck on the backstretch 
offer a couple of key locations to initiate 
spins (although 360s are hard to pull off 
here). Next to Speedway, this is the easiest 
track on which to finish first. 


For making your way through the five leagues 
and winning the final season, you are 
awarded a special track known as the Ruined 
Monastery. With more than its fair share of 
sharp turns and the only S-curve in the game, 
this track certainly offers a challenge. 


CACTUS CREEK 


Although this track has two crossover 
points, there’s much more track, allowing 
cars to spread out, so there aren’t as many 
pile-ups as on Crossover. But with those 
crossovers and plenty of 90-degree turns, 
this track can easily get the best of you 
before you cross the finish line. 


CITY HEAT 


This track is one big square with a 
bottleneck on one side. The three wide 
straightaways give you ample opportunity 
to pass other cars, but the first two turns 
after the starting line are sharp enough to 
require you to release the accelerator 
briefly while using a fast steer shoulder 
button to help complete the turn. 

The narrow portion of track isn’t that 
tricky—unless there’s a logjam. 


SEEK AND DESTROY 


Finally, there’s Seek and Destroy—the most 
interesting and complex mode of the entire 
game. At the start, your car and your 
friend’s car are each targeted by nine cars 
(half the field). Tapping cars that are aiming 
for you turns their attention to your friend, 
and vice versa. 


A Come up on the inside of a bend and smash your target into the side wall for easy overtaking. 
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DERBY 2 


Bigger, better-looking and faster, this superb sequel 
still ranks as one of the greatest smash-’em-ups of 
all time. Master it with this guide to all the courses. 


VETHROU 


PINE HILLS 


The start section of the course has no 
bends, giving you the perfect chance to 
overtake as many competitors as possible. 
The first corner is a sharp, steep-banked 
left-hand bend. As you approach, stay as 
tight to the wall as possible, then use the 
whole width of the track to quickly make 
the turn. The track now straightens, so 
accelerate toward maximum speed. 


A Stay on the inside of long bends and you can 
easily cut off any attempts to overtake you. 


oe 29] iD 
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Watch out for a large jump about 
halfway down this section. You mustn't be 
turning when you take off—fail, and your 
landing is going to be uncontrollable. 
Afterwards, make a left turn. This corner 
can be taken at about 200 kph, so 
there’s no need to use the brakes. Simply 
lay-off the accelerator as you approach 
the corner. 

The final turn is a left and can be 
taken at full speed. You’re now back on the 
straightaway (the pit lane is on your left). 


CHALK CANYON 


The straightaway is bumpy— don’t make 
any sudden directional changes or you'll 
lose control and end up in the wall! The 
track thins down to a point where only one 
car can fit through safely—take care and 
don’t try to force through a gap that isn’t 
there! Into a chicane, the track turns left, 
right, then left again. You’ll have to drop 
your speed to 180 kph to make it through. 
After a short tunnel, the track bears left 


WBeing at the back of the pack doesn’t offer 
any safety—the leading cars will start to lap 
you and you'll get smacked from behind. 
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A Narrow sections can be deadly unless you 
create some space by taking the lead position. 


as you approach a huge jump. To make it 
safely across, make sure your speed is 
over 200 kph and don’t turn the wheel. 

After a second tunnel, take the left turn 
at full speed. As you speed forward, stay 
as close to the left wall as possible—the 
track steeply drops, sending your car into 
the air. To the right is a ramp that spins the 
car if you drive over it. 

The final corner is a right and can be taken 
at full speed. However, watch out for a bump 
just before the corner, as it can knock you out 
of control. You are now back onto the starting 
straightaway (the pit lane is to the right). 


MOTORPLEX 


From the start, the track bears to the right. 
This corner is very sharp, so drop your 
speed to around 100 kph to make it across 
safely. After a short straight section, the 
track turns to the left and drops down into 


A Watch out for crashes and collisions ahead so 
you'll be able to avoid out-of-control cars. 
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A Don’t let your rear corners get nudged coming 
into a bend or you could go into a spin. 


a thin canyon. Watch out for other cars 
here, as a simple small bump can send you 
flying into the wall. 

Now there’s a sharp left—drop your 
speed to around 120 kph to avoid the wall. 
You are now on a long straight section, 
so use this to build up speed (the pit lane is 
to your right, should you need it). A sweeping 
left goes into a right, then back to the left 
again. All three corners are banked, so you 
can take them at full speed. Concentrate on 
avoiding contact with vehicles while driving 
through this section, as you can move up 
many places with swift driving. You’re now 
back on the starting straightaway. 


W Take out backmarkers after lapping the field. 


A Don’t forget to keep an eye on the damage 
indicator, and try to protect vulnerable areas. 


CAPRIO COUNTY RACEWAY 


The first corner is a long, sweeping left. 
Stay wide as you enter the bend, then use 
the width of the track to move to the 
middle and take the apex. You shouldn't 
need to use your brakes; simply release the 
accelerator. The course bears to the left 
slowly, so it is possible to take it at full 
speed. Watch out—there’s a sharp left turn 
ahead! Slow down to 120 kph to make it 
around without running onto the grass. 

The track goes into a chicane: right, 
then left. This can be taken to full speed 
again. You’re now approaching the start line 
(the pit lane is on the left). 


BLACK SAIL VALLEY 


Use the straightaway to get a good start. If 
you can get past a few opponents early on, 
you'll save time. The track now goes right— 
this corner is banked so stay close to the 
wall as you begin to turn and use the width 
of the track to make the turn at maximum 


VY External views provide a better view of the 
action and the positions of the cars around you. 


— 


AAs in real life racing, you should always aim 
to accelerate out of bends as fast as possible. 


speed. The course splits in two, but neither 
path is faster. 

The track crosses itself again—this 
time take the left route, as it makes the 
next section easier. When you have safely 
made it through the twists, you come to a 
short straight. There’s a big jump, but if you 
steer directly ahead on take-off you'll be 
able to control the landing with ease. 

Now the track turns to the right, then 
back to the left very quickly—use your 
brakes to slow the car to about 100 kph. 
You are now back on the starting 
straightaway (the pit lane is to the right). 


LIBERTY CITY 


The first corner of this track is a sharp 
right. Anticipate this from the moment the 
race starts or you'll hit the wall and lose 
valuable places. The track narrows, then 
turns gently to the left. 

The next section of track looks 
unfinished and the road surface is extremely 
poor, so be prepared for some rough driving 
conditions. Your ability to control the car is 
tested to the limit here! There’s another 
swerve to the left, then back to the right 
several times. Keep tight to the wall and 
take the apex—this allows you to stay at 
maximum speed. You are now back to the 
beginning (the pit lane is on your left). 


“Speeds IT 17H 
eran 500 


A Don’t panic if you fall behind during the 
race—just concentrate on your driving and 
you'll soon catch the leaders. 


PRIMA’S UNAUTHORIZED STRATEGY GUIDE 


A The different track surfaces noticeably affect 
the car’s handling—some make it much easier 
to spin your opponents than others. 


ULTIMATE DESTRUCTION 
SPEEDWAY 

The track first bears to the right, then turns 
sharply to the left. Try to stay close to the 
wall and apex this corner. You must exit this 
turn in good shape if you want to take the 
next section correctly. The track splits in 
two. Provided you took the previous corner 
well, you'll be in a good position to take the 
faster right-hand path. 

A sharp right corner leads to a 
second split—this time the left path, 
through the tunnel, offers the fastest route. 
At the third split, the left-hand path leads 
to a sharp, banked bend. This is the slow 
but easy route. 

The path to the right leads you up to a 
large jump. If you choose the right path 
and attempt to make the jump, be sure 
you take off at a minimum speed of around 
230 kph—fail, and you will hit the wall as 
you land. 

You now find yourself approaching the 
start line again. 


Alf you get the timing and the angles right, 
even a gentle tap on the fender can be 
completely devastating to your fellow drivers. 


A Few things are as satisfying as causing a massive pile-up and sitting back to watch the carnage. 


As well as the regular seven tracks covered 
above, Destruction Derby 2 also features 
five “bowl” tracks. These are huge, circular 
battle areas where only the toughest 
competitor comes out on top. The object is 
to destroy the other cars while protecting 
your own— sounds easy but it sure isn’t! 
Check out these top tips to improve your 
wheel control and you might survive long 
enough to win something! 


e Try not to get your car stuck against 
the wall. The CPU-controlled cars take 
advantage and ram you against the wall. 
A couple of head-on crashes and your 
car will be a wreck! 

e Try to avoid hitting an opponent head-on. 
If two cars do hit hood to hood, the 
speed of the crash is doubled and, as a 
result, causes much more damage. 


A High speed crashes can send you flying 
through the air for miles, unfortunately 
causing even more damage to your vehicle. 
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THE BOWL TR S e Try to smash into 


the side of your 
opponent’s car, 
causing more 
damage to their 

car while 

preserving your 
own vehicle. 
Remember, you 
don’t always have to 
be in the middle of the action. In fact, 
sometimes it’s wise to stay out of it—if 
you can avoid contact with other cars it 
can only be good news. The CPU cars 
will be taking each other out of the race, 
anyway, leaving you with a much greater 
chance of winning! 

The outside view is recommended when 
playing a destruction bowl derby, 
because this perspective offers a much 
better view of what’s happening around 
you. This means you have a better 
chance of anticipating crashes and 
hopefully avoiding them! 


AA few of the courses 
Offer alternative routes. 


800797500004 
800797580007 
8008A3440000 
8008A34C0000 
8008A3540000 
8008A3580000 
8008A3600000 
8008A3680000 
8009569203E7 


Enable All Arenas 
Enable All Tracks 
Infinite Armor 


Infinite Armor 
Infinite Armor 
Infinite Armor 
Infinite Armor 
Infinite Armor 
Score 1000 Points 
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DIABLO 


A cross between the arcade classic Gauntlet and more traditional roleplaying 
games, Diablo is remarkably simple to pick up—and ridiculously hard to put 
down. These comprehensive tips and hints will help you battle your way to 


the very bottom of the Labyrinth. 


GENERAL TIPS 


e Visit Adria between every trip to the 
Labyrinth, even if you don’t need to buy 
the basics from her. Often she will have 
books that can be extremely helpful for 
increasing your power, and many of 
these are not expensive items. 

e Cain should be your first stop when you 
leave the labyrinth. With the items you 
bring up identified, you’ll be able to 
make better decisions about what to sell 
and what to keep. You will also be able to 
make more money from selling these 
items to Griswold and Adria. 

e Visit Griswold each time before you 
return to the Labyrinth. You can clear out 
your inventory by selling him unwanted 
items. More importantly, you should 
always repair your weapons and armor 
before you return to the labyrinth, and 
Griswold is the best and often only 
source of quality repair available. 


e Every time you are in Tristram and are 
even slightly wounded, talk to Pepin and 
get healed. It costs you nothing but a few 
seconds, and those extra hit points you 
get back might save you a potion of 
healing for when you need it. 

Before looking at what Wirt has for sale, 

gather as much gold as you can. If you 

pay the 50 gold pieces to see what’s for 
sale, then have to go collect more gold 
and come back to him, he will charge you 
the 50 gold pieces to see the item again. 

On the first few levels of the labyrinth, it 

makes sense to carry several weapons 

whenever possible. On the deeper levels, 
you will generally use one really good 
weapon, but until you discover powerful 
magical items, switch your weapons for 
the situation at hand. 

e Bows make excellent backup weapons, 
since they offer the possibility of hitting 
enemies that are far away. 

e Make sure you get the items identified 
before you sell them. While Griswold will 


A The more monsters you defeat, the quicker you’ll gain new levels—but the higher your level, the 
less experience you'll gain from killing weak nasties, forcing you to descend. 
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A Pay attention to the descriptions of each 
monster—many tougher creatures and bosses 
have special strengths or weaknesses you can 
exploit once you know what they are. 
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A Many of the side quests in Diablo require 
you to find special items of some kind. Most 
of these are easy to spot, but you may have to 
spend some time searching. 


pay a higher price for an unidentified 
magical item than he would for a 
mundane one, he’ll pay even more for a 
good item that has been identified. 

Most of the time, you will more than 
recoup the 100 gold pieces it costs to 
identify the item. 

Since few other spells can rescue you 
from the brink of death as effectively as a 
Healing spell, it’s a wise choice to have 
this active as your default spell. 

If you use Town Portal to escape from a 
large group of enemies, you may want to 
think twice about using it to return to the 
Labyrinth. The situation in the Labyrinth 
when you return using a Town Portal is 
the same as when you left. If you were 
surrounded by powerful monsters when 
you ran to Tristram, they will still be 
waiting for you when you go back and 
you won't have a handy portal to duck 
out through. 

If you need to get around your own Fire 
Walls, there is a way to walk through 
them without taking damage. Horizontal 
and vertical Fire Walls can be crossed by 
walking through them on a 45-degree 
angle. Angled Fire Walls can be crossed 
by walking through them perpendicular to 


AAs you move down through the Labyrinth, 
you’ll discover new routes to the surface that 
skip the early levels, making your trips quicker. 


their path. Just be careful not to cross at 
a spot where multiple Fire Walls meet. 


e For tough areas of the Labyrinth, a Golem 


or two can destroy enough creatures to 
give you more of a fighting chance. Even 
if your Golems don’t get close enough to 


kill anything, they might draw enough fire 


to allow you to close in on and destroy 
the monsters in the area. 

e Cast Guardian ahead of you or around 
corners to soften up the creatures that 
are waiting for you. It may not kill 
everything in the area, but it will damage 
them and allow you to kill them more 
easily later. Guardian works well at the 
end of the game for taking out the 
minions of Diablo. 

e Stone Curse is a great spell against 
Archbishop Lazarus, and will generally 
allow you to get in and kill him with just 
one use. 


e Any time you spot a Goat Shrine, you can 


guarantee that it is being guarded by a 
group of Goat Men. If you don’t want to 
tackle them, you should be able to avoid 
them with little problem. 


e Don’t resurrect your partner until the area 
is clear of monsters. When resurrected, a 
character comes back with only a couple 


hit points and a couple points of mana. 
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AThe map is fairly basic, but still very useful 


for checking which areas you’ve yet to explore— 


and finding your way back to the exit in a hurry. 


> Most magic 
items, weapons 
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A There are thousands of potential magic items 
in Diablo, and each new game will feature a 
different random selection for you to uncover. 


Get the character a potion of full 
rejuvenation as soon as you can, or 
create a Town Portal and get them back 
to Tristram immediately. 

If fighting Counselor-class creatures 

with melee weapons, try to pin them in 
corners, attacking from the diagonal. 
When they attempt to Phase away, they 
will return to the same spot, allowing you 
to hit them easily. 

Listen when confronting Horned 
Demons. When you hear the telltale 
snarl of one preparing to charge, move in 
any direction. You’ve got a good chance 
of sidestepping the attack, causing the 
Horned Demon to crash into another 
creature or a wall, which will daze it 

for a few seconds. 

If you’re a Sorcerer who normally uses a 
staff, find a staff of Holy Bolt to handle 
the undead-heavy areas of the Labyrinth. 
All the characters will benefit from this 


Alt’s not ot just the Laysni that you should 
explore—the surface also has several people 
and places to find, so scout it thoroughly. 


item in the Curse of King Leoric quest. 
Just be warned that while this spell is 
very effective against the undead 
(Zombies, Skeleton types, for example), 
it won't have any affect on living 
creatures (Fallen Ones, etc), so don’t 
waste it on these creatures. 

e If possible, when Spitting Terrors are 
attacking, pull around a corner and let 
them come at you one at a time. You’ll be 
a lot safer attacking them one at a time 
than you would be taking fire from a 
large group. 


THE CHARACTERS 


Each of the three character classes in 
Diablo are very different from each other. 
Warriors base their power on strength and 
physical might, Rogues on speed and a 
good armor class, while Sorcerers rely on 
their potent magical skill. Each class has 
abilities and skills that will make certain 
parts of the Labyrinth easier than others, 
as well as limitations that will make some 
quests or types of monsters incredibly 
difficult to combat. 


A Rogue has the ability to spot trapped doors 
and other items—which can save her from a 
lot of damage over the course of the game. 
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While each character type has 
particular attributes that it excels with, 
it’s important to note that each does have 
the ability to make significant gains in 
each of the four basic attributes. Warriors 
can cast spells, Sorcerers and Rogues 
can enter hand-to-hand combat, and the 
like. Because of this, it’s important that 
you distribute the gains from each level 
across the range of your character 
attributes. You will need to be at least 
competent in every area in order to be 
successful in defeating Diablo. 


THE WARRIOR 

STARTING STRENGTH ..........00 30 
MAXIMUM STRENGTH............ 250 
STARTING MAGIC ........ssssssssse 10 
MAXIMUM MAGIC ......2.::0sssssee0 50 
STARTING DEXTERITY .......-..-. 20 
MAXIMUM DEXTERITV............ 60 
STARTING VITALITY .......:s:0000008 25 
MAXIMUM VITALITY...........s00000 100 


STARTING EQUIPMENT 
2 Healing Potions, Short Sword, 
Club, Buckler, 100 Gold 


The Warrior is the most physically 
impressive of the three character types, 
having spent the bulk of his life learning 
how to use the weapons of his trade. 
Although he’s not as adept with a bow 
as Rogue characters, nor as good with a 
staff as Sorcerers, the Warrior is the 
undisputed master of clubs, axes and 


WThere are many, many different types of 
Shrine in Diablo. Most give you a once-only 
permanent bonus of some kind, but a couple are 
actually cursed—so try to save before 
examining them if possible. 


BOW TYPE 

Short Bow 1-4 20 
Hunter’s Bow 2-5 40 
Long Bow 1-6 35 
Composite Bow 3-6 45 
Short Battle Bow 3-9 45 
Long Battle Bow 1-10 50 
Short War Bow 4-8 55 
Long War Bow 1-14 60 


swords. He is, however, the worst spell 
caster among the three classes. 


THE ROGUE 

STARTING STRENGTH 
MAXIMUM STRENGTH 
STARTING MAGIC.......... s 
MAXIMUM MAGIC ........ cece 
STARTING DEXTERITY 


MAXIMUM DEXTERITY.............. 250 
STARTING VITALITY ......eeeeeees 20 
MAXIMUM VITALITY......0:ecccsees 80 


STARTING EQUIPMENT 
2 Healing Potions, Short Bow, 
100 Gold 


Depending on agility and speed, the Rogue 
is a real force to be reckoned. Capable of 
slaying the most deadly monsters with skill 
and a good bow, the Rogue is less able to 
handle the rigors of fighting the Labyrinth 
dwellers at close range. Obviously not as 
capable with magic as the Sorcerer, the 
Rogue is still adept when it comes to 
casting spells and learning new ones. 
Rogue’s naturally high dexterity gives her 
an excellent armor class which enhances 
her combat abilities. 


DAMAGE DURABILITY 


REQUIREMENTS TWO-HANDED 
None Yes 
20 Strength, 35 Dexterity Yes 
25 Strength, 30 Dexterity Yes 
25 Strength, 40 Dexterity Yes 
30 Strength, 50 Dexterity Yes 
30 Strength, 60 Dexterity Yes 
35 Strength, 70 Dexterity Yes 
45 Strength, 80 Dexterity Yes 
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Taass] 
A Loot, loot and loot again—just like real life, 


you can never have too much cash on hand 
when it comes to getting the best from Diablo. 


DO STALL MEE 


THE SORCERER 

STARTING STRENGTH ..........-. 15 
MAXIMUM STRENGTH............ 45 
STARTING MAGIC. ........::::s000000 35 
MAXIMUM MAGIC .......:ssssssss000 250 
STARTING DEXTERITY ...........-. 15 
MAXIMUM DEXTERITY..........0 85 
STARTING VITALITY .......ssseeee 20 
MAXIMUM VITALITY......sssssesssee 80 


STARTING EQUIPMENT 
2 Mana Potions, Short Staff of 
Charged Bolt/40 Charges, 2 Levels 
of Firebolt Spell, 100 Gold 


The undisputed master of magical power, 
the Sorcerer is able to wield incredible 
forces of magic. Able to learn the most 
powerful of spells easily, the Sorcerer is 
much less able to handle himself when it 
comes to hand-to-hand combat. Eventually 
able to hold his own in a fight against the 
creatures of the Labyrinth, the Sorcerer is 
nonetheless best served by hiding behind a 
massive wall of stalwart spells. 


The most basic part of any arsenal is the 
weapon. Weapons in Diablo range from the 
simple club to the long war bow, great 
sword and composite staff. While all three 
of the characters in the game can use their 
fists during combat, the use of a weapon 


enables the character to dish out more 
damage more accurately. The weapon your 
character uses will change as you discover 
more and better items from within the 
Labyrinth. Because of this, it makes sense 
to get a feel for the basics of each of the 
weapon types. 


AXES 

The major strength of an axe is its ability 
to dish out tremendous damage—and in 
Diablo there are six different types, each 
with its own capabilities and uses. Even 
the smallest axe can cause more damage 
than many other weapons featured in 

the game, and the huge great axe is the 
single most powerful weapon available. 
Well suited to the Warrior character, any 
axe is capable of cleaving through 
enemies with a single massive stroke. 
Axes also tend to be durable, allowing the 
character who wields one to spend more 
time in the Labyrinth gaining experience 
and less time at Griswold’s smithy having 
the axe repaired. 


BOWS 


Another interesting weapon class is the 
bow. Normally associated with Rogues, 
the bow allows the character using it to 
deal damage to the creatures of the 
labyrinth without getting too close. Bows 
can strike from a long distance, killing or 
damaging enemies before those enemies 
can strike back. Grates can be fired 
through, which allows the character to hit 
enemies without those enemies being able 
to approach at all. Additionally, bows are a 
fast weapon, and in the hands of an 
experienced user, can rain arrows on 
creatures at an incredible rate. 


THE VALUE OF 


MAGIC ITEMS 


The value of magic items in Diablo should 
be obvious. Magical items are much more 
powerful than mundane ones—but then 
they’re also harder to find. In general, 
items have positive effects on your ability 
to survive, but some magical effects are 
negative. There is a huge range of power in 
magical items, from the very weak and 
inexpensive to the extremely powerful. 
With magical items you can boost your 
attributes above their normal maximum, 
dramatically increase your percentage 
chance to hit and the damage you can 


cause, and send your armor class to 
stratospheric heights. 

Although magical items are rare, you'll 
still find a few of them. On the upper levels 
of the Labyrinth, you’ll find them quite 
often, while on the lower levels, you’ll tend 
to find only two or three per level. However, 
the items you find in the lower reaches of 
the Labyrinth are generally more powerful. 
Additionally, Wirt always has one item for 
sale, and Griswold has half a dozen. Adria 
often has staves for sale at her shack. 
Keep your eyes open for the items you 
spot in the Labyrinth. Mundane item names 
appear in white. Magical items appear 
blue. Unique items have their names in 
orange. In addition to the regular magical 
items and quest items you may find in your 
travels, you’ll also get a magic item or a 
book from each boss you kill. 


HOW MAGICAL ITEMS WORK 


Magical items will have a prefix, a suffix or 
both. You might, for instance, find a blade, 
a “white” blade, a blade “of puncturing,” or 
even a “white” blade “of puncturing.” There 
is no way to fully explain the possible range 
of magical items you might find. With more 
than 90 different prefixes and 90 different 
suffixes, many with ranges of possibility, 
there are almost infinite possibilities. 


PREFIXES 


The magical prefixes have a number of 
different effects. They tend to concentrate 
mostly on resistances, increasing 
percentage of damage and chance to hit 
in combat, amount of mana, and armor 
class. There are also a few additional 
prefixes that affect only staves and the 
number of charges they carry. 


PREFIX EFFECT 

Amber ..........0- +16% to +20% resist all 

Angel’s -aansens All spells raised one level 

Arcane... Increases spell duration 

Archangel’s ......All spells raised two levels 

Awesome ......... +131 to +150% armor 

AZ Oonan +21% to +30% resist 
lightning 

BOI indicon -51% to -75% damage 

Blessed ............ +91% to +110% armor 

BlUG una +11% to +20% resist 
lightning 

Bountiful........... Triple number of staff 
charges 


-1% to -5% to hit 
+1% to +5% to hit 
+81% to +95% damage 
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Burgundy ......... +31% to +40% resist fire 

Cardinal’s ......... Decreases spell cost 

Champion's ......+51% to +75% to hit, 
+136% to 150% damage 


GIUMSY.cieceseeceese -6% to -10% to hit, 
-51% to -75% damage 

Cobalt sssssissssssss +41% to +50% resist 
lightning 

Crimson ........... +21% to +30% resist fire 

Gry pti sissa Increases spell duration 

CHY Stal essais +41% to +50% resist 
magic 


+36% to +50% damage 
+51% to +60% resist 


magic 
Dilapidated....... -51% to -75% armor 
Dragon’s.......... +51 to +60 mana points 
Drake’s ........... +41 to +50 mana points 
Dulllisectisceenseaect -1% to -5% to hit, 
-26% to -50% damage 
Emerald............ +41% to +50% resist all 


Fine (armor)......+11% to +20% armor 
Fine (weapon)...+6% to 10% to hit, 
+41% to 50% damage 


Flaming „eseese. +1 to +10 points of fire 
damage 
Frog’s .... «71 to -10 mana points 
Garnet......... +41% to +50% resist fire 
Glorious ........... +71% to +90% armor 
GOGIY iiiar +176% to +200% armor 
Gold siuii +21% to +30% to hit 
Grand sme +41% to +55% armor 
Hearne +51% to +65% damage 
Hösse +151% to +175% armor 
Hyda Siras +81 to +100 mana points 
Hyena’s „n.se. -11 to -20 mana points 
16o) p AEREE +6% to +10% to hit 


...+31% to +40% resist 
magic 

...+21% to +30% resist all 

+21% to +35% damage 

+76% to +100% to hit, 

+151% to 175% damage 


Kright Sasss +31% to +40% to hit, 
+86% to +110% damage 
LADIS risorsi +31% to +40% resist 
lightning 
Lightning .......... +2 to +20 points of 
lightning damage 
LOrE Siomin +21% to +30% to hit, 
+66% to +85% damage 
Massive............ +96% to +110% damage 
Master’s ........... +41% to +50% to hit, 
+111 to +135% damage 
Merciless.......... +151% to +175% damage 
Meteoric ....+61% to +80% to hit 
Mithril... ....+41% to +50% to hit 
MONK Soinisen Decreases spell cost 
Obsidian........... +31% to +40% resist all 
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Peilen +21% to +30% resist 
magic 
Platinum........... +31% to +40% to hit 
Plentiful . ...Double number of staff 
charges 
Priest’s .. ...Decreases spell cost 
Raven's... +16 to +20 mana points 
Red srr +11% to +20% resist fire 
RUDY vvccszsviseccseas +51% to +60% resist fire 
Rusted........... -25% to -50% armor 
Ruthless ........... +126% to 150% damage 
Saintly osis +111% to +130% armor 
Sapphire........... +51% to +60% resist 
lightning 
Savage n.e +111% to +125% damage 
Serpent’s +31 to +40 mana points 
Sharp ...+1% to +5% to hit, +31% 


to +40% damage 

...+16% to +20% to hit 
+21 to +30 mana points 
+11 to +15 mana points 
+31% to +40% armor 
+21% to +30% armor 
+11% to +15% to hit 
+101% to +150% to hit 


THY -asevenucesazscenees -6% to -10% to hit 
TOPis +11% to +15% resist all 
Useless ............ -76% to -100% damage 
Valiant ssa +56% to +70% armor 
Vicious ..... ...+66% to +80% damage 


.-75% to -100% armor 


Vulnerable 

Warrior’s.........+- +11% to +15% to hit, 
+51% to +65% damage 

Weak ........cceee -26% to -50% damage 

WIG sexe cisivecieces +81% to +100% to hit 

White... +11% to +20% resist 
magic 

WYITSscaveencaners +61 to +80 mana points 

SUFFIXES 


While some suffixes duplicate or mirror the 
effects of some prefixes, many of them are 


substantially different. 


SUFFIX EFFECT 
of Absorption ...-3 damage taken from 
enemies 


of Accuracy......+11 to +15 dexterity 

of the Ages ...... Item is indestructible 

of Atrophy ........ -1 to -5 dexterity 

of Balance........ Fast hit recovery 

of Bashing........ Damages target’s armor 

of the Bat......... 3% of damage caused 
added to mana 

of the Bear....... Knocks target back 

of Blocking....... Fast block 

of Blood........... 5% of damage caused 
added to health 

of Brilliance......+11 to +15 magic 


of Brittleness....-26% to -75% durability 

of Burning......... Additional 1-16 points of 
fire damage 

of Carnage....... +13 to +16 damage 

of Corruption ...All mana lost 

of Craftsmanship......+51% to +100% 


durability 
of the Crusaders....... 50% of previous 
attack damage added 


of the Dark....... -40% light 
of Deflection.....-4 damage taken from 


enemies 
of Dexterity ...... +1 to +5 dexterity 
of Disease........ -1 to -5 vitality 
of Dyslexia ....... -1 to -5 magic 


of the Eagle......+21 to +30 hit points 
of Fire ... Additional 1-6 points 
of fire damage 


of Flame........... Additional 1-3 points 
of fire damage 
of the Fool........ -6 to -10 magic 


of the Fox......... +11 to +15 hit points 
of Fragility ........ Durability of item is 1 


of Frailty ........... -6 to -10 strength 

of Giants .......... +16 to +20 strength 

Of Gore.........00. +9 to +12 damage 

of Harmony...... Fastest hit recovery 

of Haste ........... Fastest attack 

of Health .......... -1 damage taken from 
enemies 

of the Heavens.+12 to +15 to all attributes 

of Illness........... -6 to -10 vitality 


of the Jackal ....-1 to -10 hit points 

of the Jaguar....+16 to +20 hit points 

of the Leech.....8% of damage caused 
added to health 

Of Lifa +21 to +30 vitality 

OF Lights +20% light 

of Lightning......Additional 1-10 points of 
lightning damage 

of the Lion........ +51 to +60 hit points 

of Magic........... +1% to +5% magic 

of Maiming....... +3 to +5 damage 

of the Mammoth......+61 to +80 hit points 


of Many............ Durability doubled 
(bows only) 
of Might............ +6 to +10 strength 


of the Mind....... +6 to +10 magic 
of the Moon .....+4 to +7 to all attributes 
of the Night......-20% light 


of Osmosis....... -5 to -10 damage taken 
from enemies 
OPP AIN ssri +2 to +4 damage taken 


from enemies 
of Paralysis....... -6 to -10 dexterity 
of Perfection ....+21 to +30 dexterity 
of Piercing........ Damages target’s armor 
of the Pit .......... -1 to -5 to all attributes 
of Plenty........... Durability tripled (bows only) 
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of Power........... +11 to +15 strength 
of Precision...... +16 to +20 dexterity 


of Protection ... 


of Puncturing ... 
of Quality..... 
of Radiance...... 
of Readiness... 
Of SHOCK.. sisiesse 


Of SKill zoas 
of the Sky......... 
of Slaughter ..... 
of Slaying......... 
of Sorcery ........ 
of Speed .......... 
of Spikes.......... 


of Stability........ 
of the Stars. ...... 
of Strength....... 
of Sturdiness.... 
of Swiftness ..... 
Of Teal Sneis 
of Thieves......... 


of Thorns........... 
of Thunder........ 


of the Tiger....... 
of the Titans ..... 
of Trouble.......... 
of the Vampire .. 


Of ViQOM arani 
of Vileness........ 


of Vitality........... 
of the Vulture.... 
of Weakness..... 
of the Whale..... 
of Wizardry....... 
of the Wolf........ 
OF Zst 
of the Zodiac.... 


.-2 damage taken 


from enemies 
Damages target’s armor 


..+1 to +2 damage 


+40% light 

Fast attack 

Additional 1-6 points of 
lightning damage 

+6 to +10 dexterity 

+1 to +3 to all attributes 
+17 to +20 damage 

+6 to +8 damage 

+16 to +20 magic 

Faster attack 

1 to 6 damage caused to 
enemy per enemy attack 
Faster hit recovery 

+8 to +11 to all attributes 
+1 to +5 strength 

+26% to +50% durability 
Faster attack 

+1 damage from enemies 
Halves damage taken 
from traps 

1 to 3 damage caused to 
enemy per enemy attack 
Additional 2-20 points 

of lightning damage 

+41 to +50 hit points 

+21 to +30 strength 

-6 to -10 to all attributes 
6% of damage caused 
added to mana 

+16 to +20 vitality 

Target does not heal 

+11 to +15 vitality 

+1 to +5 vitality 

-11 to -20 hit points 

-1 to -5 strength 

+81 to +100 hit points 
+21 to +30 magic 

+31 to +40 hit points 

+6 to +10 vitality 

+16 to +20 to all attributes 


Infinite Gold 
Infinite Gold 
Infinite Gold 
Infinite Gold 
Infinite Gold 


Infinite Gold 


Quick Level Gain (Warrior) 
Quick Level Gain (Warrior) 
Quick Level Gain (Rogue) 
Quick Level Gain (Rogue) 
Quick Level Gain (Sorcerer) 
Quick Level Gain (Sorcerer) 


000047AC0000 
800D9388FFFF 
D00047AC0000 
8007014C0000 
D00047AC0000 
800701500000 
000047AC0000 
800D937A5FFF 
D00047AC0000 
800D937A4FFF 
D00047AC0000 
800D937A3FFF 


T r 10 GY wr com 
F8279HY3FLM6X 
adaptation of all three Die Hard films, and all that changed forever— GPOPERV MEER. 


LEVEL 6: COMPUTERS NO. 1 
Before the PlayStation, the term “movie license” had become almost 1SK1!TGNWWHF9 
especially since it offered a trio of great games for the price of one. LEVEL 7: EXECUTIVE NO. 1 


LEVEL 5: MAINTENANCE NO. 1 
21 percent complete. 
Y41!ZDT3YJMZZ 
Y!IBPYY6MW7DY7 
NZMVH9Y7NZMWH 
26 percent complete. 

synonymous with “rubbish” in computer games. Then came this superb PENYMBFSPONWM 

Here are the complete level and cheats codes for all three installments.... 


31 percent complete. 


74225VHK7WVMW 
P ASSWORDS GK5N5W7CX7JZR H7GRVLCLH1 X74 
VICYHPZRV!CXH XMLG9T74XMLH9 
Note: In each of the following codes, KZRV!ICYHPZRVJ Y74XMLG9T74XJ 
the _ symbol denotes a SPACE. 
LEVEL 3: CONSTRUCTION NO. 1 LEVEL 8: CONSTRUCTION NO. 1 
DIE HARD 10 percent complete. 36 percent complete. 
T41X_3_4TD1DP TN1ZN9JCSJ_XL 
This section of the game fearutes 19 5BIW974MMEDT7 7X5RON4WLE8TR 
levels. The object is to rescue the hostages 4XMLG9T74XMMG 6XWMGFTR6EXWLG 
and find the hidden bomb before it FT74XMLG9T74J Q9TREXWMGFTRE6J 
explodes. Here’s a list of all the level 
codes, which also provide 15 lives, 999 LEVEL 4: OFFICE LEVEL 9: OFFICE NO. 2 
bullets and 25 grenades. 15 percent complete. 42 percent complete. 
Q_1WSX3WQKk!CD H425H75XGGVRV 
LEVEL 2: THE RECEPTION 16FSSIM1FFPQ2 BXK479!L!3XH5 
5 percent complete. SC1D5JQ2SC1F5 XRLZCTHS5XRLIC 
ZN1!6HTWZJ!HF NQ2SC1D5JQ2S _ YH5XRLZCTH5XJ 
45 4 =, 5 LEVEL 10: BALLROOM 
=| 47 percent complete. 
3D231ZZ!23CK! 
8BS_QV9Q7JZ3D 
FKQ6SW3DFKQ7S 
!83DFKQ6SW3DFJ 


LEVEL 11: MAINTENANCE NO. 2 
52 percent complete. 
W82GN88TVSCFX 
WCM79Q5PRZ!WC 
FFPQQVWCFFPRQ 
ZWCFFPQQVWCF_ 


LEVEL 12: OFFICE NO. 2 
57 percent complete. 
942RCHX88Z14N 
RL3WL4XLM2D95 
4NLLB9954NLMB 
F9O54NLLB9954J 


A The first of the three games on offer, Die Hard is a frantic race against time as you struggle to save LEVEL 13: CONSTRUCTION NO. 2 
hostages and disarm bombs while fighting off hordes of heavily-armed terrorists who have taken over 63 percent complete. 
an office block. Even Bruce would find it tough going. How do you think you're going to do? TJ2HGH_DSD1DP 
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Z_VN45NTLG9STM 
6DTM6DTM6DTL6 
8TM6DTM6DTM6_ 


LEVEL 14: VAULT 
68 percent complete. 
DX22HW5SGZPQ7 
_Z5NGQZGSM2DY 
MQGTW7DYMQGSW 
38DYMQGTW7DYM 


LEVEL 15: COMPUTERS NO. 2 
73 percent complete. 
BX21PND98VGP_ 
4ZB1QDYGNLLBY 
CPGPVRBYCPGNV 
MBYCPGPVRBYCJ 


LEVEL 16: EXECUTIVE NO. 2 
78 percent complete. 
XJ2BXT9SZXPG5 
DJ6SsZ69SH1XM 
LG9T74XMLG9S7 
_XMLG9T74XML_ 


LEVEL 17: OFFICE NO. 2 
84 percent complete. 
RS2GX9C5P9SCJ 
S3X65LMYGYWRV 
ICYHPZRV!CYGP 
VRV!ICYHPZRV!_ 


LEVEL 18: MAINTENANCE NO. 2 
89 percent complete. 
FS237Z5NHGKQR 

871JV7ZXVWCFT 
R6XWMGFTR6XVM 
BFTR6EXWMGFTR_ 


LEVEL 19: COMPUTERS NO. 3 
89 percent complete. 
B42_RJ498VGPC 
7S8DVXY2P2NB5 
8P2NBKB58P2PB 
PB58P2NBKB58J 


A Pinpoint accuracy is required in the lightgun- 
based Die Hard 2: Die Harder—and make sure 
you don’t let loose on an innocent civilian! 


A The Skeleton Mode cheat serves no useful purpose, but watching the many matchstick figures 
running around frantically and collapsing to the floor as they die is a lot of fun. 


DIE HARD 2: DIE HARDER SENESCENT 


LEVEL 2: NEW WING 
14_JJ2JB144JL 
289144JB__F1_ 
4JLKT3GS9_L38 
F144JL289144J 


LEVEL 3: TUNNEL 
SS_XHKGSSW3DF 
KQ6SW3FIQQ1SM 
3DDQRNCCVDFJQ 
2SW3DFKQ6SW3_ 


LEVEL 4: RUNWAY 
F416QVMBF5NQL 
VC9FSNNSLCHF9 
NQM1W6TDP6LWC 
FFSNQLVCOFSNJ 


LEVEL 5: PLANE INTERIOR 
N__V38Y3N2JB1 
85_N2J955Y1NL 
JB_1L4Q7TV195 
4N2JB185_N2J_ 


LEVEL 6: CHURCH 
8N_N8KL68P2NB 
KB85P2RQ!L581 
2NB698681NBJB 
18P2NBKB58P2J 


LEVEL 7: SNOWMOBILE CHASE 
8D142J2_8F1N6 
JV38F1JJ3B_8P 


78F1N6JV38F 1J 


LEVEL 8: PLANE INTERCEPT 
N_1B58YN2JB1 
85_N2JHHXP2NZ 
JB_76LXXNV195 
4N2JB185_N2J_ 


DIE HARD WITH 


A VENGEANCE 


The final section of the game features 11 
stages. These are all based around New 
York City. The idea is to speed around 
defusing bombs as you go. Here are the 
level codes for each stage, along with a 
brief explanation. 


LEVEL 1: NEW YORK 


This is where your mission starts. You 
should use this stage to get to grips with 
the car’s controls and the way the game 
works. This stage should cause you no 
problems at all. 


LEVEL 2: CENTRAL PARK NO. 1 
XJ1GFT!7XMLG9 

T74XMLD3K72X 

LG82RC8VMZKSH 

HXWQZWM/7GVHSJ 

This is your first trip into Central Park. The 
biggest hazard you must face is the huge 
lake that lies in the middle of the play area. 
Drive into it and you instantly lose a life. 


LEVEL 3: CHINA TOWN NO. 1 
T81XMLG9TC5DP 

LQBTC5G!VQDT7 

5DN965F24Y7QQ 

7TW1X6CK5JV6J 

This stage is pretty much the same as the 
New York section. The only differences are 
that the roads are a little bit thinner and 
small wooden stalls line the sidewalk. But 
you must take extra care on this stage, as 
there are literally hundreds of civilians! 


LEVEL 4: DOWN TOWN NO. 1 
ZS1!CYHPZWWHF 

YRQZWWF7PRJZR 

WHD67TBLVY7QR 

TZ3!!!BK!_2BJ 

This level is very similar to the first stage. 
Lots of cars and wide roads are the order 
of the day. The civilians are minimal on this 
stage, fortunately, so don’t worry too 
much about mounting the sidewalk to 
avoid slow-moving cars! 


LEVEL 5: CENTRAL PARK NO. 2 
KS28P3DFKV78Y 

8NGKV7BRCN8KQ 

78XS415M6VCC4 

_K63SGSJDFD2J 

Back in Central Park, little has changed. In 
fact the only thing that makes this mission 
tougher than the last is the fact that the 
“bomb cars” stick much closer to the lake. 


LEVEL 6: CHINA TOWN NO. 2 
Z41!5XRLZ7S!3 

XHKZ7SY9NHRZC 

$!27!ZBGTD7LR 

J!I7XHK!ICVWFG_ 

If you thought China Town was packed 
with civilians the first time around, this 
mission is gonna give you nightmares. 
Take care when you’re mounting the 
sidewalk, as you'll find it packed with 
helpless pedestrians! 


LEVEL 7: URBAN NO. 2 
184!MZHT!CYHP 

ZRV!ICYF!IQRX!7 

YHN57PC2XX9MH 

TZ3T!7VPFC4H_ 

This level is very similar to the Down 
Town section earlier in the game. But on 
this mission, the sky is overcast, giving 
everything a very sinister feel. However, 
this level is very easy. You also have the 
advantage of very quiet sidewalks, so you 
don’t have to worry about people. 


AIOWYL GUVH 310 


A Groups of baddies can be deadly—so why not use two guns at once in classic action movie style? 


LEVEL 8: DOWN TOWN NO. 2 
5422VBKB54NLL 

B9954NJS29H58 

NLMKT6KFP6VT1 

C48J2198NRN6J 

This is similar to the first section. Stay 

off the sidewalks, as they are filled with 
civilians. Try and stick to the middle of the 
road, because this gives you plenty of time 
to react to the traffic. The last thing you 
want is a mangled fender. 


LEVEL 9: AQUEDUCT NO. 1 
S82DFJG1SC1DT 

JQ2SC1GHSQ4S7 

1D4C6FD2_SMs6 

TTW5XQ4QGC62_ 

This section takes place inside a huge 
concrete tube. You must speed through 
and reach the exit before a wave of 
water catches you. You’re in a truck so 
maneuverability is minimal. The in-car 
perspective gives you a better viewpoint in 
this section of the game, so use it well. 


LEVEL 10: WHARF 
7N23LHKZ7NZMV 

H9Y7NZKJ79W7S 

ZMWNTLMYI6ST9 

T6_V38MH9TORJ 

A tough section, but the basic missions 
remain the same—find the bomb and 
destroy the bomb cars. What makes this so 
tricky is the fact that the entire level is 
surrounded by water. Make one wrong 
move and it’s all over. 
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LEVEL 11: AQUEDUCT NO. 2 
8J24_KV78K248 

K248K262T228Y 

249BLCXS3K66L 

3996NV535LHKJ 

Remember Aqueduct No.1? Well, this is 
identical! Simply reach the bomb before 
the water catches you. Don't forget that 
you can use the sides of the tube to avoid 
the trucks that block your path. 


LEVEL 12: ‘SIMON GRUBER’ 
9N24LMLG9P6NV 

MBF9P6QJWBC9T 

6NW8V2YX72L82 

C89248C9MQZN_ 

So, this is it—the final battle. Simon 
Gruber appears in a helicopter and it’s 
up to you to destroy him before he pulls 
the plug on the whole of New York! The 
question is, how can you possibly attack 
an airborne craft in a taxi? Dotted along 
the Wharf are “Launch” pick-ups—drive 
over one and you’ll be blasted up into 
the air. Now time your jumps so that 

you collide with Gruber’s helicopter. 
Repeat this process five times and victory 


will be yours. 
CHEATS 
DIE HARD 


e Unlimited Shotgun 

Pause the game and hold down the 
button. Push >, t, +, +, m, >. You now 
have an unlimited shotgun. 
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e Skeleton Mode 

Pause the game and hold down the R2 
button. Now press 4 10 times and push 
> on the D-pad four times. This turns all 
the bad guys into skeletons. What’s the 
point of that, you may ask. Not much, but 
it looks really funny! 


Fat Mode 

Pause the game and hold down the 
button. Now press >, m, m, +. The people 
in the game are now either extremely tall or 
short and fat! 


e God Mode 

Pause the game and hold down the [2 
button. Now press >, t, +, m to render 
yourself completely invincible. 


e Reverse Controls 

Pause the game and hold down the R2 
button. Now press >, m, 4, >. This 
reverses your controls. Why anyone would 
want to use this cheat is a mystery! 


e Villains Float Up 

Pause the game and hold down the R3 
button. Now press +, m, A, +. The 
baddies, once killed, now float off the 
screen up to heaven! 


DIE HARD 2: DIE HARDER 

e Fat Mode 

Pause the game and hold down the R3) 
button. Now press €, 4, >, +. The people 
in the game are now either extremely tall 
or short and fat. Again. 


ASo close! The time limits get more and more challenging as you move through the levels. 


A If you don’t reach a bomb in time, prepare yourself for a very large bang. Remember that 
the shortest route is not always the fastest—cutting corners can have deadly consequences.... 


e Lots of Ammo 

Pause the game and hold down the R2 
button. Now press >, m, €, @, 4, +. You 
now have 999 bullets to fire at the baddies! 


e Fergus Mode 
Pause and hold R3. Now press @, +, 
+, m, X, m. All the baddies look the same! 


e Map Editor 

Pause the game and hold down the 
button. Now press >, ®t, +, m. You can 
now use the “Map Editor” and look at 
things like the level’s scroll path, plus 
lots of other little features! 


PRIMA’S UNAUTHORIZED STRATEGY GUIDE 


e God Mode 
Pause the game and hold down the R2 
button. Press +, 4, >, m for invincibility. 


DIE HARD WITH A VENGEANCE 

e Hello Mode 

Pause the game and hold down the 
button. Now press >, t, +, m. You'll see a 
pair of digits at the bottom of the screen— 
these are your current co-ordinates. 


e Giant Cars 

Pause the game and hold down the R3 
button. Now push €, 4, >, +. All the 
cars on the road are now huge! 


e Extra View 

Pause the game and then hold down the 
R3 button. Now press +, @, +, @. You can 
now select a new “Chase Car” view. 


e Slow Motion 

Pause the game and hold down the 
button, then press ¢, T, €, €, m, +. 
Everything now moves in slow-motion. Be 
warned: once this cheat is enabled, you 
can't turn it off without resetting the game! 


e Lots of Turbos 

Pause the game and hold down the R2 
button. Then press @, @, m, m, +, +, X, 
x. You now have 999 turbos! 


e Infinite Lives 

Pause the game and hold down the 
button. Now press €, @, tT, +, m, >. You 
now have infinite lives. 


DIE HARD TRILOGY 2: 


VIVA LAS VEGAS 


McClane’s back to dish it out to whoever wants some. Start the party off with a bang using the help of the Small Arms 
breakdown and Extreme Driving walkthrough. 


FIREPOWER: SMALL ARMS 
PISTOL 


McClane’s 9mm is the gift that keeps on 
giving. Equipped with a laser sight and 
unlimited rounds, the Pistol is McClane’s 
default weapon; it’s always available for use. 


SHOTGUN 

This weapon will clear even the most 
crowded area with just a few blasts. The 
Shotgun’s pistol grip allows McClane to 
work at very close quarters. The only 
drawback is its slow reload. 


MP5 

This is the weapon of choice for most of the 
world’s military counterterrorist agencies. 
The MP5 fires sustained bursts that rip a 
room—and the bad guys in it—to pieces. 
Tap or feather the trigger to fire single shots 
or short bursts to conserve ammo. 


LAW 80 ROCKET LAUNCHER 


One shot from this fire-and-forget weapon 
can take down multiple terrorists. The 
LAW’s rounds are both high-explosive, 
throwing out a lot of concussive damage, 
and incendiary, taking out anyone unlucky 
enough to be in the immediate vicinity. 


JACKHAMMER 

An improvement on the original “room- 
broom,” this fully automatic beefed-up 
shotgun can take out a roomful of terrorists 
between heartbeats. 


SHOCK RIFLE 


You can’t fire this close-quarters weapon 
across a room and hope to do any real 
damage. But its electrical discharge takes a 
target down for the count once you lock on. 


FLAMETHROWER 

One squeeze from this napalm nightmare will 
do the trick. You can’t break windows with it, 
but the lethal discharge guarantees you’ll 
kick serious ash in one flash-fried second! 


SMOKE GRENADES 

The Smoke Grenade will buy you enough 
time to attack or retreat, and maybe follow 
up with another nasty surprise. 


gl 


FLASH BANG GRENADE 


Another great way to buy yourself an edge: 
any enemies nearby when this lethal 
package goes off will be stunned long 
enough for you to get down to business. 


FRAG GRENADE 


Chuck this high-explosive grenade into a 
room or corridor and forget about everyone 
in the vicinity of the explosion. Debilitating 
and merciless. 


INCENDIARY GRENADE 


This fiery little number is great for clearing 
out rooms or halls when you’re in the mood 
for a weenie roast. Toss it, drop back out of 
range, then sit back and watch as it gets 
the terrorists all fired up. 


PROXIMITY MINES 


Did you pick up a shadow while you were 
scouting around? Does the guy on your tail 
have a bigger gun? Or maybe you just want 
to create a little confusion in the ranks. 
Drop a Proximity Mine in a room and get 
well clear before it’s armed itself with that 
telltale peep-peep-peep. 


EXTREME DRIVING EXTRA 
ROUND: POLICE CAR 


Mission: Pick up the escaped inmates and 
deliver them to the precinct in the time 
allowed. Vegas is chock-full of pick-ups to 
grab as you dash to apprehend the fleeing 
prisoners. 


PRISONER 1 


You’ll need only one Time Added pick-up to 
complete the first mission. 

Pull out onto the street and turn right. 
Grab the first Time Added pick-up and 
follow your radar to the first prisoner at the 
end of this street. Nab the prisoner and 
return to the station. 


PRISONER 1 (ALTERNATE) 


At times, you'll find your first prisoner in a 
casino. This alternative map will get you 
there and back again. You need only one 
Time Added pick-up to make this bust. 
Pull out onto the street and turn right. At 
the first intersection, turn left. Bear left into 
the next intersection. Pass up the first 
on the casino, then smash 
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through the second. Return to the police 
station. 


PRISONER 2 


You’ll need at least two Time Added pick- 
ups to make this bust. This prisoner pulls 
your radar to the right. 

Take the Time Added pick-up left of the 
police station. Then follow the street ahead. 
At the next intersection, turn left and take 
the Time Added pick-up on the sidewalk. 
For now, ignore the pick-ups ahead and 
turn right at the corner. 

Ignore the pick-ups along the way and 
enter the drive-through lane in front of the 
building. Turn back around and return to 
the police station. 


PRISONER 2 (ALTERNATE) 


Prisoners tend to show up in different 
places. If he shows up here, this is the best 
way to get him. 

Pull out onto the street and turn right. At 
the second intersection, turn left. Take the 
Time Added pick-up ahead, and then turn 
right at the next intersection. Turn left at the 
next intersection and follow the radar tracker 
to the prisoner. Nab and bag the prisoner 
and take him back to the police station. 


SUSPICIOUS VEHICLE 


The guy you’re after in this chase sequence 
musn't know you’re onto him until after he 
commits a crime—like blowing something 
up! When he does, you’ll be on top of him, 
and you must stop him any way you can. 
That translates well into ram the van, ram 
the van, ram the van. 

Keep on the lookout for all the pick-ups 
you'll need to stay in the race. (This is why 
you left so many of them untouched earlier.) 

As you follow the suspicious van, take the 
pick-ups along the way: you’ll need them. 
Once the van sets off the explosion at the 
building (or simply stops there), it’s fair game. 

After the explosion, you’re on the clock 
again. If you haven't racked up a bunch of 
extra time, you’ll have to look for that, as 
well. If you run out of time before you get 
the guy in the van, you lose. 

Keep ramming the van to cause 
damage. You’ll know the van’s in trouble 
when it starts flaming. Keep ramming the 
van until it blows up to end the level. 


if 
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DIGIMON WORLD 


THE LIFE SPAN OF A 


DIGIMON 


Digimon live for about 15 to 20 days in 
Digimon World time, depending on how 
well you care for them. During that time 
they may digivolve as many as five times, 
from Baby form to Ultimate form. 


BABY FORM 


Digivolution Time: N/A 


IN-TRAINING FORM 


Digivolution Time: 6 hours 


FROM EGG TO 
BABY DIGIMON 


If you’re wondering which Baby Digimon 
comes from which egg, wonder no more! 


EGG BABY DIGIMON 


ROOKIE FORM 


WHEN A DIGIMON 


FADES AWAY 


After 15 to 20 days of life, your Digimon will 
fade away and leave behind up to four 
Digimon Eggs (depending on the strength 
of the departed Digimon and the conditions 
of its fading away). A Digimon’s fading away 
gives you the opportunity to train a variety 
of Digimon and learn a variety of skills. 

Certain areas of File Island are restricted 
to certain Digimon types. For example, you 
can enter the Ice Sanctuary only with a 
Vaccine-Type Digimon; the Gray Lord’s 
Mansion is off-limits to all but Virus Types. To 
recruit Frigimon, you must bring it a Digimon 
susceptible to cold and then digivolve that 
Digimon into a form that’s resistant to cold. 

On the downside, about every 15 Digi- 
days you must start all over again. This can 
be frustrating, especially if your Champion 
or Ultimate form fades away just before it 
was about to take on a difficult enemy. Still, 
if you conserve your resources (stat-raising 
Chips and the like) and raise your new 
Digimon carefully, you should be able to 
resume your quest in no time! 


RAISING DIGIMON DO’S 
AND DON’TS 


Raising a Digimon seems simple enough: 
Feed your Partner Digimon when it’s hungry. 
Take it to the Toilet when it needs to go. Sleep 
it when it’s sleepy. Train it in the gym and in 
battle to make it grow stronger. Heal its 
wounds. And don't let it fade away. Do all this, 
and your Digimon should grow and thrive. 


Digivolution Time: 1 Day, 6 oe 


| CHAMPION FORM 


to 5 Days, 6 Hours 


: ULTIMATE FORM - 
yi wa Digivolution Time: Anytime — 


_ Digivolution Time: ee 


after 11 Days, 6 Hours 


DIGIMON WORLD 


In Digimon World, you play as a young boy mysteriously transported to the Digimon Dimension, a troubled world called 
File Island. An ancient Digimon named Jijimon greets you when you arrive. He tells you you’ve been summoned to help 
save the island’s Digimon. Something has caused the Digimon to forget their responsibilities and even their own 
language! You must visit all these Digimon and convince each to return to File City to help rebuild their world. 


It’s a little more complicated than that, 
though. Food is expensive at the start of 
the game and your daily ration of three 
pieces of Meat doesn’t go very far. Plus, 
your Digimon seem always to develop a 
need to go when you’re several screens 
from the nearest Toilet. 

We developed the following Training 
Tips to help you. 


1. CONSERVE YOUR ITEMS AT THE 
START OF THE GAME! 


Talk to Tokomon at the start of the game to 
receive a small allotment of Items. Then 
conserve them until you recruit Coelamon 
and/or Betamon and they open an Item 
Shop. You can supplement your recovery 
items by defeating the ModokiBetamon 
that live in Native Forest. 


2. WATCH YOUR DIGIMON’S WEIGHT! 


Weight is the second factor the computer 
considers when it’s time to Digivolve your 
Digimon. Your Digimon’s weight corresponds 
to the amount of food it eats. At the start, 
unfortunately, your food and money supplies 
are very limited until you recruit some 
important Digimon. And your Digimon will 
lose a pound of weight every time it goes to 
the bathroom, often canceling out any 
weight gain from its last meal. 

Recruiting Palmon and upgrading the 
Meat Farm is a good way to give your daily 
Meat rations more impact (Giant Meat puts 
two pounds per portion on your Digimon). 
You can buy Meat for 50 Bits per piece 
when you recruit Coelamon and gain an 
Item Shop. Digital Mushrooms and the like 
also make great meal supplements! 


3. THOSE HAPPINESS AND 
DISCIPLINE GAUGES ARE THERE 
FOR A REASON! 

A happy and disciplined Digimon is your 

goal. Using the Praise and Scold options in 

the Main Menu is only part of reaching it. 

Feeding your Digimon makes it happier, and 

participating in battles makes it more 

disciplined. If you let these two gauges drain, 
you’ll end up with a stubborn and rebellious 

Digimon—and a much harder raising job. 
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Paras 
| Liquid Crystallization 


4. RESPOND TO YOUR DIGIMON’S 
NEEDS BOTH IN THE FIELD AND 
IN BATTLE! 

The following conditions may effect your 

Digimon both on the field and in battle. 


5. MIX GYM TRAINING AND 
BATTLES WISELY! 
Go to the gym to increase your Digimon’s 
stats quickly and efficiently. Normal training 
provides a greater boost than an afternoon of 
random battles, and Bonus training (when 
successful) can have an even stronger 
impact. But there’s nothing like battle 
experience for a young Digimon. Stat 
increases may be less, but the rewards are 
often better. You receive money and Items 
from successful battles, and your Digimon 
can learn new Techniques from its opponents! 


6. USE YOUR DIGIMON’S BRAIN 
POWER TO GIVE IT MORE 
OPTIONS IN BATTLE. 


The commands that your Digimon uses in 
battle are determined by your Partner 
Digimon’s Brains. The higher the Digimon’s 
Brain stat, the more options it has in Battle. 
If you’re not satisfied with the Your Call 
command, visit the appropriate training 
machines in the gym or use Brain Chips! 


7. PLAN YOUR DIGIMON’S 
DIGIVOLUTION! 


Whenever possible, plan your Partner 
Digimon’s Digivolution in advance. 
Remember, when choosing your Digimon’s 
digivolutionary form, the computer looks at 
the following conditions (in this order): 

1. Number of Care Mistakes 

2. Digimon’s Weight 

3. Required Stats 

4. Bonus Conditions 


Planning ahead is particularly important if you 
want to acquire a specific Ultimate Digimon. 


8. SEEK OUT CERTAIN ENEMY DIGIMON 

TO LEARN NEW TECHNIQUES. 
Digimon learn new Techniques by watching 
other Digimon perform them. Rarely will 
your Digimon learn a new Technique 


through training alone, so put the tables in 
the Techniques section to good use. 

If you want your Digimon to learn a 
specific Technique, check to see which 
enemy Digimon use it in battle, and then 
have your partner battle those monsters 
until it learns that Technique. Remember, the 
more Techniques your Digimon learn and 
pass on, the more flexibility you have when 
choosing new types of Digimon to raise. 


9. THE POTTY ITEM IS IMPORTANT. 


In Digimon World, there’s never a Toilet 
nearby when your Digimon needs it most! 
Fortunately, you can buy a handy Item to 
take care of your Digimon’s needs in a 
pinch—the Portable Potty. This Item is 
stocked at File City’s Item Shop and costs a 
whopping 300 Bits. However, when you give 
it to a Digimon in need, it not only satisfies 
its need for a Toilet, it also prevents it losing 
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weight. The farther you get from File City, the 
more you'll need this Item in your inventory. 


10. PRIORITIZE YOUR 
RECRUITMENT SCHEDULE! 


One benefit of recruiting (aside from bringing 
you closer to saving File Island) is the number 
of shops and services that become available 
with each new Digimon. Some mean the 
difference between an easy adventure and 
one that’s ridiculously hard, so develop a 
plan to get the best Digimon with the best 
shops to File City as soon as possible. 

For example, at the start of the game, 
recruiting Coelamon, Betamon, and Palmon 
should be your top priority. Next, expand the 
items you can buy by recruiting Patamon 
and Biyomon in Gear Savanna, and then try 
to recruit Birdramon from Great Canyon. 

If you’re having difficulties with a small 
inventory, rush through the Ogre subquest 
to get the Dimensional Keychain from 
Nanimon. Keep such needs in mind when 
planning where to go next on File Island! 


11. WATCH FOR SURPRISE 
DIGIMON EVENTS! 


Certain Digimon will attack out of the blue 
once you’ve completed certain requirements. 
These Digimon bring great advancement to 
your city—if you can defeat them. 
Unfortunately, these Digimon also are pretty 
strong. You’ll want to enter battle with them 
completely prepared. Take care not to trigger 
these events until you and your Partner 
Digimon are ready. The section that follows 
will point out how you may trigger an attack. 


CTYOM NOWIIIG 


DIGIMON WORLD 2 


DIGIMON WORLD 2 


Enter the digital universe of Digimon and follow the adventures of Akira, a young Guard Tamer sworn to protect his 
home, Digital City. Digimon are reverting to their wild state and no one knows why. As a Guard Tamer, you must defeat 
the wild Digimon as you unlock the mystery surrounding their strange behavior. However, these events are masking a 
more insidious plan. Discovering the reason for the Digimon’s strange behavior is just the beginning of a plot that will 


affect every life on Digital Continent. 


BASIC BATTLE TACTICS 


THE BATTLE SCREEN 


When you engage in battle with a wild 
Digimon, a Battle Screen appears in the 
battle arena. If you want to battle the 
Digimon, select “Command” from the 
Battle Screen. Each of your Digimon have a 
Battle Command and a Guard Command. 
To make your Digimon battle, select 
“Battle” from the menu, then select the 
type of attack you want your Digimon to 
use. Each attack uses a certain amount of 
MP. As long as your Digimon has enough 
MP to execute an attack, he or she is 
available in the menu. If you’re in a battle 
that is taking a turn for the worse, select 
“Run Away” on your turn. If you choose to 
run, you won't gain any EXP (Experience), 
nor will you earn any BITs (money). 


WHEN TO RUN AWAY 


Not every battle in which you engage will 
be successful. Sometimes you encounter 
an enemy Digimon party that is very 
powerful. Run when you’re trying to 
conserve HP and MP for a boss fight. If 
you select “Run Away” from the Battle 
Menu, you may be able to escape. Be 
careful, though—sometimes you can’t run, 
and if you’re unsuccessful, your opponents 
have the first attack. 


USING MP AND LOSING HP 


Every attack uses MP If a Digimon’s MP is 
exhausted in battle, you can either restore MP 
by using a Disk or other Item designed for 
that purpose, or use your turn to guard, which 
recoups a small amount of MP Your Digimon 
lose HP for every hit they take in battle. Use 
Disks to restore your HP. If all of your 
Digimor’s HP reaches zero, your game ends. 


STATUS EFFECTS 
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If any of your Digimon are affected by 
Poisoning, Paralysis, or Confusion, an icon 
appears in your Digimon’s information box 
on the Battle Screen. If three icons appear in 
the information box, your Digimon fades 
away. Fortunately, there are cures, which you 
must use before issuing battle commands to 
your Digimon. The cures are transmitted to 
your Digimon through the Cannons on your 
Digi-Beetle. If your Digi-Beetle isn’t equipped 
with the right type of Cannons, you won't be 
able to aid your affected Digimon. 


LEVELING UP 


You earn EXP from every successful 
encounter. As your Digimon party earns 
points, its levels rise. Sometimes your 
Digimon learn new skills when their levels 
increase. At certain levels, you can 
digivolve them at a Digivolve/DNA Digivolve 
Center. Go to a Digivolve/DNA Digivolve 
Center soon after your Digimon reach 
these level cut-offs or you will miss an 
opportunity to learn a new skill. 


TOURNAMENTS 


Your participation in the Tournaments is 
voluntary, but at critical points of the game, 
you must increase your Rank to receive 
your new mission. If you’re stuck with no 
idea where to go next, participate in and 
win a Tournament. 


TOURNAMENT 1 


After you have an Entry Pass, you can 
enter the first Tournament in the Coliseum. 


Bertran 

Bertran’s Digimon attacks aren't very 
threatening at all. Each inflicts less than 10 
HP of damage. Your Digimon’s standard 
attacks should be enough to eliminate 
these early contenders. 


Joy Joy 


Eliminate Crabmon first. His Scissor Magic 
attack inflicts the most damage. Fight 
Kunemon next, then attack Tapirmon. 


Esmeralda 

All of Esmeralda’s Digimon inflict about the 
same amount of damage. Take them out in 
whatever order you choose. 


TOURNAMENT 2 


Doug Duem 

Elecmon’s S-Thunder Smack wields the 
biggest blow, so eliminate him first. Split 
your next attacks between Gotsumon and 
Floramon. They inflict about the same 
amount of damage. 


Sheena 

Get DemiDevimon out of the lineup first. 
His Demi Dart attack lowers the MP of the 
targeted Digimon. Make Gazimon your next 
target, shutting down his E-Stun Blast. 
Finish off with Otamamon. 


Bertran 

Be prepared for Raremon’s Confusion- 
causing counter attack, Buffalo Breath. Take 
him out quickly. Penguinmon’s Super Slap 
causes a decent amount of damage, so 
turn your attention to him next. Finish off 
with Gabumon and his Blue Blaster attack. 


TOURNAMENT 3 


Esmeralda 


Begin your attack against Piddomon. He can 
heal himself up to 150 HP. With Piddomon 
out of the way, focus on Birdramon. The 
Meteor Wing attack hits the entire party. 
Allow your weakest Digimon to finish off 
Unimon while your leaders guard to regain 
lost HP and MP You can’t administer HP or 
MP Drivers during the Tournament, so regain 
lost HP and MP whenever you can. 


Mark Shultz 

Begin this leg of the Tournament by 
focusing on Saberdramon. His Meteor 
Stream counter attack affects all party 
members. Gururumon’s Blaze Blast is very 
powerful, so deal with it next. You may 
need to blast ShimaUnimon with a 
powerful hit to weaken him, allowing your 
weakest party member to battle him while 
your stronger members recoup MP and HP. 
If ShimaUnimon is focusing on your one 
attacking Digimon, counter attack to inflict 
more damage with each hit. After defeating 
Mark Shultz, you meet your opponent for 
the final match of the Tournament. 


Joy Joy 

By now, your weakest party member may 
have faded away. The attacks doled out by 
Joy Joy’s group cause substantial damage. 
If you are down to two members of your 
Digimon team, have one of your Digimon 
focus on each of the enemies. If you lose 
another Digimon before the end of the 
battle, at least the remaining Digimon won't 
have to face a completely healthy opponent. 
The strongest member of your Digimon 
team can finish the Tournament. The battle 
won't be easy, but you should prevail. 


TOURNAMENT 4 


Debbie 
Togemon is your first target. His Needle 
Spray counter attack poisons the targeted 
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Digimon. Focus on MoriShellmon next. His 
Assist allows a party member to gain 
Nature Effects. Finish off the battle against 
J-Mojyamon. Have your Digimon group 
attack each opposing Digimon one by one 
to eliminate your opponents quickly without 
using too much MP. 


Chris Conner 

As unassuming as Chris’s Digimon look, 
they’re a devastating combination that may 
be your undoing if your Digimon aren’t 
strong enough. Woodmon and Soulmon 
can cripple your Digimon’s HP and MP, and 
Bakemon’s Evil Charm causes Confusion in 
your Digimon. 

Confusion causes more damage than 
losing MP and HP because your Digimon 
attack each other. Eliminate Bakemon first. 
Woodmon is your next target. You can 
always regain MP by guarding, but after HP 
is lost you can’t get it back unless you have 
a Digimon who can restore MP (thus, 
restoring your HP). 


Doug Duem 

If you have enough HP left by the third 
round, you may triumph against Doug’s 
Digimon lineup. Doug’s Digimon cause eight 
to 20 HP of damage per attack. This isn’t a 
lot compared to other attacks, but by this 
time it could be enough to keep you from 
winning. To recoup much-needed MP, guard 
when you can afford to. It takes several 
attacks to defeat Doug’s lineup, but you can 
do it if you manage your HP and MP well. 


TOURNAMENT 5 


Bertran 


Throw everything you’ve got at 
Flarerizamon to stop him from using his 
Assist. Flarerizamon’s Assist gives Fire 
Power to another party member. When 
Flarerizamon is out of the picture, focus on 
eliminating Devidramon. His Crimson Claw 
attack causes a fair amount of HP damage 
to any of your Digimon. Finally, have the 
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Digimon with the largest amount of MP 
attack Gatomon while your other Digimon 
guard to regain MP. 


Sheena 

As strong as Guardromon’s Attacks are, he’s 
the last Digimon you need to be worried 
about. Take out Devimon and Gesomon 
quickly! Devimon’s Evil Touch lowers MP, and 
Gesomor’s Coral Crusher lowers Quickness. 
When you’re down to Guardromon, have 
two of your Digimon guard to regain MP 
while the third one attacks. 


Mark Shultz 

Your Digimon lineup is tired from the 
previous two battles. If you guarded 
occasionally at the end of the last round, 
however, you should have regained enough 
MP to keep all three of your Digimon in the 
battle. Use your remaining MP strategically 
to win. Start your assault against 
Saberdramon. His Meteor Wing attacks your 
entire party, causing over 10 HP damage per 
Digimon. With Saberdramon out of the 
picture, pick either Gururumon and 
ShimaUnimon—it doesn’t matter which one 
you start with. Put two of your Digimon on 
this pair and let your third Digimon guard if it 
needs the rest. If you have a Digimon with a 
Recover HP technique, use it to secondarily 
recover MP while the others peck away at 
Gururumon and ShimaUnimon. 


TOURNAMENT 6 


With three Mamemon, the strategy is pretty 
straightforward. Have your Digimon guard 
to recoup MP whenever you get a chance. 
Because the Big Bang Boom attack affects 
your entire party, guarding is a little risky, 
but you need the MP for later battles. 


Joy Joy 

Start with Etemon to stop his Concert 
Crush, which lowers Motivation. After he’s 
gone, split your attacks between Lillymon 
and Angewomon. 


Chris Conner 

Focus on Myotismon to stop his Grisly 
Wing attack. It affects your entire party. 
Phantomon is next, followed by 
Megadramon. If you have a Digimon that 
can provide HP to your Digimon party, 
utilize that skill. 
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TOURNAMENT 7 


Brian Wiseman 


You’ve faced Garudamon before, and your 
strategy should be the same this time. Take 
this bad bird out first to stop his Meteor 
Wing, which attacks all of your party 
members. Attack AeroVeedramon next, 
then finish off with Mammothmon. You may 
be able to have one or two of your stronger 
Digimon guard while the third attacks 
Mammothmon near the end of the battle. 


Karen Bates 

WaruMonzaemon doesn’t reduce HP as 
much as the other Digimon in Karen’s 
lineup, but he lowers Motivation, and that is 
just as devastating. If your Digimon’s 
Motivation is down, they can’t perform 
advanced attacks. Eliminate 
WaruMonzaemon first. Have one Digimon 
attack while the other two guard to raise 
MP for the third round of this Tournament. 
You need a Digimon that can raise the 
party’s HP. Attack Megadramon next, then 
Tekkamon. Tekkamon poses the smallest 
threat, so deal with him last. 


Zudokorn 

Begin against Deramon. His Pit Pelter 
attack affects your entire party. 
Blossomon’s Spinning Needle and 
Pumpkinmon’s Trick or Treat are both heavy 
hitting attacks, so split your heavyweights 
between these two and heal your party 
with your third Digimon. 


TOURNAMENT 8 

This is the final Tournament, and certainly 
the toughest. The Rank 9 Tournament has 
some extremely tough opponents. Unless 
your whole Digimon party is Mega-level, 
this may not be the time for you to enter. 


Skull (Black Sword Leader) 
Even though Puppetmon’s Tomahawk 
Crunch attack affects your entire party, 
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focus your first attacks on DemiDevimon. 
His Demi Dart attack lowers MP. When your 
Digimon have eliminated DemiDevimon, 
switch to Puppetmon, then finish off with 
Hagurumon. Take turns attacking 
Hagurumon with low-level attacks, allowing 
the non-attacking Digimon time to guard 
and regain MP. Damage from Hagurumon’s 
attacks is so minimal that you can have all 
three of your Digimon guard. 


Vandar (Gold Hawk Leader) 

This nasty little group can do a lot of 
damage. Take your heaviest hitters into this 
Tournament. You’re going to need their 
Attack Power. MetalMamemon’s counter 
attack affects all of your party members. 
Even more damaging than MetalMamemon 
is PrimeMamemon. The Smiley Warhead 
attack affects your entire party and does 
significant damage. Have one of your 
Digimon ready to restore HP, then blast 
PrimeMamemon. Your Digimon lineup may 
suffer a couple of severe hits, so your 
healing Digimon plays an important part. You 
must keep your Digimon healthy to defeat 
Vandar’s lineup. Attack MetalMamemon 
second, and save Mamemon for last. 
Recoup MP whenever you can. 


Cecilia (Blue Falcon Leader) 
MarineAngemon is your first target. His 
Crimson Flame attack revives a fallen party 
member. Additionally, his Ocean Love attack 
lowers Motivation, preventing your Digimon 
from attacking. Magnadramon’s Fire Tornado 
attack affects your whole party, so attack 
him next, then finish off with Jijimon. Have 
your healing Digimon recoup MP whenever 
it can. Don’t waste its MP on attacking—use 
it for its healing value instead. 


In the beginning, it’s just another assignment. Get in, get on with it, get it over 
with and get out. Simple, right? Stay sharp, think quick, use your weapons 
wisely and you might just make it past those carnivorous dinosaurs. 


Dodging, weaving and zigzagging are 
extremely helpful. Master them and you'll 
be able to avoid a lot of dino damage. 


TRICKS OF THE TRADE 


Some things you can learn only from field 
experience. Here are a few tricks and 
techniques that will help you get through 
Dino Crisis alive. 


RUN AND GUN 

This is risky, but can buy you a little time. 
If the dino is closing on you, but isn’t right 
on your butt, hit to do a Quick Turn, 
then fire a round into the charging lizard. 
Use the Shotgun or Grenade Pistol for 
maximum stopping power. 


STUN AND GUN 


The Stun and Gun maneuver is a bit less 
risky than Run and Gun. You can use it 


whenever there’s a Laser Gate and a 
dinosaur in the same area. The trick is to 
get the Laser Gate between Regina and 
her foe. Simply fire away as the beastie 
batters uselessly against the Gate. Use 
your weakest weapon first; you have the 
luxury of time. 


STUN AND RUN 

You’re out of ammo, or just tired of 
shooting the beasts. What do you do? If 
there’s a Laser Gate handy, you can Stun 
and Run.Stand by the switch and wait for 
the dino to lunge at the Gate and rebound 
off. Quickly hit the switch. When the Gate 
drops, run like heck past the reeling 
dinosaur. That’s what we mean by a 
successful Stun and Run. 


DART AND SHOOT 


This is somewhat unsporting, but against 
prehistoric killers you need every 
advantage you can get. Start with an 
Anesthetic Dart to put the creature down. 
Make sure it’s strong enough to put the 
dino out with one shot. Immediately after 


<4Turn and shoot to halt a pursuing predator. 


YW Like shooting sitting ducks in a barrel! 
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You can get away with a dual Stun and Run. If 


two lizards are throwing themselves at a Laser 
Gate, wait until they both hit near the same 
time and then go for it. 


firing—before the lizard hits the ground— 
switch ammo to something deadly. Slag 
Bullets are a good choice. Now hold X. 
The barrage will wake the dinosaur, but you 
can get in two shots before it even gets up, 
probably another two while it’s recovering, 
and then you should be able to kill it before 
taking any damage. Dart and Shoot is 
useful when facing a pair of lizards. But 
make sure you Dart both of them before 
switching ammo. 


INTERRUPTS 


Opening doors, climbing into the ducts, 
checking your menu, opening an 
Emergency Box, or investigating an object 
or item are all interrupts. 

If you need to get away from an 
attacker, run to a door or vent grate and 
press X. This action interrupts the 
dinosaur’s attack, bringing you to safety — 
albeit temporarily. 

Remember that as soon as you’re done 
looking at an object or menu, any dinos 
that were attacking will be right where you 
left them. Those interrupts are just a pause, 
not an escape. Immediately afterwards, be 
prepared to fight or flee. 


ITEM GATHERING 


If you’re not worried about the amount of 
time it takes you to finish the game, you 
can use the Emergency Boxes to help you 
collect every item you find. If you don’t 


A You can stun and run—if you’re bold enough. 
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want to leave an Anesthetic Aid lying 
around just because your inventory is full, 
simply go to the nearest open Emergency 
Box and dump off some items. 

This ensures that the items are 
available for you to use later on — provided 
you have the Plugs to open up Emergency 
Boxes farther along. 


DANGER EVENTS 


Much of the tension in Dino Crisis comes 
from the Danger Events. Angry dinos 
suddenly appearing to attack our heroine 
make for many heart-racing moments. 
When you get attacked in this way, tap all 
the buttons quickly and Regina will do her 
best to beat the beast off of her. 


Most Danger Events begin with a short 


cutscene. Start pressing those buttons as soon 
as the scene starts. Sometimes this can help 
Regina react quickly enough to avoid damage. 


DECISIONS, DECISIONS 


Teammates Gail and Rick don’t always see 
eye to eye on everything. Sometimes they 
get into heated arguments over what their 
priority should be. They’ll end up going 
their separate ways, but you must decide 
which one you'll listen to. 


The In-Game Map can be accessed in 
Regina’s menu by selecting Map and 
pressing X. A map of the floor that Regina 
is ON appears, and you can scroll through 
the maps of other floors she has visited. 
The In-Game Map contains important 
information. In the corner of the In-Game 
Map is the Compass Rose. The needle 
always shows which direction Regina is 
facing. If you ever get turned around and 


A When “DANGER” flashes at the bottom of the screen, press your buttons rapidly to make the 
dino-assaulted Regina fight her way out of whatever trauma she finds herself in. 


want to climb to the 


ventilation opening? >Yes No 


A This will get you safely out of harm’s way. 


the walkthrough says to move south, check 
the In-Game Map to get your bearings. 

Several times in Dino Crisis, Regina 
must reach a specific room or area as part 
of her mission. The In-Game Map highlights 
her destination in red. 

Regina finds maps along the way that 
she can record. When she does, the In- 
Game Map shows areas that she hasn't 
visited yet on that floor. 

Once she’s recorded a floor map, 
Regina’s In-Game Map indicates rooms 
that she has visited in blue. Rooms she 
hasn't yet explored are gray. 

When Regina comes across a locked 
door, it appears as a red line on the In- 
Game Map. Once it’s unlocked, the door 
becomes a white line. 

There are several rooms throughout the 
game that you can use to save your 
progress. They are marked with an “S” on 
your In-Game Map. Visit these regularly to 
avoid having to re-negotiate tricky areas. 


On this mission, Regina encounters the 
toughest enemies she’s ever had to face as 
an agent. In a normal mission the worst 
she had to worry about was a well-armed 
human, but this time, she’s up against 
natural killing machines not seen on Earth 
for millions of years. This reveals the traits 
of the dinosaurs lurking on Ibis Island. 
Don't forget—if you know your enemy, you 
can defeat your enemy. 


VELOCIRAPTOR 

Raptors are the most 
common dinosaur on the 
island—and deadly. Fast 
and vicious, Raptors bite, 
leap and claw, head-butt, 
and tailwhip. Sometimes 
they will lock their jaws and 
hang on, whipping Regina 
around by her arm or leg for a large 
amount of damage. 


NOTE 


Remember that 


distance and 
shot placement 
can affect the 
number of 
rounds needed. 


Rounds Required to Drop 

9mm 12-13 
40S&W 9-11 
SG Bullets 7-8 
Slag Bullets 4-5 
Grenade Bullets 2 
Heat Bullets 1-2 
Poison Darts 1 
PTERANODON 


The Pteranodon is the only 
flying enemy that Regina 
faces in her mission. 
Running is the best way 

to cope with these 
creatures. A zigzag pattern 
will keep you out of harm’s 
way when the winged 
beasts are above you. If you 
stand still or run in a straight line, the 
Pteranadons can knock you down with a 
dive-bomb and pick you up. Once you are 
in their claws, you must button mash 
rapidly or you will be tossed down hard to 
the ground. 


NOTE 


Pteranodons are 


tricky to shoot. 
Ws better to 
zigzag and 
avoid them 
altogether. 


Rounds Required to Drop 


9mm 4-5 
40S&W 3-4 
SG Bullets 1-2 
Slag Bullets 1-2 
Grenade Bullets 1 
Heat Bullets 1-2 (due to spread) 
Poison Darts 1 


THERIZINO 


These beasties have extremely nasty claws 
that strike very quickly. They can also bite 
down on Regina’s shoulder, then lift her off 
of her feet, and toss her around like a 
flimsy ragdoll. If she lands on her back 
and the Therizino stabs her with his 
dreaded foot claw, it’s game over time—so 
watch out. 


Rounds Required to Drop 

9mm 12-13 
40S&W 10-11 
SG Bullets 7 
Slag Bullets 4 
Grenade Bullets 2 
Heat Bullets 1-2 
Poison Darts 1 


When any of the dinosaurs grab you, button 


mash for all you're worth. Regina will kick or 
punch her way out of the hold. 


NEW RAPTOR 


These New Raptors show up later in the 
game. They’re colorful cousins of the 
Velociraptor, and they’re just as ornery. To 
make matters even worse, these New 
Raptors are faster and a bit tougher than 
the old version. 


Rounds Required to Drop 


9mm 18-19 
40S&W 11-12 
SG Bullets 5-6 
Slag Bullets 5 
Grenade Bullets 3-4 
Heat Bullets 2-3 
Poison Darts 1 
TYRANNOSAURUS REX 


The thunder lizard. This creature has a 
head the size of a luxury sedan and a 
hundred teeth that are sharper than 
Regina’s survival knife, the Tyrannosaurus 
Rex is the most terrifying dinosaur of them 
all. Even though he is the largest living 
thing on Ibis Island, the Rex has an 
unnerving habit of showing up 
unexpectedly. There’s only one tactic to 
fighting him: run and gun...and run. 


Rounds Required to Drop 

9mm N/A 
40S&W N/A 
SG Bullets N/A 
Slag Bullets N/A 
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Grenade Bullets (End Only) N/A 
Heat Bullets (End Only) N/A 
Poison Darts N/A 
COMP SOGNATHUS 


Regina must fend off the T. Rex several 
times during play. Slag Bullets are good, but 
Grenade Bullets are best. When you reach 
the final showdown, use Grenade Bullets. 
Whatever you use, you cannot kill this sucker. 


These irritating little lizards are prehistoric 
rats. Scavengers that live off the dead and 
weak, Compys attack with sharp little bites. 
At first they may seem harmless enough, 
but when a pack of Compys turns its 
attention on you, your best bet is to run. 
Don’t waste ammo on them; more will 
replace the ones that fall. 


Rounds Required to Drop 
9mm 

40S&W 

SG Bullets 

Slag Bullets 

Grenade Bullets 

Heat Bullets 

Poison Darts 


a Ce ae ae ee ee 


It can be amusing to take out a handful of 
Comp Sognathus with a single Shotgun blast, 
but it’s not worth wasting the ammo. Be 
ready to shoot them only if Regina is badly 
huri—and a few bites could make her fall. 


ARegina’s Objective 
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THE RULES 


Just about anything you create through 
mixing can be mixed, too. Here are the 
rules that govern mixing. Each rule comes 
with a few examples. 


Item Level 

Rule: 

The level of an item made by mixing is 
equal to the sum of the levels of the 
ingredient items. 


Example One: 

1 x An. Dart S mixed with 
1 x An Dart S results in 

1 x An. Dart S+ 


Example Two: 
1 x An. Dart S mixed with 
1 x An Dart S++ results in 1 x An. Dart M 


Example Three: 
1 x Hemostat++ mixed with 1 x Med. Pak S 
results in 1 x Med. Pak M 


Rule: 

If the ingredient items are the same 
level, the quantity of resulting mixed 
items equals the ingredient item of the 
greatest quantity. 


Example One: 

1 x An. Dart S mixed with 
1 x An. Dart S results in 

1 x An. Dart S+ 


Example Two: 

2 x Med. Pak S mixed with 
3 x Med. Pak S+ results in 
3 x Med. Pak S++ 


Example Three: 

1 x Med. Pak M+ mixed with 
3 x Med. Pak M++ results in 
3 x Med. Pak L++ 


Quantity 

Rule: 

The quantity of items created equals 
the quantity of the ingredient item with 
the highest level. 


Example One: 

1 x Hemostat+ mixed with 
1 x Hemostat results in 

1 x Hemostat++ 


Example Two: 

2 x An. Dart S mixed with 
1 x An. Dart S+ results in 
1 x An. Dart S++ 


Example Three: 
1 x An. Dart S mixed with 
2 x An. Dart S+ results in 
2 x An. Dart S++ 


Item Type 

Rule: 

When mixing items of different types 
(Recovery and Anesthetic) that are the 
same level, Recovery items result. 


Example One: 

1 x An. Dart S+ mixed with 
1 x Hemostat+ results in 

1 x Med. Pak S 


Example Two: 

1 x Hemostat++ mixed with 
1 x An. dart M results in 

1 x An. Dart L 


Rule: 

When mixing items of different types 
that are different levels the ingredient 
item with the higher level determines 
the resulting item type. 


Example One: 

1x An. Dart S mixed with 
1 x Hemostat+ results in 

1 x Hemostat++ 


Example Two: 

3 x An. Dart S+ mixed with 
1 x Hemostat results in 

3 x An. Dart S++ 


Mixing Items with Chemicals 
anesthetic aid and recovery aid 

Rule: 

If the item and chemical have the same 
base, the item’s level increases by five 
and the quantity increases by one. 


Example One: 

3 x An. Dart M mixed with 
1 x An. Aid results in 

4 x An. Dart L++ 


Example Two: 

1 x Hemostat mixed with 

a single Recovery Aid results in 
2 x Med. Pak S++ 


Intensifier and Multiplier 

Rule: 

Mixing an item with an Intensifier raises the 
item’s rank by one. 


if you mix a Med. Pak M+ with an Intensifier, 
then the result is still a Med. Pak L, because 
this is the first item in the next highest rank. 


Example: 
1 x Med. Pak M mixed with 
1 x Intensifier results in 


Rule: 
Mixing an item with a Is it worth it to 
Multiplier doubles the mix 2 x Med. 

; Pak L++ with 
number of items. 2x Med. Pak 

L++? Four high- 
Example: powered Med. 
y ; Paks may be 

2 x Hemostat mixed with more usei 
a Multiplier results in than one 


Resuscitation. 


4 x Hemostat 


Special Items 
There are two items that can be made only 
by mixing the highest-level items. 


Resuscitation 

Create a Resuscitation by mixing Med. Pak 
L++ with Med. Pak L++. No matter how 
many Med. Pak L++ you mix, only one 
Resuscitation is created. 


Poison Dart 

Create the Poison Dart by mixing An. Dart 
L++ with a Resuscitation. Again, no matter 
how many of each item you use, the result 
is only one Poison Dart. 


A FINAL WORD 


Mixing is important and may seem 
overwhelming at first. Experiment with 
the items you find and you’ll soon get the 
hang of it. 


A Don’t be afraid to mix—but be afraid of him! 


EARNING POINTS 


Dino Crisis 2 departs from the standard 
survival game with the introduction of a 
point system. Simply put, you earn points 
for fighting dinosaurs, and you spend them 
on equipment and healing items. 

You can earn points several ways, but 
all of them involve fighting the bloodthirsty 
lizards swarming all over the islands. The 
characters are in danger almost every step 
of the way. So, you have to balance your 
need for points against the character's 
safety. 


Kills 

The source of points is simply slaying 
dinosaurs. Each dino has a point value that 
you'll be awarded when you put it down. 
That value is displayed on-screen as soon 
as the dinosaur dies. 


Combos 


AThis Velociraptor is worth 100 points, as you 
can see in the upper right-hand corner, next to 
the Health Bar. 


When you encounter several enemies at 
once, you have the chance to get a combo; 
killing several dinosaurs simultaneously —or 
within a few seconds of each other—earns 
you extra points. 

To score a combo you must kill a series 
of dinosaurs—two or more—in rapid 
succession. For example, you gun down a 
Velociraptor and get the display of 100 
points. If you kill a second Velociraptor 
before the points from the first lizard fade 
from the screen, then it counts as a combo. 

You can keep a combo going as long 
as you find and exterminate dinos before 
the score from your last kill disappears 
from the screen. 


THE POIN 


The lizards usually have a death rattle; they 
shake and twitch before finally expiring. You 
may be tempted to keep shooting, but if you 
see the points come up on-screen there's no 
need to waste the ammo. Once the points are 
shown, that lizard won’t bother you again. 


As mentioned before, combos net you 
more points than simply killing off foes 
singly. A single Velociraptor is worth 100 
points, but the second one you kill in a 
combo is worth 120. If you get a third in 
that combo, it will be worth 140 points for a 
total of 360 points. 

Killing those three Velociraptors singly 
would only be worth 300 points, so it 
makes sense to try for combos. 

The right weapon is essential for 
monster combos. The Missile Pod is a 
point-scoring fiend, but it takes a while to 
get the weapon. The Submachine Gun is 
another good combo weapon. The Solid 
Cannon is a great one for combos on 
Oviraptors, and it's available early on. 


Points for a Counter 


Dinosaur 


Oviraptor 30 
Velociraptor 50 
Pteranodon 50 
Plesiosaurus (neck) 50 
Inostrancevia 400 
Mosasaurus 200 
Allosaurus 800 
Triceratops 150 
Plesiosaurus (body) 300 
Tyrannosaurus Rex 500 
Giganotosaurus 1,000 


Counters 

The counter is the third method for getting 
points. It can be riskier than going toe-to- 
toe with those lizards, though. To get a 
counter you must interrupt a dino's attack. 
For example, if a Velociraptor leaps at you 
and you blast it before it connects, you 
have interrupted its attack—you've 
countered it. 

The increased risk comes from the fact 
that—if you're looking to get a counter— 
you have to let the dinosaur attack before 
you shoot. If you miss, your character will 
suffer for it. Mostly, counters happen in the 


heat of battle, unplanned. 


The benefit to countering is that the 
damage dealt to a dinosaur is increased by 
one and a half times. So, a gunshot that 
normally would do 50 points of damage will 
do 75 points of damage if it's a counter hit. 


SPENDING POINTS 


So, why should you spend time collecting 
Extinct Points? Because they can be used 
to buy ammo, medicine, weapons, and 
tools. Some of those weapons and items 
are necessary to complete Dino Crisis 2, so 
don’t skimp on collecting Extinct Points. 

The Extinct Point Service shops are 
scattered throughout the maps. Each is 
marked, but they're not hard to spot in the 
game. Keep your eyes peeled. 


WEAPONS AND MAGAZINES 


When you’re in the Magazine section of the 
Save Shops you’ll be able to cycle through 
all your available weapons. 

You can either reload your weapons or 
buy more magazine space so you can 
carry more ammo for a given weapon. To 
reload, select the weapon you want to fill 
up and then highlight Charge. Press X. 

Now you can buy more ammo. Use > to 
select how many rounds you want to buy. 
The price per round is under the gauge. 

When you want to be able to carry 
more ammunition for a weapon, go to the 
Magazine Service, highlight the weapon 
you want to add room to, then select 
Cartridge. Press X. 


AThis is an Extinct Point Service, or Save 
Shop. You’ll be able to spend your hard-earned 
points on new toys to help you earn points 
faster and safer. 
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DINOSAUR 
1 


Oviraptor 100 
Velociraptor 100 
Pteranodon 200 
Plesiosaurus (neck) 400 
Inostrancevia 600 
Mosasaurus 600 
Allosaurus 5,000 
Triceratops 5,000 
Plesiosaurus (body) 10,000 
Tyrannosaurus Rex* — 
Giganotosaurus 15,000 


You can add as much space as you 
can afford. If you’re single-minded about it, 
you could pump up the capacity to 9,999 
rounds—but there’s no reason to do that. 

In general 300 rounds is plenty of 
ammo for a Main Weapon. The Flame 
Launcher and Submachine Guns eat ammo 
at a crazy rate, so they may need a bit 
more. However, don't feel you have to raise 
each and every weapon’s ammo capacity. 
Choose the firearm you like to use most 
often and concentrate on that one. 

Sub Weapons can also be pumped up, 
but again, don’t go hog wild. The Firewall is 
our favorite, and we'll only raise it to a 
maximum of 130—but that's if we’re 
overflowing with Extinct Points. 


Safe Spots 
If you’re single-minded enough to spend an 
hour simply gathering points, Safe Spots 
are the way to go. Find a gate or door that 
opens onto a relatively open spot where 
dinosaurs leap out at you—preferably a 
section of jungle infested with Velociraptors. 
Make sure that the area only has 
dinosaurs leaping out in front of you. If you 
get surrounded, you’re out of luck. 


EXTINCT POINTS AWARDED 


4 5 6 


160 180 200 220 
160 180 200 220 
320 360 400 440 
640 720 800 880 
1,320 
1,320 


960 1,080 
960 1,080 


1,200 
1,200 


7 


9 


260 

260 

520 
1,040 
1,560 
1,560 


*We won’t reveal what happens to the T. Rex, but you can gain 
points for firing at him and countering. However, that is very risky. 


Trams" 0069620 m> 
Set number of ammo to buy. 


Choose weapon to charge. 
A < 


A The Magazine Service lets 
you access all your weapons. 


Blast away immediately, but don’t 
move. When the lizards are dead, walk 
forward until the camera angle changes to 
lure out more of them. Instantly turn and 
run back to your gate. Press R3 and fire 
away until the next batch is dead. 

The object of this is not so much 
combos—though they are something you 
should strive for—but for No Damage 
Bonuses. Keep count of the dinos you kill. 
As soon as you've destroyed 10, duck out 
the gate you entered to collect your Extinct 
Points. Easy! 


A Here’s a view of the 
reloading screen. Press >? 
to move the gauge. 


Hand gun 


rot 0069620 ms f° C 
Choose cartridge to buy 


CHARGE 


A Here’s the Cartridge screen. 
You can choose to add different 
amounts of ammo capacity. 


AThis is one of the best Safe Spots in the 
game. It's the area where Regina first 
encounters dinosaurs—Jungle/South Route 1. 
You can find Safe Spots all over, but we'll give 
you this one for free. 


ABlast the first round of dinos, then walk forward. Spin around when the view changes and run back. With luck, you’ve lured more dinos that will 
gladly run into the hail of bullets you'll toss their way. 


PRIMA’S UNAUTHORIZED STRATEGY GUIDE 


To get the Compy in the cage, a few 
important tasks need to be performed right 
away; then you should nab three items of 
interest in these rooms. First, reconnoiter the 
Research Lounge, the Power Source Room, 
and the Passageway, closing all ventilation 


gates except for the one immediately to the 
right of the Research Lounge door. Then 
begin collecting your booty. 

Go into the cage room at the northeast 
corner of the Research Lounge and open the 
cage with the green light over it. Look inside 
the cage for the first item—a new Dino File. 
Next, find the other items you need to pick 
up—the second is a file of Researchers’ 
Records (which details the progress of the 
Timegate experiments and warns you of the 
existence of a poison zone surrounding the 
Missile Silo) resting on a little table in the 
very back of the Power Source Room. The 
third item is the Researcher's Notebook, 
which gives you some hints about the 
behavior of some local pests; it’s on a couch 
in the Research Lounge, which you can also 
access by clearing the door at the back of the 
Power Source Room with your Machete. Get 
all three items and prepare for a fun little 
break from the dangers of big toothy reptiles. 


If you closed all the ventilation gates as 
advised earlier, your task should be simple. 
You have to chase the thieving Compy into 
an open cage in the cage room. You 
probably can't shoot it, but you can fire a 
weapon or use your machete to scare it 
into running. Move slowly and carefully, 
keeping it between you and the place you 
want it to go. Once you get it through the 
little gate in the Research Lounge wall, run 
inside and close it, then chase it into the 
cage room. If it runs toward you, circle out 
of the way to avoid its nips at your ankles. 
Once you get it in the cage, the cage door 
slides shut, and you grab the card 
automatically. 


It’s Plesiosaurus season, so get out there 
and start shooting. Your ammunition is 
unlimited, and arrows will appear to tell you 
where the major threats are: yellow for a 
dino that’s closing in, red for one that's in 
striking range. First you'll face a 
Plesiosaurus school; when they fall behind, 
a flock of Pteranodons takes their place, 
and in the final stage, both sea and air 
dinosaurs will attack you. Concentrate on 
the ones closest to the ship—the others 
are too far away to hurt you. 


At the end of the running battle on the sea, 
Regina is alone in the cabin. Go to the Save 
Shop in the boat, save, and buy the Missile 
Pod if you can. Then step outside and go 
around to the dock. You're going to love this. 


Remember that the targeting reticle goes up 
when you press the keypad up and down 
when you press down—it’s not inverted like a 
turret cannon or aircraft gun. Also, targeting 
circles appear to indicate your best target. A 
head shot can kill a Plesiosaurus instantly. 


You need to restore power to the 
computers. However, the fuse boxes keep 
overloading. How can you help? 
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Believe it or not, hitting the fuse boxes 
is the correct response. Use Regina’s 
Large Stungun to hit the boxes when they 
blink red. You shouldn’t have to move back 
and forth very much. Regina has a good 
lunge, so position yourself here and you 
can swivel to hit the far left box and the 
one just to the right of the screen. If two go 
off at the same time, don’t panic! You’ll 
have enough time to hit both. Hit the 
closest one first and then run to the next. 


When the lights blink over to blue, 
you’re done. The power is restored. 


You can find the Mechanic's Note, which 
explains this procedure, at the computer 
terminal next to the Diving Suit Enclosure. 


LESIOSAURUS 


There are a couple of ways to deal with the 
Plesiosaurus, depending on how brave you 
are and how fast you want to get it over 
with. If you feel like a warrior, choose a 
spot in the corridor with a good view in 
both directions and hit the dino with the 
Aquagrenade when it’s coming in and 
going away. You’re too slow to dodge it, so 
make sure you hit it at the right time to 
spoil its attacks. On the other hand, if 
you’re feeling like a sniper, there’s a 
cubbyhole up on the side of the reactor 
core wall near the end of the trail of red 
lights that’s perfect for the safe and sane 
approach—the monster can’t touch you 
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while you’re in it, and you can take your 
time killing it. The drawback to the safe 
approach is that it can be hard to time your 
shots so they aren’t wasted on the walls, 
but if you have plenty of ammo, that 
shouldn’t matter much. 


DINO CRISIS 2 


AAt the end of the path marked by red lights, 


you'll find the door that lets you out of the 
Reactor Chamber and into an elevator, which 
you should ride to the surface. 


Regina has to direct Dylan’s fire by sending 
up flares in the spots she wants him to 
bombard; fortunately, his shells kill only 
Allosaurus, so don’t worry about friendly 
fire. Your main concern is to keep Regina 
out of the lizards’ jaws so she can get 
across the yard to the next safe area, 
where she will take over, providing Dylan 
with artillery support. Once he crosses his 
section, he’ll take over the gun and they'll 
leapfrog until they’re both clear. 


There are a couple of good strategies for these areas. If 
you're good at dodging, you can use this yard as a credit 
farm. Each Allosaurus is worth around a thousand 
points, so the credit mounts quickly, but it's risky—if 
they catch you, you won't last long. You can also zip 
through, concentrating on the cargo skips, and minimize 
the danger. The riskiest strategy by far, but also the 
most profitable, is to put away the flare gun and use 
heavy portable weapons like the Rocket Launcher, 
Missile Pod, or even the Antitank Rifle on the monsters. 
Do not try this unless you have plenty of ammunition 
and medical supplies. If you're not using portable 
weapons, keep Regina and Dylan out of confined 
spaces—give them plenty of room to dodge, and even if 
you do decide to fight the dinos toe-to-toe, leave 
yourself room to escape if things get tight. 


The fun never ends around here, does 
it? This time, Dylan’s job as gunner is to 
fend off the attacks of a mysteriously 
furious Triceratops. The gun only moves 
from side-to-side, so you don’t need to 
worry about air 
attacks. This one’s a 
cakewalk; just fire 
whenever anything 
scaly or pointy gets 
close to the jeep. At 
first you'll only have 
to deal with one dino, but later another will 
show up. 

The Lizard King is going to chase Dylan 
all the way down a narrow and tortuous 
road, but our man has a cannon and a 
good set of treads to help him out. You 
have to reach the end of the course alive, 
so don't be fooled into relaxing when it 
looks like you’ve brought the beast down— 
he’ll be back on the 
next section of 
road. Shoot any 
barriers out of your 
way and keep 
moving. 


There are places where you can really, and we mean 
really, take advantage of the game to score lots of points, 
and the Tank Mini Game is one of them. If you back up as 
far as you can on the steel catwalks, Rex can't reach you 
to attack. This might seem like nothing more than an 
opportunity for a short rest, but coupled with the fact that 
Rex will respawn infinitely when you move from scene to 
scene, it means you have a virtually endless supply of T. 
Rexes to harvest and convert into credit at very little risk 
to yourself—at a thousand points per kill, not to mention 
hit bonuses and counter points, the money mounts up 
pretty quickly. Once you've knocked him down, move on to 
the next section of catwalk and do it again, but then instead 
of going forward, go back to the previous section. Shuttle 
between two safe sections for as much credit as you want. 
Be careful not to let him catch you in between sections, 
though—you don't have access to medicine here. 


The best strategy is to get the turret rotated so the barrel 
is pointing over the rear half of the tank; that way you 
can escape at top speed and still pump cannon shells 
into T. Rex nonstop as he follows, flailing futilely at you 
with his tiny little arms. You have unlimited ammo, but 
there's a slight lag while the cannon recycles, so time 
your shots carefully for maximum effect in setting him 
back on his heels. Use the star shells to confuse him 
when you have to move the turret to blast a cargo 
container out of the way. 
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You need to restore power to the gantry 
bridge this time. However, the fuse boxes 
keep overloading, like they did back at the 
Energy Facility. You already know how to do 
this, and this time, it’s even easier. Use 
Regina’s Large Stungun blade to hit the 
boxes when they blink red. 


If two go off at the same time, don't 
panic! You'll have enough time for them 
both. Hit the closest one first and then 
get the next one. 


David needs covering fire to protect him 
from curious Velociraptors while he opens 
the gate manually, and Dylan just happens 
to be standing right next to a powerful 
cannon. Use the gun to blast Velociraptors 
away from David while he turns the wheel. 


Keep the sights right near David; the shells won't hurt 
him and you don't have to hit the Velociraptors dead on 
to kill them. 


The jungle’s no place for a helpless weird girl—unless 
she’s got somebody with a heavy weapon following her 
around making sure she doesn’t get eaten by dinosaurs. 
Stick close and ward off any dinos that put the moves on 
your girl. None of your weapons will hurt her, so don’t 
worry about hitting her. Also, the dinos won’t attack you, 
so get between her and the Oviraptors when they go after 
her. The Flame Launcher is an excellent choice for this 
task, because you can hose fire around indiscriminately. 


A little after she leads you through the first door, you 
come to a place where she climbs up a wall and you 
can’t. Run to the left, where you'll find a ladder, then 
climb up and hurry back to her side to fend off the 
dinosaurs that will be attacking her. Continue to follow 
her until she leads you through the second door and then 
runs off. 


BASIC CONTROLS 


The basic elements you need to master in 
Driver are as you’d expect—steering, 
accelerating, braking and, of course, that 
all-important handbrake. However, there 
are a few tricks you can use to help you 
fool your pursuers. Here’s a full list of the 
controls and some useful trade secrets to 
help you avoid the cops: 


Use the directional buttons (or the left stick 
when in analog mode) to steer the car. 


x Accelerate—Press it to go fast! 


m Brake/Reverse— Useful for slowing 
down, and for quickly backing out of sticky 
situations. 


a Handbrake—Invaluable for sharp 
corners, and for quickly turning to face in 
the opposite direction. 


® Burnout— Good for quick starts, and for 
spinning the back end of your car around 
at low speeds. 


Ta) + € o R3 > Hard Steer—Great for fast 
corners and correcting oversteer. 


[2] Look to the Left—Keep an eye out for 
cops as you cruise past junctions. 


1) Horn—To beep at members of the 
public as you’re recklessly driving up the 
wrong side of the road. 


RI Look to the Right—Also good for 
checking out those junctions as you run 
red lights. 


E3 + Look behind—useful for knowing 
where, and how close, the cops are 
behind you. 


One of the first things you’ll need to 
learn as a driver for the mob is how to 
control your car at high speeds. Anyone 
can throw a car around the city streets, 
smashing into other cars, walls and the 
police, but to be successful at your job, 
you need to know the tricks of the trade. 


<q Use side views 
to look out for cops 
and traffic when 
you’re crossing 
junctions. 


STARTING OUT 


Take a look at the map as soon as you start 
a new mission (=>). The cities are so big 


that you can set out in what looks like the 
right direction, then find you can’t get where 
you want to go. You end up having to turn 
around and waste time going back the way 
you came, which you can’t afford to do on 
the levels with time limits. This is why it 
always makes sense to have a good look at 
the map before you start driving. The game 
is paused, so you won't lose any time. 

Try to memorize the basic directions 
you need to take to get to your destination; 
if you get confused as to which way your 
car is facing, use the compass pointer on 
the map, then check it against the 
compass on your in-game mini-map. The 
fastest way to get anywhere is in a straight 
line, and the bigger the roads are, the 
better, as it gives you more room to 
maneuver. Saying that, once you’ve got 
your cornering up to scratch, it shouldn't 
matter too much what direction you take. 

So, once you’ve checked out which 
way you’re going to go, briefly use the 
burnout button (@) to ensure a good start 
and accelerate away. It’s a good trick to 
use a little boost when you start off, but be 
careful on grass and in situations where it’s 
likely you’ll get hit by police cars—you’ll 
just end up spinning around in circles and 
not going anywhere. 


<q The rear view 
enables you to 
plan your evasive 
maneuvers during 
a chase. 


DEALING WITH COPS 


Once you warrant the police’s attention, 
they’ll radio their HQ and let other cars know 
which direction you’re heading—you can 
hear this in-game. Depending on how high 
your felony meter is, the police may well try 
to set up a roadblock, so if you hear them 
saying you’re going in a certain direction, try 
to change direction, just to confuse them. 

Realistically, if you’re on a straight 
highway, you should be able to outrun most 
of the cops (depending what car you’re 
driving) as long as you don’t get caught up 
in a roadblock or crash your car. By keeping 
a close eye on your mini-map, you can see 
the location of cops in your immediate area, 
and the white cone that indicates which 
way they’re traveling. Use this information 
to plan your route, and if you see cops in 
front of you, try to detour around them. 

If you can’t detour around them, 
though, you’re going to have to go past 
them. Here’s how to do it: 
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<q Too much use of 
the burnout button 
will have you 
spinning around in 
circles. 


OVERTAKING COPS 

WHILE AT SPEED 

When you’re flying down a road, with a 
number of felonies and a time limit to meet, 
you can’t go slowly and obey every law. If 
you see a police car ahead of you, drive so 
that you’re directly behind it. As you 
approach it and get close, the sirens will 
come on and the cop will prepare to 
swerve across the road. If you’re right 
behind him, you can dummy to overtake 
one side to get the cop car to turn sharply 
across the road in that direction. As soon 
as the cop car goes one way, you go the 
other, and the cop should end up either 
smashed into a wall, or broad-sided in the 
road. Either way, you can be off and away 
before he’s had time to turn his vehicle 
around and give chase. 


Swerve in and out of traffic, and use the 
innocent public to help you make your 


escape. A little nudge on a car as you pass it 
could be enough to make it swerve across the 
road behind you, making life difficult for any 
cops tight on your tail. 


DODGING ONCOMING COPS 


The same principle applies to cops coming 
toward you. They’re going to try to crash 
into your car, so if you’re in the middle of 
the road, you’ll have more space to avoid 
them when they approach. A little dummy 
one way is often enough to make them 
commit themselves, then you just move to 
the other side of the road, and look back in 
your mirror to laugh at them. You can also 
use other cars as shields, putting them 
between you and the oncoming police. 


< Stay off 
sidewalks to avoid 
felonies. Unless 
you have some 
already, of course, 
in which case, 
what the heck! 


BEING CHASED BY THE COPS 

It’s inevitable in this line of work that 
sooner or later you’re going to end up in a 
chase, with a horde of angry police cars 
chasing you, sirens blazing—this is where 
the most fun is to be had. As soon as you 
have a cop car on your tail, you’ve racked 
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up a felony. From here onward, if cops spot 
you, they’re going to chase you no matter 
what you do, so you might as well make 
the best of it. 

When there’s a cop on your tail, your 
mini-map will flash red and blue and a red 
arrow will appear at the bottom of your 
screen. The arrow is representative of the 
police car chasing you—the darker the 
arrow, the closer the cop (of course, a 
quick look in your rear-view would tell you 
this, but can you afford to take your eyes 
off the road?). Each arrow equals one cop, 
and it’s not unusual to have three or four 
arrows on screen at once, especially in the 
later levels. 

When you have cops on your tail like 
this, it’s sometimes difficult to outrun them, 
so you must resort to cunning tricks to 
outfox your pursuers. How you do this 
depends on your mission, the city you’re in, 
and the roads you’re driving on. For 
example, you can complete some missions 
even if you’re being chased, while in other 
missions you have to lose the tail before 
you can stop at the arrow. In some cases, 
though, if you haven’t much damage, you’re 
running short on time and there’s only one 
cop following you, it may be worth your 
while to ram the cop car until it’s dead. This 
way your mini-map will return to normal and 
you can stop at the arrow. 


DRIVER 


<q The red triangle 
at the bottom of the 
screen and the map 
flashing red and 
blue tells you a cop 
is on your tail. 


LOSING YOUR TAIL 


There are various ways to lose your tail. As 
stated before, sometimes just gunning it 
down a long straight will enable you to 
outrun any cops chasing you, but you can't 
always take the luxury of driving where you 
want to, as you have an important 
destination to reach. Taking corners at high 
speed, using the hard lock Œ + € or >, 
and the handbrake 4, can throw them off 
the scent, but beware of hitting other cars, 
or obstacles like street lamps, as anything 
that slows you down gives the cops a 
chance to make up some ground. Saying 
that, if you can squeeze your way between 
a wall and a signpost and then hard-lock 
around a corner, chances are any cops 
following are likely to crash while 
attempting the same maneuver. 


DEALING WITH ROADBLOCKS 


Sooner or later, you’re going to come up 
against a roadblock. Depending on what 
sort of road is being blocked, these can be 
easy or not so easy to deal with. On the 


large freeways, where there are no barriers 
between you and oncoming traffic, it’s a 
simple matter of swapping carriageways to 
avoid the roadblock. If roadblocks are 
across both carriageways, use the gap 
between the roads to drive through 
because this is never blocked off. 


If you’re in San Francisco, use the steep hills 
to your advantage. Just as you’re about to go 


over a jump, slam on the brakes so that you 
stop just below the crest of the hill—any cops 
following should fly over the top of your car, 
giving you a chance to turn around and speed 
off in the opposite direction. 


< This double 
roadblock spreads 
across both roads, 
but the cops left a 
gap in the middle 
for you to drive 
through! 


On your average roads through the city, 
use the pavements to escape capture— 
usually one side of the roadblock is better 
than the other, because of signposts or 
streetlights. Learn to recognize which is the 
best side to take before you get too close and 
end up scrap metal. With practice, you should 
be able to get on the pavement and past the 
roadblock without dropping your speed. 


Know where you're going and how to get 


there—you can take a free drive around the 
city you’re currently playing in, and it’s worth 
having a leisurely cruise around to get your 
bearings and try out those shortcuts. 


For roadblocks on roads with walls on 
either side, you have no choice but to power 
your way through. There are various methods 
of doing this, and no doubt you'll find your 
own, but one way is to hit the roadblock 
square in the middle, letting off the 
accelerator just before you hit. This should 
smash a hole in the roadblock, leaving you to 
carefully pick your way through. You’ll have to 
be quick, though, because once the cop cars 
in the roadblock have been hit, they’ll start to 
chase you too, as well as any cops that were 
after you before you hit the roadblock. And 
that adds up to a lot of cars.... 


On levels where you have to chase and ram 
another car, drop back slightly at junctions 
and crossroads—it’s quicker to drop back and 
watch the vehicle rather than trying to 
anticipate the turn and end up going the 
wrong way. 
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< You can 
overtake cop cars 
as long as you have 
no felonies and 
drive slowly. 


There are a few other driving tricks you can 
pull off, too, and no doubt you'll pick up 
some of your own as your experience 
increases, but ultimately you can only escape 
capture by virtue of your driving skills—so 
take time out to do the training levels! 

Until then, here are a few general 
pointers to steer you on your way. When 
being chased, drive as close as you can to 
any oncoming cars, and hope that the 
cops hit them instead. Driving on the 
wrong side of the road also gives you 
plenty of opportunities to make life difficult 
for the Feds. 


< It looks like the 
cop is about to 
swerve to the left, 
so be prepared to 
go up his right 
hand side and then 
watch him squirm 
as you zoom by. 


< Cut as close as 
you can to 
oncoming cars, 
because this 
makes it as 
difficult as 
possible for cops 
on your tail to keep 
up with you without trashing themselves. 


GAME CHEATS AND SECRETS 


So you thought you were done, eh? Not even close. Driver 2 contains many 
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secrets that you probably won’t see as a casual player. And here they are. 


SECRET AREA: BASEBALL STADIUM 


AFind the booth labeled “Ticket.” Get out of 
your car and press 4 to open the gate at the 
opposite corner of the stadium. 


SECRET CAR 


A Enter the stadium and find the stairs. 
Get out of the car to climb the stairs. 


AGo up the stairs and walk around 
until you see the car. 


A Enter the stadium to a roaring crowd. 
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A Go ahead, try out your new wheels, drive out of the gate to your right. 
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SECRET AREA: BASE 


FLORIDA STRAITS Fortaleza de 
San Carlos 


Vedado | ran si oe 


A Explore the trees to the right A Flick the switch to open 
of this gate. the gate. 


SECRET CAR 


a back to the gate A Drive down the ramp you find A At the bottom of the maze isa A Hit the wall switch to lower 
ano entar: in the base. car on an elevated platform. the car. 


SECRET AREA: CONSTRUCTION SITE SECRET CAR 


A The fence here is just waiting A Flick the switch near this fence. AAs you return to the street, 
for you to smash through it. hang a right to find the gate you 
just opened. 
CHEAT MODE: 
INVINCIBILITY 


A Your new car is inside. A Hit the switch here to unlock 
Invincibility. 


AYou’re in. 
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SECRET AREA AND GAME: RACE TRACK 


This unlocks a secret one- and two-player race. 


A Flick the switch here... 


ACheck it out. 


SECRET GAME: MOUNTAIN PASS 


This also unlocks a secret one- and 
two-player race. 


A This one’s easy. Just flick the switch here. 


CHEAT MODE: INVINCIBILITY 


SECRET CAR 


A This switch... 


A...opens this gate on the other side of 


the building. 


A Behind the gates, you'll find this semi. 


When you enable Immunity, the cops won’t chase you. 


A The hidden switch is located on this 
building. 
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AThe door is actually the switch. 


c Y3Aldd 


: 
: 
: 
; 
l 


DUKE NUKEM 3D 


150 


He’s big, he’s mean and he’s super-cool. But to save the Earth from the alien hordes, he’ll need your help—and you'll 


need ours with these tactical tips. 


A Doors nearly always spell danger, so be ready 
with your favorite gun before opening them. 


TOTAL MAYHEM 


The following information is designed to 
help you with particular aspects of this 
great game. There are guides to the 
creatures and how to kill them, all the 
weapons and lots of general battle tips that 
will help you survive the onslaught! So grab 
your machine gun and—as Duke himself 
would say—let’s rock! 

e You must practice strafing until it 


GAME TACTICS 


becomes second nature to you! The 
ability to move laterally is essential, 
particularly when avoiding danger and 
launching surprise attacks. Note that 
strafing is not possible using the default 
controller configuration. 

e Always use the crosshairs function. It 
makes lining up your attacks much easier 
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A The bigger guns are very handy for trashing 
the enemy forces, but try to conserve precious 
ammo by using the right weapon for the job. 


and thus conserves ammo. It’s no good 
wasting an entire clip simply to find out 
what height your gun is set at! 

It doesn’t take a genius to work out that 
the bad guys are usually lurking behind 
the closed doors! Whenever you open a 


door, always be prepared to attack. Make 


sure you have your weapon at hand and 
make sure it’s fully loaded—it’s too late 
when you open the door and meet an 
octobrain face to face! 

When you’re in a lift, it’s all too easy to 
get disoriented. You may enter the lift 
from the south but the exit could be to 
the north—which means your back will 
be toward it when the doors open. The 


A Corners can be just as deadly as doors for 
hiding dangerous creatures, so get your trigger 
finger ready and zip around them sideways. 
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A The crosshair makes it much easier to aim 
well, and you should leave it turned on all 
the time. Surprises are around every corner. 


problem with this is that a monster may 
be waiting for you! When you enter a lift, 
spin around to find the door and be 
ready to deal with whatever’s behind it, 
guns at the ready. 

e Corners are like doors, in so much as you 
must always assume that a monster is 
lurking around each and every one! 
Always be ready to attack as you 
round a corner. 

e It’s essential to conserve ammunition 
throughout the game. The amount of 
collectable ammo is limited, so you 
should think before you fire, if only for a 
split second! Don't forget that Duke can 
only carry a limited amount of ammo, so 
if you discover a box of RPG shells, for 
example, but already have 48 in your 
inventory, stepping on the box yields a 
measly two shells (50 is the maximum 
Duke can carry at a time). Instead, make 
a note of the box’s location, then go back 
to it when you can make better use of its 
valuable contents. 

As a rule of thumb, you shouldn't 
collect a box of ammo until your supply’s 
run down to around five. 


A The pistol isn’t very powerful, but it’s accurate 
and certainly does the job against weaker foes. 


The range of weaponry that Duke can use 
expands and improves further into the 
game. However, knowing the best way to 
use each item of hardware is just as 
important as finding it in the first place! 


DUKE’S FOOT 


This is the basic attack that Duke uses 
when he has no ammo at his disposal. He 
kicks his attacker in the face with his size 
10 boots! This attack is slow and weak, but 
if it’s all you have, it can keep you alive 
until you find some ammo. 


PISTOL 


This, the most basic gun, is easy to use 
but lacks power. Finding ammunition is 
easy, as most creatures you kill yield a clip 
of pistol ammo. Each clip holds 12 bullets, 
but it takes a few seconds to reload. Just 
don’t get caught out—always keep it fully 
loaded. There’s nothing is worse than 
having to wait to reload while under attack! 


SHOTGUN 


Once you’ve found the powerful pump- 
action shotgun, it will immediately become 
your weapon of choice. Its reload time is 
much faster than the pistol, making it 
excellent for taking out whole groups of 
monsters at a time. Used at close range, it 
kills aliens with a single shot, and even 
takes out tougher baddies in a couple of 
blasts. Like in real life, the only limitation of 
the shotgun is range—the further you are 
from your target, the less powerful the 
blasts become. 


CHAINGUN 


This weapon is excellent for taking out 
large groups of baddies—if you’re up 
against three or more, reach for the 
chaingun! Be warned, though—this 


Alf all else fails (or you’ve run out of ammo), 
the trusty boot in the face is always available. 


weapon uses ammo very quickly indeed. 
You can go through 2,000 rounds in no 
time, so be careful. Each chaingun round 
inflicts the same amount of damage as the 
pistol, but its frightening rate of fire makes 
it many times more powerful. Each ammo 
crate yields 50 bullets for the chaingun, but 
this is hardly enough to get it started. For 
this reason you should use short, 
controlled bursts of fire. A great weapon 
when used with restraint. 


RPG 


This is the big, bad weapon of Duke 
Nukem! The RPG is an extremely powerful 
rocket launcher that causes huge amounts 
of damage. You can take out entire 
platoons of monsters with a single shell— 
just don’t use it in a confined area or you’ll 
kill Duke in the process! 


PIPE BOMBS 


These are by far the coolest weapons in 
Duke’s arsenal. Duke can throw these small 
devices anywhere, then detonate them 
when he’s at a safe distance. This means 
you can lay pipe bomb traps, then take out 
enemies when they wander nearby. 


LASER TRIPBOMBS 

These are similar to pipe bombs, but have 
a different method of detonation. Simply 
place the laser bomb on any flat surface, 
then move away. After a few seconds, a red 
laser beam shoots across to the facing 
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wall. Now anyone (or anything) that breaks 
the beam triggers the bomb, usually dying 
in the resulting explosion. Just make sure 
you don't trip it yourself. 


FREEZE THROWER 


This great weapon literally freezes an 
enemy where they stand. However, it does 
have a limitation—the victim thaws out in a 
few seconds. On the plus side, freeze 
blasts can be bounced off most wall 
surfaces, making the Thrower great for 
stunning bad guys who are hiding around 
corners and behind obstacles. 


SHRINKER 


Does what its name suggests—a blast 
from this weapon shrinks an enemy down 
to midget size! Now killing them is as easy 
as stamping on them! However, like the 
freeze thrower, the effect wears off after a 
couple of seconds, so kill your hapless 
victim quickly or your shot will be wasted. 


DEVASTATOR 

This weapon is the most destructive in the 
entire game—use it when you want to 
cause damage on a grand scale! As you’d 
expect, ammo for such a device is very 
scarce, so don’t waste any shells. The 
Devastator is best kept for battling the 
end-of-stage overlord. 
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BAD GUYS 


You'll find enemies around every corner, 
and they attack you every step of the way! 
This section introduces you to each of the 
basic baddies and gives tips on killing 
them with the minimum hassle. 


ALIENS 


These are the basic enemy and as a result 
are found everywhere. They attack with 
laser guns and sometimes hover around 
using a jet pack, which can make them 
tricky to nail. However, a single Shotgun 
blast is all you need to kill ’em, so don’t 
waste anything more precious. Save that 
for the tougher guys later on. 


ALIEN LIEUTENANTS 


These guys look very similar to regular 
aliens, but wear orange outfits. The main 
difference between these guys and 
standard aliens is that lieutenants can 
teleport around the level. They usually 
appear suddenly behind you and attack 
with their laser gun. When you hear the 
teleport sound, quickly turn around and 
be ready to shoot! 


PIG COPS 


Even the Los Angeles police force has 
been taken over by the aliens. The result is 
these hideous pig cops! They carry 
shotguns and go into a bloodthirsty frenzy 
at the very sight of Duke! They tend to be 
slow on their feet and easy to kill, however, 
two Shotgun blasts do the job nicely. 
Slaughtered pig cops usually leave a 
weapon or armor behind when they die, so 
always check their corpses. 


PIG COP RECON VEHICLE 


These vehicles give the pig cops the ability 
to attack from the air—which makes them 
much more of a threat! As soon as you see 
(or usually hear) one of these airborne foes 
homing in on you, look to the skies and 
quickly bring them down to earth. The most 
effective weapons to use against them are 
the Shotgun and Chaingun. 


OCTOBRAINS 
These are quite tough beasties and take 
three direct hits from the Shotgun before 
they’ll hit the floor. Octobrains attack with 
mind blasts, and they pack quite a punch, 
so watch out. 

Try and avoid their attacks when 
possible, but realistically this is only an 
option when you’re at long range. A good 


tactic is to use the Holoduke device to trick 
the octobrains. When a group of them have 
converged on the hologram, use the RPG 
to take them out! 


SHARKS 


These giant fish are fast, but that’s all they 
have going for them. It’s easiest to kill them 
with the trusty Shotgun. It’s not worth 
wasting anything more powerful on them. 


PROTOZOID SLIMERS 


If you can, destroy the protozoid slimer 
pods before they hatch. Slimers 
themselves are fast and quickly jump from 
ceiling to floor. The Chaingun is the best 
weapon to use. 


SENTRY DRONES 


These suicidal drones need to be dealt 
with very quickly, preferably from a safe 
distance. What makes them tricky is that 
they can dodge large projectiles and aren’t 
distracted by the Holoduke. Use the 
Chaingun or Shotgun to make them see 
who’s the boss around here. 


ENFORCERS 


These outworld warriors carry chainguns 
and are therefore a problem when 
encountered in groups. They also tend to 
leap around, making them difficult to target 
quickly. Use the Chaingun—they usually 
drop some ammo or a Chaingun itself 
when you kill them, so at least you can 
replenish your supply! 


TURRETS 


These are deadly accurate, but it takes 
them around five seconds to lock onto your 
position. This should be just enough time 
for you to aim and fire the RPG! If you’re 
under attack from a hoard of aliens and a 
turret in the background, always go for the 
turret first—it’s capable of causing much 
more damage than aliens. 


COMMANDERS 


These foes are so named because of their 
resemblance to the monster at the end of 
the first episode. The boss monster is a 
formidable opponent, but these are not 
nearly as deadly as the original. You’re 
advised to use the RPG to dispose of 
them—10 hits and they’re toast! 
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BOSS MONSTERS 


ASSAULT COMMANDERS 


These airborne foes can be very nasty if 
you fight them from long range. 
Commanders fire extremely powerful 
missiles that can kill Duke in a few shots. 
The trick is to dash toward them and use 
the shrinker to bring them down to size, 
then quickly stomp on them. 


e When you’re in a bathroom, walk up 
to a toilet and press 4. Duke uses it, 
increasing his health by 10 points. 

e Duke’s health can be slowly 
increased by doing the following: 
Shoot a water object (fountain, fire 
hydrant, waste basin, etc.), then 
stand in or near the water and hold 
4. The health rating slowly builds up! 


S800EC93C00C8 
800EC93E0032 
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Infinite Pistol Ammo 
Infinite Shotgun Shells 
Infinite Chaingun Ammo 
Infinite RPG Rockets 
Infinite Pipe Bombs 


Infinite Shrink Ray Ammo 
Infinite Devastator Ammo 
Infinite Freezer Ammo 
Shotgun 

Have Chaingun/RPG 

Have Pipe Bombs/Shrink Ray 
Have Devastator/Freezer 


TIME TO KILL 


Fight invading aliens as they attempt to take over New LA, the Old West, a medieval castle and ancient Rome. Can 
you beat back the Draks, Pigcops, Necros and Hellwings on the 12 tricky levels that make up Duke Nukem: Time 
To Kil? Check out the tips on these pages, tool up with some essential weaponry and yell, “Come get some!” 


THE TOUGH LEVELS 


LEVEL 6: FAMILY JEWELS 


At the start of this level, jump into the moat 
and swim counterclockwise around it, firing 
at any Necros who are floating in the water. 
Dive through a tunnel and through a set of 
broken bars, and continue until you can 
surface near a bridge guarded by Pigcops. 
Get out of the water and throw the nearby 
lever, which lowers the drawbridge near the 
start of the level. 

Jump back into the water, but instead 
of retracing your path, continue exploring 
the underwater sections of the castle. At 
the next area on the counterclockwise 
route, where you can surface and get out, 
grab the skeleton key before climbing the 
stairs to find the first Nukem family trinket. 
Collect it and return to the water. Keep 
swimming until you exit the tunnel system 
and are back outside the castle. 

Before climbing up to the drawbridge, 
grab any weaponry lying around on the 
bank (an RPG and a Gatling Gun, for 
example), then run into the castle 
courtyard. Be sure to dispose of the alien 
defenders, then stand to the right of the 


Use the 
explosive 
toxic barrels 
to your 
enemy- 
killing 
advantage. 


As you run 
across the lava 
bridge, Draks 
will teleport in 
to attack. 


sane. 


A Locate the second of the three family jewels 
by climbing up behind the Nukem symbol, 
killing the Draks as you venture forth. 


closed gate and climb to the top of the 
structure. Here, behind the Nukem symbol 
and the two flaming braziers, lies the 
second piece of Nukem family jewelry. 
When you’ve collected it, drop back down 
to the courtyard and open the locked gate 
with the skeleton key. 

Venture deeper into the fortress until 
you reach a high room with platforms and 
chains. Jump up onto the first platform 
and climb the chain to the next level. From 
here, jump up and use the grating above 
to monkey-swing across to the nearest 
platform. Enter the room it leads into 
you should see a framed family portrait 
on the wall) and pick up the final family 
jewel next to the bed. 

Now return to the high room and 
continue climbing up to the top. Leap into 
another entranceway and follow the 
corridor down a ramp and into a room with 
a stone floor. Making sure you take 
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advantage of any pick-ups (be sure to blast 
open any crates), drop down the hole in 
this room to land on the large wooden 
beams below. 

Keep dropping down until you reach 
the bottom of the room, battling the pesky 
Pigcops and Drak guards as you go. 
Locate the freestanding round Nukem 
symbol and place the jewels into it; this 
opens a door. Follow the passageway 
beyond it, read the book on the stand to 
open another door, and then run down the 
steps into the next level. 


LEVEL 7: RESISTANCE IS FEUDAL 
Head straightforward, over the bubbling 
lava pit, and then take a left turn into a 
room filled with barrels of toxic waste and 
a guillotine. Pick up the Bio-Mask—you’ll 
need it on this level. 

Next, stop on a ledge that looks over 
two lava pits and a pool of water. Do a 
running jump into the pool of water and 
dive through the tunnel. Before you surface 
into the following room, strap on the Bio- 
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ATo locate most of the ladders, look up and 
then jump. Duke should grab them naturally. 


Mask so that the toxic fumes don’t 
overwhelm you. 

Turn the valve here (it’s attached to the 
pipes) to temporarily fumigate the room. 
Run through the open tunnel and kill any 
enemies you. Watch out for the barrels, 
though; they explode if shot. Climb the 
ladder at the end of the passageway 
and continue until you find a prison 
complex. A lever on the right of the gate 
opens the cell doors. Flip it all the way to 
the right to hear Duke say, “You’re all free! 
Now come get some!” 

Run through the prison area (the cells 
contain Necros and Heavy Draks, as well 
as pick-ups), down a tunnel, and across a 
lava-bridge. Dispatch the aliens that 
teleport in to attack you. The large room 
you enter after this is also filled with deadly 


=) <The portal 
on level 8 lies 
just behind an 
ornate, stained 
glass window. 
| Blast it and the 
Pig Cops. 


Your first 

| stop in Hog 

| | Heaven is the 
| area beyond 

this doorway. 


lava. You must throw two switches, one to 
the left, the other to the right, to drop the 
gateway grating. When you’ve done this, 
go to the final room, which contains giant 
storage tanks. Climb the girders and make 
your way to the very top of the room. 
Shoot the Pigcop there and get the blue 
Gantry key that he leaves behind. Drop to a 
ledge next to a closed gate with a red key 
slot next to it. 

Insert the Gantry key and enter the 
room. After searching this chamber, turn 
about face and use the key slot next to 
the tank. Turn the valve to lower the level 
of toxic ooze, then return to the top of 
the room where you find the exit has now 
been revealed. 


LEVEL 8: HOLY TERROR 


Keep to the left side until you locate the 
library entrance. Notice the discolored 
section of shelving on the ground level? 
There’s a red book sticking out of the shelf 
next to it which, when pulled, opens a 
secret passage to underwater tunnels. 
Swim through the tunnels, then head 
straight through the following set of land 
tunnels. When you have scoured the 
branching passageways for pick-ups, make 
your way to the room which has a large 
pool of water in it. Dive into the pool and 
swim through the tunnel. 

On the other side, climb out of the 
water and look up. Shoot the grate that 
blocks the exit above you and climb the 
ladder into another part of the church. Kill 
the marauding aliens guarding this area 
and then jump up onto the ledge closest to 
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A The entrance to the 
Pig Factory lies down 
this particular tunnel. 


the hole you just 
climbed out of. There’s 
a ladder up here, 

too, so climb it to 
reach the bell tower. 
Again, dispose of the 
troublesome aliens 
and run into the next 
room. Blast the ornate 
window and drop 
down into the main 
hall of the church, now 
bathed in purple light, 
below. Kill the alien 
invaders here before firing at the glass 
pane behind the altar. The portal lies 
behind the mess you’ve just made. 


LEVEL 9: PIG FACTORY 


Back in New LA, things seem back to 
normal until a rocket-firing tank-robot 
attacks you. The aliens have a hideout on 
this level and the end-of-level portal is 
hidden deep within it. So, after stocking up 
on weaponry (in the bar, in the room above 
the alleyway, etc.), run around to the 
subway entrance and run into the new 
tunnel to its right; this leads into the Pig 
Factory. Follow the tunnels through an area 
stacked with crates and Roman antiques 
and into an octagonal area with several 
levels. Check the rooms on this level (note 
the pigsty and a dark room with a red 
circle) before going down one level. On this 
middle section, locate the valve room (it’s 
guarded by a robotic cannon). Turn the 
valve, then head left into the flooded 
laboratory. Swim into this dimly lit room 
and get the laboratory key hidden in the 
darkness toward the far right. With the key 
in hand, return to the octagonal room and 
go right down to the bottom. Collect the 
three crystals you found on level 1. 

Climb the ladders all the way back up 
to the top of the octagonal room and into 
the dark room. Use the crystal on the red 
circle to open a nearby cabinet. Take the 
Valve Room key that you find inside. 
Collect the crystal again and return to the 
middle level where you found the valve and 
the robotic cannon. Ignoring the locked 
door for now, head into the other corridor 
and the alien-infested passageways 
beyond. Continue through these tunnels 
until you reach a large blast door with 
black and yellow stripes. Use the Valve Key 
to open the door and turn the valve inside. 

As the room fills with water, use the 
time to scan the ceiling for a grate that can 


be shot to reveal an escape passage. Swim 
through the hole that you make, blast any 
gates blocking the passage, and you end 


Remember to press pause before entering 
any of these cheats... 


INVINCIBILITY 

4,4,4,4, 4,4, 4,4, 4, T. 

The cheat mode should now be active. Quit 
your current game, return to the menu, and 
highlight the “Time To Kill” option at the 


bottom of the list. Use € and > to scroll 
through the levels. 


LIMITED INVINCIBILITY 


R1), (L2 


ti), E3, (Ra), C9, RI, 62, C3, C2) 


The cheat mode should now be active, 
giving you a temporary shield against enemy 
attacks. If you’ve done it correctly, the words 
“Limited Invincibility” will appear at the top 
of the screen. 


INVINCIBILITY 


, m, 0, A, t, +, t, +, Em, E 


The cheat mode should now be active. If 
you’ve done this correctly, the words 
“Invincibility” will appear at the top of the 
screen, making Duke unkillable and 
unstoppable during the game. 


UNLIMITED CONTINUES 


+, 3,11, &, 2, +, ¢, >, CD, RI 


The cheat mode should now be active, 
allowing you to bring Duke back to life if 
he’s accidentally killed. 


INVISIBILITY 


t1), R3), C3, R1), (l1 


(Ri), L1), Ri), (t3), (Ri) 


The cheat mode should now be active, 
making Duke invisible to his enemies. 


ALL WEAPONS 


(43), (22), *, CD, C3, +, RI, >, R3, € 


The cheat mode should now be active, 
giving Duke everything from the shotgun 
to the Laser Weapon. 


SUPER-CHARGED WEAPONS 


(Ri), R3, (£3), (£2), RI, RI, C2, C, Cm, Gee 


The cheat mode should now be active, 
and Duke’s weapons should cause double 
damage against the game’s enemies. 


up in a crate room filled with Roman 
treasure. Return to the octagonal room 
and go down to the middle level again. This 
time, unlock the gate to access a room 
containing six Pigcop-incubating tanks. 
Activate the switch on the wall of the room 
(which lowers the water level farther) and 
return to the octagonal room. Go down to 
the portal at the bottom, replace the three 
crystals, and jump into the portal. 


LEVEL 10: HOG HEAVEN 

Faced with left and right paths through this 
Roman city, take the left route, which leads 
you to the villa entrance—there’s a big gold 
disc above the doorway. Head in, guns-a- 
blazin’, and run down the steps to face a 
fire-filled corridor. Dodge the flame bursts 
to reach a larger room and a skeleton key. 
Thread your way back through the fiery 
corridor and head through the curtained 
door on your left. Grab any pick-ups you 
find and then run into the next room, which 
contains two large Roman baths. Use the 
skeleton key you found before on the lock 
located behind the left pool (as you view 
them when you enter). Performing this 
action opens a grate in the pool, so dive in 
and swim through the short tunnel. 

On the other side, walk left and dash 
across a bridge scorched with bursts of 
flame to pick up another skeleton key. Run, 
dodge, and swim back the way you came 
and use the newly grabbed key in the lock 
behind the second Roman Bath. Jump into 
this pool and swim down through the hole. 
Navigate the passage, climb out, and dive 
into a large pool of water below. When you 


es 
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A Dodge the predictable yet deadly flame 
bursts to reach this level’s first skeleton key. 


A The entrance to the Pig Factory lies down 
this tunnel, so what are you waiting for? 


reach a maze of corridors, run right, left, 
right, down a long passage, and finally turn 
left to find a ladder. Climb the ladder, run 
across the room at the top, and haul 
yourself up onto the small ledge in front of 
you. Dive into another pool and follow the 
only other passageway to find a room with 
red and gold doors. Kick these open to 
conquer Hog Heaven. 


Y Let rip with everything you’ve got during your 
battle with aliens in the Gladiator's arena. 
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LEVEL 11: LET THE GAMES BEGIN 


Explore the start of this level until you 
locate the stone sign saying “Bootius 
Maximus.” Walk into the room and pick up 
the skeleton key behind the low wooden 
wall. Exit the room through the same door, 
go straight ahead, and then to the right 
until you reach the arena. Face the 
following onslaught 
(the Energy Weapon 
is effective if you 
have it), then run 
through the now- 
open double- 
gateway until you 
get to a labyrinth. 
Walk left, right, cross 
a small lava pool, 
right, and left until you reach a set of 
jetpacks on the wall. Grab a pack and 
use it to fly around the lava river outside. 
Watch your fuel level; you need to fly 
around the river searching for three 
switches to drop the drawbridge. Try 
to return for a jet pack refill after 
successfully locating each switch. 

The switches are found as follows: 
1. Left, around the first corner, under the 
first arch on the left-hand wall. 
2. Beyond the first switch, before the 
second corner, on the right-hand wall. 
3. Beyond switch #2, around the third 
corner, high on the left-hand wall. 
When you have thrown all three switches, 
return to the drawbridge, cross it, and run 
into the following room to find the end-of- 
level portal. 


LEVEL 12: BLOOD BATHS 


Before you meet Moloch in the game’s 
final, trigger-happy showdown, you must 
work your way through four portals and 
four minipuzzles. On this last regular level, 
you start in a room with four time portals. 
Pick any portal, smash the nearby vase to 
get a power-up (and to helpfully mark 
which portals you’ve completed), and jump 
right in. After you complete all four portals, 


ALevel 11: Fly (with 
the jetpack) clockwise 
around the lava moat. 


you’ll be beamed directly to the final portal. 


MOLOCH THE GATEKEEPER 


Got any big weapons? Then use ‘em here. A 
corridor to one side hides some power-ups if 
needed, but you’ll need to be good to avoid 
this double laser-firing dino. He’ll attack you 
constantly so just keep plugging away. 


After you’ve completed the four portals in the 
Blood Baths, you drop onto a square 
platform. Dive into the blood-red water and 
swim through the underwater tunnel you find 
there. Surface in the following room and run 
through the opening between two flaming 
braziers. Destroy the Necros in this next 


bloody chamber and then flame the large 
patches of brown webbing to reveal the 
location of the exit. Follow the pathway to a 
final room. Eliminate the Necros and the 
Pigcops in this room to activate the last 
portal which will teleport you to the final 
boss. To defeat him find a high vantage 
point and fire your biggest guns. 


Complete that, and you’ll enter Moloch’s 
lair. In no particular order (it doesn’t matter 
which you tackle 
first, second, third or 
fourth), these are the 
problems the 
minilevels pose.Pick 
a portal and jump in: 
e Falling into a deep a 

pool of water, avoid A In Level 12’s 

or shoot the different sub-levels, 
Necros and swim ne ey 
toward the exit at 

the top right of the room. Blast the glass 
covering the pools, then run right, past a 
brown web (destroy it with the flame 
thrower) and into a mirror maze. Run 
around these reflective passages until 
you locate the portal. Destroy all of the 
brown webs on the tunnel walls to locate 
the exit portal. 

In a large shaft, 
make your way 
down (either by 
ramp, or by 
shooting the glass 
panels blocking a 
central hole) until 
you’re on a bridge 
above a lava pool. 
What you probably 
won't realize is there’s a second, hidden 
bridge below the one you’re standing on. 
To reach it, and the exit portal, hang off 
of the side of the top bridge, let go, and 
grab the edge of the second as you fall. 
Activate a jetpack, in case you miss. 
Falling into a deep pit, grab a jetpack as 
you plummet and boost up to the top 
level. Be quick—the shaft here is infested 
with Larval Necros. Pick-ups on the lower 
levels are yours—if you can avoid the 


A Larval Necros make 


life difficult before 
the game’s finale. 
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mini-jellyfish long enough to get them. 
Follow the tunnel on the top level and 
destroy any eggs you come across. 
Watch out, though: like toxic waste 
barrels, they explode. 

e Having dropped into a large fish tank, 
climb out and blast the Larval Necros 
that hurtle around the edge of the room. 
After destroying them, follow the open 
passageway into a tunnel. Destroy the 
brown web and pull the movable block— 
you'll recognise it by the Duke Nukem 
symbol—to find the entrance to a second 
room containing a second giant fish tank. 

Defeat the Larval Necros here and 
check behind the blocks for the exit. 
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Infinite Armor 
Infinite Arrows 

Infinite Bio Mask Energy 
Infinite Dynamite 
Infinite Dynamite 
Infinite Energy Ammo 
Infinite Flame Fuel 
Infinite Freezer Ammo 
Infinite Gatling Gun Ammo 
Infinite Goggle Energy 
Infinite Health 
Infinite Hi-Temp Fuel 
Infinite Holy Hand Grenades 
Infinite Holy Hand Grenades 
Infinite Incendiary Rounds 
Infinite Jetpack Energy 
Infinite Laser Gatling Ammo 
Infinite Medkits 
Infinite Medkits 
Infinite Pipe Bombs 
Infinite Pipe Bombs 
Infinite Pistol Ammo 
Infinite Rifle Ammo 
Infinite RPG Ammo 
Infinite Shotgun Shells 
Infinite Throwing Axes 
Infinite Throwing Axes 
Infinite Throwing Knives 
Infinite Throwing Knives 
Bio Mask 
Buffalo Rifle 
Combat Shotgun 
Crossbow 
Desert Eagle 
Energy Weapon 
Flame Thrower 
Freezer 
Gatling Gun 
Goggles 
Hi-Temp Flame Thrower 
Incendiary RPG 
Jetpack 


THE DUKES OF HAZZARD 
RAGING FOR HOME 


“Just two good ol’ boys, never meaning no harm. Beats all you ever saw, been in trouble with the law, since the day 
they were born.” Here’s a few tips to help you get to the bank in time to pay the mortgage on Uncle Jesse’s farm. 


A Save Jesse’s farm: the Dukes did it every 
week for about six years in the eighties, so it 
can’t be that hard. Or can it? 


Command Action 

x Accelerate 

L] Brake 

A Reverse 

(3 Use power-ups 

ti) and (Ri Cycle through 
collected power-ups 

(L2) Zoom in view 

(R2) Zoom out view 

sta Pause 


The controls, like the game, are fairly 
simple to get the hang of. Use the D-pad, 
or the analog control stick, to steer the car. 
Pressing + on the D-pad (but not the 
control stick) gives a “rear mirror” view. 
Braking is pretty non-existent in this game. 


If you want to slow down, ease off the gas 
rather than stamp on the brakes, this also 
works for cornering. The car physics in this 
game are not very realistic, and it may take 
you a while to get used to it. 

Reverse isn’t too effective, as it is 
usually faster to do a U-turn in the road 
than reverse your car. Use opposite lock 


A The river-leapin’, leaf-rustlin’ General Lee— 
the fastest car this side of Daytona. 


steering to avoid spinning out of control. 
Taking your finger off the accelerator 

can also help, but unless you’re badly 
damaged, a spin shouldn’t cause you too 
much trouble. Just spin, wait until you’ve 
stopped, then drive away. 

Basically, you should have your finger 
jammed on the accelerator button almost 
all the time. Try to save Nitros for long 
straights, when you can rack up the 
speed to over 120 mph. 

Get to know the levels (most are the 
same, or the same but backwards), then if 
you’re not on a time limit, you have the 
luxury of being able to cruise around 
picking up power-ups. 

Try to line yourself up for ramps nice 
and early, as hitting them at an angle will 
make your car roll over like a playful dog. 

Listen out for CB messages, they often 
tell you where to turn off. 

The ramps for jumping over water have 
Nitros on them, or before them. Make sure 
you pick them up and use them as you go 
up the ramp, or you won't make it all the 
way across. 

Be wary about leaving the main track 
just to pick up power-ups. If you’re on a 
timed level, you may waste valuable time 
for a power-up you might not use—and 
what’s the point of that? 
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PURSUING CARS 


When pursuing another car, try and nudge 
the back end so that it spins off. You do 
more damage to it that way than just 
speeding up and ramming it from behind. 

You can use your car as a roadblock in 
narrow areas such as bridges if you want. 
Of course, this means that you'll have to be 
in front of the car you’re trying to catch, 
and you'll also have to make sure that 
you’ve blocked the road properly, or your 
prey will just fly past and you'll be left 
sitting there, looking dumb. 


BEING PURSUED 


Cars that chase you always seem to be 
faster than your car, and catch you up no 
matter what you do. So when you go past 
oncoming traffic, pass them as close as 
you can, and hopefully your pursuer will 
end up in a smash with innocent motorists 
while you make good your escape. 

Wait for the pursuer to pass you, then 
weave from side to side. Sometimes the 
pursuer just crashes into the side of the 
road, leaving you to accelerate past. 


POWER-UPS 


Nitrous Oxide: Gives a burst of high octane 
speed. You need this to get over the river, 
so remember to use it. 

Toolbox: Repairs all the damage to your car. 
Useful when you’re pursuing someone and 
your car’s all smashed up. 

Oil slick: Hold down @ to release oil all over 
the road and give your tail-chasers 
something else to worry about. 

Bow and Arrow: Use this to shoot at the 

bad guys. When you are in range, Luke 
leans out of the window. Press the @ 
button to shoot. 

Dynamite Arrow: Work just like normal 
arrows, except they do more damage. 
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DAISY DUKES IT OUT 


THE DUKES OF HAZZARD 2 


THE DUKES OF HAZZARD 2: 
DAISY DUKES IT OUT 


Yee-haa! Catch some air and foil the nefarious skullduggery of Boss Hogg in this second installment in the Dukes of 
Hazzard series. Roam and race freely in the wilds of Hazzard County in all of the Dukes’ souped-up vehicles, and fight 


evil while you’re at it. 


A How’re the Dukes gonna get outta this one? 


In single-player mode, you can drive four 
different vehicles. In two-player or Joyride 
modes, you get an even wider selection. 


<The General is the 
best all-purpose car 
| in the Duke garage. 
Still, its cornering 
could be better. 


<Daisy’s beloved 
Dixie has the best 
traction, but lacks the 
speed of either the 
General or the 
Roadrunner. 


<Daisy trades up to 
this speed demon later. 
It handles better than 
the General, but comes 
up short in speed. 


<4Uncle Jesse’s truck 
will do in a pinch. It 
handles very poorly but 
can build up speed 
given enough time. 
Stock it with oil or it'll 
overheat. 


WALKTHROUGH 


Each of the game’s 18 missions requires 
skillful and creative driving and deft use of 
power-ups. Follow these brief mission 
profiles to see what you’re in for. 


Remember that “load points” in a mission 
place you and your competitors in the same 
place no matter what kind of lead you or 
they had before the load. Use this to your 
advantage when it’s you doing the chasing. 


MISSION 1: ESCAPE FROM ROSCOE 
AND ENOS 


e Car: General Lee 

e Objective: Escape from Roscoe and Enos 
e Load: 1 

Get home without being pulled over by 
Roscoe and Enos. Keep your eyes on the 
sides of the road for power-ups. Mind the 
damage to your car from the reckless 
driving of Hazzard’s finest. 


MISSION 2: DAISY AND MELANIE 

TOUR HAZZARD 

e Car: Dixie 

e Objective: Drive from the Duke farm to 
downtown Hazzard; visit five landmarks 
and collect their flags 

e Time: 2:00 

e Loads: 2 

You have very limited time to get from the 

Duke farm to the Hazzard town square. 

Touch each of five flags before time runs 

out. Look for the numerous Clock power- 

ups to add to the tight time limit. 


MISSION 3: RACE TO COOTER’S, 
THEN TO MS. TISDALE’S 


e Car: General Lee 

e Objective: Race to Cooter’s, collect the 
part, then deliver it to Ms. Tisdale’s 

e Time: 3:05 

e Loads: 2 

Duel the clock and the law to get to 

Cooter’s garage (near the town square) and 

back to Ms. Tisdale’s place. You’ll need 

Clock power-ups to get there in time. 


MISSION 4: HELP MS. TISDALE 

FINISH HER MAIL ROUTE 

e Car: Dixie 

e Objective: Deliver all the mail, then race 
to the Post Office 
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e Time: 2:05 

e Load: 1 

Pick up mail at 10 houses and race to the 
Post Office. Keep an eye on the time and add 
to it when you can. Fortunately, you won't 
have to deal with any police pursuers, just 
some other crazy Hazzard County drivers. 


MISSION 5: PRACTICE RUN 

AT THE FAIRGROUNDS 

e Car: General Lee 

e Objective: Practice driving at the 
fairgrounds by collecting trophies before 
time runs out 

e Time: 1:30 

Use the General to find 10 flags strewn 

around the County Fairgrounds. Some are 

only available via jumps. You don’t need to 

find all 10 flags, just any 8 before time runs 

out. The racetrack portion of this mission 

will become familiar in later episodes. 


MISSION 6: FOLLOW BOSS HOGG 

INTO THE SWAMP 

e Car: Roadrunner 

e Objective: Follow Boss Hogg, but don’t 
get too close 


e Load: 1 
Se S| Run through this 
pipe to turn an obstacle 
into a ramp. 


Keep your distance; getting too close 
means you fail the mission. Falling too far 
behind, however, has the same effect. 
Before the first load point, a construction 
crane moves into your way; use the pipe as 
a ramp. Reach the middle of the swamp 
without being lost or noticed. 


MISSION 7: BO AND LUKE 

CHASE “DAISY” 

e Car: General Lee 

e Objective: Follow Daisy’s Roadrunner 
e Load: 1 


Don’t lose the Roadrunner or you'll fail the 
mission. Chase Missy (disguised as Daisy) 
through the impound lot and through town 
until the long arm of the law intervenes. 


MISSION 8: ESCAPE FROM THE 
SWAMP 


e Car: General Lee 

e Objective: Wreck the bridge to escape 
Rosco and Enos 

Start by finding your way out of the 

swamp. Before the end of the mission, find 

one Dynamite Arrow power-up. Race up 

the road until the way is blocked at the 

bridge. Fire an arrow to clear the way, then 

make the jump to complete the mission. 


MISSION 9: RACE AGAINST MISSY 


e Car: Roadrunner 

e Objective: Race Missy to the county line 
e Loads: 2 

Don't worry if you fall behind at first; you can 
catch up at the mission’s two load points. 
When you begin the third segment of the 
race, take the second left (when Missy goes 
right). This shortcut bestows an easy victory. 


MISSION 10: RECOVER THE 
GENERAL AND ROADRUNNER 


d Look for oil cans to 
keep Jesse’s truck 
runnin’ right. 


e Car: Uncle Jesse’s truck 

e Objective: Pick up oil and keep Uncle 
Jesse’s truck running; get to the 
impound 

e Load: 1 

Along the escape route, there are six oil 

cans. Pick them all up or Jesse’s jalopy 

won't be able to finish the race or make it 

to the next oil can. Jesse’s truck handles 

like sludge, so be gentle with the throttle. 


MISSION 11: LOCATE MISSY 


e Car: Roadrunner 

e Objective: Follow Cooter’s directions to 
find Missy 

e Time: 3:00 

e Load: 1 

Be careful in the swamp; touching water 

gives you an automatic failure. Look for 

white fence sections; these signal big 

shortcuts. 


MISSION 12: DUKES VS. MGM, 
ROUND 1 


e Car: General Lee 

e Objective: Take out the Mean Green 
Machine with Dynamite Arrows 

You must land four arrow shots to beat the 

Mean Green Machine. Avoid water at all 

costs. Hunt for Repair and Dynamite Arrow 

power-ups . . . you’ll need ‘em. 


MISSION 13: QUALIFY FOR 
THE RACE 


| <Learn where these 
ruts are now. It’s 
valuable knowledge in 
the actual race later. 


e Car: General Lee 

e Objective: Run three laps; one must be 
under 60 seconds to qualify 

You'll be the only car on the track for this 

qualifying round. Stay out of mud and road 

ruts; they’re speed killers. You need a Clock 

power-up or two. 


MISSION 14: HOT PURSUIT 

OF MISSY’S VAN 

e Car: General Lee 

e Objective: Pursue Missy’s van to the 
Quarry 

e Load: 1 

You have to keep Missy’s fast van in sight 

to avoid losing her. Don’t get too close 

either, or you'll be discovered. This is a 

tough one. 


MISSION 15: BLAST OPEN 
THE GATE! 


e Car: General Lee 

e Objective: Grab the Dynamite Arrows 
and blast open the gate 

e Time: 3:00 

You need three arrows. Blow both rocks, 

then the gate. Watch out for the 

construction vehicles and the damage they 

do. You need lots of Clock power-ups to 

complete the task. 


MISSION 16: HAZZARD COUNTY 
FOURTH OF JULY RACE 

e Car: General Lee 

e Objective: Win the Fourth of July Race 
Same race as time trials but with six 
competitors. Again, watch out for ruts and 
mud. Bump your opponents to slow them 
down, but don’t get bumped yourself. 
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MISSION 17: DUKES VS. MGM, 
ROUND 2 


Wait until the 
crosshair appears 
and fire away! 


e Car: General Lee 

e Objective: Chase the MGM to Quarry; 
blast it with Dynamite Arrows 

Back in the Quarry (same as Mission 15), 

battle with the Mean Green Machine. You 

need four shots to disable the beast for good. 


MISSION 18: THE FINAL 
SHOWDOWN 


e Car: Roadrunner 
e Objectives: Chase Missy and pull 

her over 
e Loads: 1 
In this final showdown, you not only chase 
Missy, but run her off the road as well. 
Bump and ram her until her car is too 
damaged to continue. When her damage 
bar is totally red, you’ve got her beat. 
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INO Li SIANA ASIYA 


e00c1ca00000 
300c1ca00063 
e00c1ca60000 
300c1ca60063 
e00c1ca20000 
300c1ca20063 
d003b5dea462 
8003b5de2400 
e00c18a90005 
300c18a90001 
e00c18a9000a 
300c18a90001 
e00c18a90008 
300c18a90001 
d003e446a482 
8003e4462400 
d003e46aa482 
8003e46a2400 
d003e49ea482 
8003e49e2400 
d003e4bea482 
8003e4he2400 
8005bb9e0012 


Infinite gas cans, oil, 
and wrenches: 


Infinite time: 


1 flag, spark plug, letter, 
etc. needed: 


No damage: 


All levels available when 
continuing a game: 


DUNE 2000 


HOUSE ATREIDES 


House Atreides may be noble, but nobility 
never won a battle. Regardless of your 
peaceful desires, you’re forced into battle in 
virtually every scenario. Honor has a place 
in combat, but this doesn’t mean you should 
show mercy, or even allow enemies the 
chance to act first. House Atreides has the 
units and the ability to dominate Arrakis. 


GENERAL TACTICS 


Atreides falls between the other Houses in 
terms of unit strength and speed. It’s 
stronger and slower than Ordos, yet 
weaker and faster than Harkonnen. 
Therefore, the Atreides player must be the 
most flexible House, adapting strategy to 
the situation rather than enforcing preset 
courses of action. Atreides magnifies its 
enemies’ weaknesses—and their strengths. 
Special units give the Atreides added 
flexibility, crucial for success against such 
diverse opponents. These units should play 
a major role in Atreides strategy, because 
the opposition finds them so difficult to 
counter. Ordos and Harkonnen use their 
own special units, of course, but neither 
base as much overall strategy on them. 


EE E 


AThe Ornithopter helps when you want to 
destroy an enemy base. 


ORNITHOPTERS 


The ornithopter is the House Atreides’ most 
important advance. Ornithopters are 
powerful enough to damage or even 
destroy enemy units and buildings. More 
importantly, they’re also immune to 
retaliation from all but a few vehicles and 
structures. Ornithopters give you complete 
control of Arrakeen skies, and 
consequently greater control of the ground. 


Look for enemy wind traps. These are 
critical structures, because they power the 
entire base, including the rocket turrets — 
among the few weapons effective against 
ornithopters. Plus, they’re weak and easy 
to destroy. 

Having cut the power, you can pick and 
choose your targets—construction yards, 
starports, and factories are best. Destroy 
these and you can eliminate your enemy’s 
ability to produce or buy a new MCV and 
replace destroyed structures. It’s best to 
weaken structures with ornithopters, then 
finish them off from the surface. 


SONIC TANKS 


Place your sonic tanks at the front of your 
assault or defensive units. Although these 
units are easy to destroy, placing them in 
the second rank can damage you as much 
as your enemy. Sonic tanks need a clear 
field of fire to be effective. 

Three or four sonic tanks, mixed in with 
other units, can turn the tide for you. A dozen 
becomes a mess, however, as each tank 
jockeys for position among its neighbors and 
moves about more than it fires. 

For best effect, micro-manage your 
sonic tanks. At the head of your column, 
they’re effective and deadly, but the enemy 
action can quickly destroy them. Instead, 
use them as a separate assault group. As 
your tanks and trikes move in to attack, 
loop your sonic tanks around from the side, 
to where they can strike at the enemy’s 
flanks. This keeps your own units out of 
their path, protects the sonic tanks from 
the brunt of enemy resistance, and still 
affords them a good field of fire. 

If enemy units attack them, pull them 
back and move in other units to cover their 
retreat. 


FREMEN 


Fremen are hard to detect because they’re 
stealth units—invisible until they come in 
range of enemy infantry or troopers, or until 
they attack. However, they’re slow 
compared to vehicles, and easily crushed 
under enemy tracks. Still, Fremen can be 
useful, as they combine the abilities of light 
infantry and troopers, and are equally 
effective against light and heavy enemy 
units. Although a single moving enemy tank 
can eliminate them easily, as part of a 
diverse attacking group, they’re incredibly 
difficult to deal with. So, use Fremen as one 
component of your assault groups where 
their ability to attack everything helps you 
against the enemy’s various units. 
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AKeep your tanks near the front of your column 
to avoid hits. 


AGAINST HARKONNEN 


House Harkonnen’s main strength lies in its 
sheer power. Its weakness, however, is its 
lack of speed. To fight this House 
effectively, use hit-and-run tactics which 
rely more on faster units, such as trikes 
and quads. These units can lure Harkonnen 
vehicles into ambushes. While your faster 
units stay out of Harkonnen range, your 
other units can attack, weakening them to 
the point of destruction. 

Also, use missile tanks to hit Harkonnen 
units from afar and to wear away their 
strength before they come close enough to 
retaliate. This is especially important 
against Harkonnen combat tanks, which 
are more durable than your own. Hitting 
them a couple of times before they trundle 
into the range of your units helps your 
forces destroy them. 

Finally, it’s important to remember that 
you should keep your distance from 
Harkonnen devastators. Unless they’re 
assaulting your base, keep pulling back, 
hitting from a distance, while using your 
ornithopters to whittle them down. You don't 
want too many of your units in range if the 
devastator uses its self-destruct mechanism. 


AGAINST ORDOS 


House Ordos is weaker and faster than 
House Atreides. To battle them, you must 
counter their speed and use your power to 
greatest effect. This means not falling for 
their hit-and-run tactics, and attacking in 
numbers whenever you can. Your combat 
tanks are more powerful than theirs, so ina 
straight fight, your tanks do prevail. 

When you spot deviators in the mix of 
Ordos units, attack them first, and don’t let 
up until you destroy them all. Deviators 
pose a major threat, and are a cornerstone 
of Ordos strategy. Keep them in your sights 
and you can eliminate the threat and leave 


the other Ordos units without their support. 
When you can, hit the deviators from 
beyond their range, using siege tanks and 
missile tanks for maximum damage. 

Ordos saboteurs pose another problem 
for your forces. Your only real and 
dependable protection against sabotuers is 
to guard your important base structures 
with the help of light infantry units and 
Fremen. When a saboteur comes into 
threatening range, your units on guard 
mode can deal with him quickly and 
efficiently. 


HOUSE HARKONNEN 


Harkonnen units are stronger than those of 
Ordos or Atreides. But with enough units at 
your back, you can overwhelm either 
House, regardless of their tactics. 


GENERAL TACTICS 


Attack and defend in numbers at all times, 
and although you’re vulnerable to faster, more 
agile units, once your units catch up with the 
weaker enemy, you can destroy them. 

Your special units further point to the 
Harkonnen philosophy that might is right 
and sheer military power always proves 
victorious. Your special units enable you to 
smash through anything in your way. 
Devastator tanks bring this power to bear 
directly against the enemy, while, with 
Death Hand missiles, you can strike from 
the safety of your own base and wreak 
terrible damage from afar. 


DEVASTATORS 


This tank is a one-vehicle wrecking crew 
that, on its own, can eliminate an 
advancing enemy column completely, 
simply because it’s so powerful. Producing 
devastators at your own base gives you 
virtually unstoppable power. 

Devastators are excellent units to place 
at the heart of any assault on an enemy 
position. Their strength and size tend to 
distract enemy fire, freeing your other units 
to pursue their targets. The enemy wants 
nothing more than to destroy your biggest 
and most powerful units, so devastators 
make great decoys during assaults, 
drawing enemy fire while inflicting their 
own damage. Losing an expensive and 
powerful unit is worth it if you can destroy 
half the enemy’s force and a good portion 
of its base in the process. 

Its size and strength also makes the 
devastator excellent for a solitary base 
assault. It may be slow, but the devastator 
can soak up a lot of damage. When it’s 
near destruction, its self-destruct 
mechanism can wipe out nearby enemy 
units, even damaging turrets and other 
structures inside the blast radius. 


DEATH HAND MISSILES 


Death Hand missiles make a nice addition 
to your force, and thanks to their multiple 
warheads they can rain destruction on an 
advancing enemy column, or take out a 
portion of an enemy base’s defences, 
weakening structures and units. 

Drop Death Hand missiles on 
advancing enemy units first, to weaken the 
assault and to make it easier for your base 
defences to destroy their column. 
Otherwise, use them to soften up enemy 
bases before a major assault, weakening 
turrets or severely damaging important 
structures. 


AHaving a large group of vehicles enables 
the Harkonnen to hit hard as soon as a target 
is located. 


AGAINST ATREIDES 


When battling the House Atreides, go for 
power. Your devastator tanks will be very 
effective against this House, because it has 
no particular defence against them. When 
attacking an Atreides base, a force of 
devastators can mow down enemy infantry 
and blast through walls and turrets. Their 
self-destruct mechanisms only add to the 
mayhem. 

Your base will need additional defences 
against this House, though. Atreides 
ornithopters can strike quickly and easily 
from the air. Defend yourself with rocket 
turrets and missile tanks, and protect 
vulnerable structures, such as wind traps 
and your construction yard, with a couple 
of rocket turrets in their midst. Alternatively, 
build missile tanks and position them in 
vulnerable areas where they can strike at 
incoming ornithopters and keep your 
buildings safe. 

Sonic tanks can hit multiple units—and 
hit them hard—so target them quickly. 
Attack in force, hitting them from all sides 
so the sonic tank’s attack hits only one or 
two of your units at a time. 

After House Atreides develops Fremen, 
counter with light infantry at your base 
entrances and critical structures. The 
Fremen are powerful, but your infantry can 
spot them. Keep a few tracked vehicles, 
such as combat tanks, in the area to crush 
Fremen when they appear and put a quick 
end to their assault. 
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AGAINST ORDOS 


Because Ordos units are so much faster 
and more devious than yours, House Ordos 
is a real problem for the Harkonnen. You 
must counter with superior power and 
relentless attacks. Devastators are less 
effective against Ordos, because their 
deviator tanks provide such a good 
defence. Because of this, and the general 
lack of powerful ranged units in the Ordos 
arsenal, hitting from a distance is the ideal 
tactic for destroying this most hateful of 
Houses. 

Because Ordos military forces in 
general are much faster than yours, you 
should rely more on your faster units to 
take them down—trikes and quads 
especially. Although they’re not as powerful 
as many Ordos units, a pair of quick quads 
can evade an Ordos combat tank and take 
it down. The more speed you can acquire, 
the better your chances of success. Your 
attacking forces should still contain combat 
tanks and other powerful vehicles, but 
including trikes and quads can prevent 
Ordos military units from giving chase in 
the case of retreat. 

The biggest danger from House Ordos 
is its deviator tanks. Ignore other Ordos 
units and turrets—just destroy those 
deviators, all the time taking care to keep 
your devastators out of their range. The 
Ordos love to steal your devastators and 
use them against you. Hit the deviators 
from range with your missile tanks when 
you can. 

To protect against Ordos saboteurs, 
station groups of light infantry set on guard 
mode around your base entrances and the 
areas around your critical structures. Don’t 
worry about keeping a tank nearby to 
crush the saboteurs in case of attack. A 
couple of light infantry attacks destroy 
them quickly, and, anyway, you won’t have 
time to get the tanks in place—and speed 
is so vital. 


HOUSE ORDOS 


Everyone is stronger than you. Your only 
real advantage over the other two Houses 
is your enormous economic power. You 
have the money to wage war against 
anybody, but not the manpower. To counter 
this, you must rely on devious tactics and 
surreptitious methods. 


GENERAL TACTICS 


You lack the power to go head-to-head 
with your enemies. In the later scenarios, 
your mercenaries offset this somewhat. You 
must use foul means to destroy anything 
you can if you’re to have a chance of 
standing up to enemy attacks. Do anything 
you can to weaken Atreides and 


CONTINUED > 
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AKeep siege tanks safe near or behind your 
walls. They can attack a number of infantry at 
once when needed. 


Harkonnen. Your struggle, at least initially, 
isn’t for world domination, but simply to 
survive. When you finally get to where you 
can beat down any enemy attack easily, 
you’re well on your way to victory. 

Speed is your ally. Try to draw your 
more powerful enemy units into traps that 
accentuate this. You rarely have superiority 
in numbers, but you can create situations 
where you have the most units in a given 
area. Create these ambushes, using raiders 
to lure the enemy into traps whenever 
possible. Your inability to create missile 
tanks is a real drawback—but as least you 
can buy missile tanks through the starport. 
Buy plenty, too, simply because they’re so 
useful in attacking and defending. 


RAIDERS 


Except for infantry and troopers, raiders are 
your least expensive unit. They’re also quite 
capable; massed together they can take 
down scores of enemy light infantry and 
trikes. Although outgunned by Atreides and 
especially Harkonnen combat tanks, 
raiders are vital to your strategy. They’re 
Dune 2000’s fastest ground units, excellent 
for luring enemy tanks into ambushes and 
for sneaky but effective hit-and-run tactics. 

Don't build your strategy completely 
around raiders, but a large force of them is 
easy to create and relatively inexpensive. It 
can move into an enemy base, annihilate a 
structure or two, and pull back before the 
enemy has much time to think, let alone 
compose a counterattack. 


DEVIATORS 


Without question, deviator tanks are your 
most useful special unit. Deviators enable 
you to turn an attacking enemy force 
against itself, freeing your other units to 
swiftly destroy the enemy from without. 
Deviators are excellent units for the 
second tier of your defensive or attacking 
forces. The shot itself does a small amount 
of damage, but its main effect is to 
temporarily turn the target unit into one of 
yours. While you control this enemy 
vehicle, you can then command it to attack 
other enemy units. This is especially useful 
when the enemy attacks with infantry—a 


formerly friendly tank can crush these units 
mercilessly. 

Use your deviator carefully. Don’t rush 
it forward to attack the first enemy that 
comes along. It’s more worthwhile, for 
instance, to steal an Atreides sonic tank for 
a few seconds than to steal a trike. Pick 
and choose your deviators’ targets for 
maximum effect and manipulation. 


SABOTEURS 


Saboteurs are stealth units. Like Fremen, 
saboteurs are invisible until they’re within 
range of enemy infantry. It’s possible to slip 
a saboteur into an enemy base without the 
enemy even knowing it. Moving a saboteur 
into an enemy building causes the 
building’s immediate and complete 
destruction, complete with damaging 
shrapnel launched into nearby structures 
and units. 

However, the saboteur is the least 
durable unit in Dune 2000, and once 
spotted by an enemy unit, they’re easy to 
kill. Saboteurs are especially vulnerable to 
light infantry, and, to a lesser extent, enemy 
troopers. 

Use saboteurs to soften up enemy 
bases prior to attack, moving them in to 
demolish enemy factories and weaken 
enemy infrastructure. It’s more difficult to 
do this with saboteurs than with, say, the 
Atreides ornithopters or the Harkonnen 
Death Hand missiles. But because they 
destroy any building completely, saboteurs 
are considerably more effective. You must 
micro-manage your saboteurs for best 
effect, moving them carefully through an 
enemy base, avoiding infantry. 


AGAINST ATREIDES 


Atreides is the weaker of your enemies, 
physically. This makes many things easier 
for you. Then again, it renders your deviator 
tanks less effective, because they have no 
obvious targets. Deviators still have value 
against Atreides, however. Use them on 
missile tanks and combat tanks, and 
especially on their sonic tanks, which can 
damage many units at once. Your combat 
tanks are weaker than those of Atreides, 
but your raiders are more powerful than 
their trikes. This balances out the power, 
and gives you the ability to attack Atreides 
unit for unit in most cases. Build more 
combat tanks to make up for that 
difference. 

Because missile tanks are so difficult 
for you to get, rocket turrets provide your 
best defence against Atreides’ major attack 
units: the ornithopters. Powering them 
requires extra wind traps, but ringing the 
base with rocket turrets, and placing an 
extra one to guard your most important 
structures, gives you an added measure of 
security. The missile tanks you buy through 
your starport will be more useful in 
defending your base from ground attacks 
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and in assaults against threatening enemy 
positions. 
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AThe rocket turrets to the right will help defend 
you against ornithopters, but you need a few 
more to be safe. 


Place light infantry and a tank or two 
near your base entrance and important 
structures to guard against Fremen. When 
the light infantry spot the Fremen, the tanks 
can move in and crush them mercilessly 
under their tracks. Deal with sonic tanks 
quickly and hard, attacking them from all 
sides so they affect the fewest units. 


AGAINST HARKONNEN 


In a straight fight, House Harkonnen’s 
power can overwhelm your speed every 
time. You must use devious tactics at every 
opportunity to ensure success. The only 
way to defeat them is to turn their power 
against them. 

Deviators are your most important 
weapon against House Harkonnen. Your 
deviators can blunt a Harkonnen attack by 
giving you control of their units. The real 
prize is a devastator: with one of these 
powerful units you can inflict tremendous 
damage on the Harkonnen attacking force. 

Otherwise, you can use the same basic 
tactics you use against House Atreides. Lure 
the Harkonnen units into ambushes and 
traps, use hit-and-run tactics to attack their 
vulnerable structures, and then pull back 
quickly. Having goals established for each 
attack is even more important against 
Harkonnen forces than against those of 
Atreides. If you are able to snipe away little by 
little at Harkonnen strength, you can become 
victorious simply by wearing them down. 


You'll need 
more than a 
single unit to 
break through 
this rank of 
Harkonnen 
vehicles. 


EVIL DEAD: 
HAIL TO THE KING 


BASIC WEAPONS 


Ash starts every game with the Axe, Pistol, 
and Chainsaw. The Axe stays the same 
throughout the game, but the Pistol and 
Chainsaw can be upgraded. 


AXE 

If you want to survive long enough to get 
through the first CD, leave the Axe in your 
bag. Although it effectively kills Deadites, you 
are better off learning how to handle your 
Chainsaw from the start. You can attack with 
both hands in Evil Dead, so you might want 
to make the Axe your secondary weapon. 


CHAINSAW 

Chainsaw Upgrades 

e Big Tank Chainsaw: Holds more gas 

e Damascene Steel Blade: Large circular 
blade does more damage, makes neater 
cuts, better for carne asada 


When Ash's hand went bad in the movie 
Evil Dead 2, he did what any self- 
respecting zombie killer would do; he 
sawed it off. Not wanting to litter the 
landscape with his dripping stump, Ash 
went into his workshop and attached a 
Chainsaw to what was left of his arm. It 
stopped the bleeding, and it made hedge 
trimming a whole lot easier. 

Unfortunately, solar-powered 
Chainsaws don't work in the land of the 
dead, so Ash needs gas for his rig 
(although a non-powered Chainsaw is still 
very effective as a swinging weapon). The 
Big Tank upgrade eases the gas crunch 
somewhat, but it is always an issue, so you 
should constantly look for opportunities to 
make and stockpile fuel. 

Aside from excelling as a close-range 
weapon —albeit a messy one—the 
Chainsaw is required for banging pillars. 


KNOWBY'S PISTOL 


The Pistol is probably the most underrated 
weapon in Evil Dead. Although not as 
much fun as the Boomstick, the .45-caliber 
Pistol is excellent for keeping the undead 
at a distance. It has the highest firing rate 
of all the weapons, and each shot stops an 
advancing Deadite in its tracks. The Pistol 


is especially effective against enemies that 
do their greatest damage up close, like the 
Deadite Annie Knowby on the first CD. 
Also, it is better to expend eight-round 
clips of Pistol bullets before burning 
valuable gas for your Chainsaw or two- 
round loads for your Boomstick. 


SPECIAL WEAPONS 


In addition to the basic weapons, two other 
tools of destruction turn up while you 
explore the maps on the first CD. 


SHOTGUN 


Ash loves his Boomstick. Nothing splatters 
the undead quite like a Shotgun blast, 
especially at close range. Of course, the 
tradeoff is that you must reload after only 
two shots. The Shotgun is much more 
effective after upgrading to the Rock Salt 
Shotgun, which you can fire 4 times before 
reloading. The Shotgun sits just inside the 
door at the Hellbilly House, on the first CD. 


RIFLE 


The Rifle is a nice compromise between 
the raw power of the Shotgun and the 
light-impact, rapid-firing Pistol. It is best 
from medium to long range. The Rifle 
appears at the Wolverine Scouts 
campground, just after you survive the 
scouts' attempt to pin your head to the 
archery target. Kill the scouts and pick up 
the rifle from the table where the little 
buggers were loading up. 


ROSTER OF THE UNDEAD 


INTRODUCTION 


Nasty creatures permeate Evil Dead: 
Hail to the King, some of them bleeding, 
oozing, morphing, or vomiting, 
depending on their moods. For easy 
reference, they are arranged here in two 
sections: Run of the Mill Zombies and 
Bad-Ass Bosses. The first group 
contains creatures that occur in volume. 
In some cases, like the Deadites, you 
encounter them throughout the game. 
Others, like the Hellbillies, inhabit a certain 
scene or area. In each case, we tell you 
where they hang and how they fight. 
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The second group consists of 
individual monsters. These guys are the 
toughest opponents in Evil Dead, and in 
most cases, you must employ a 
particular technique to destroy them. 


RUN OF THE MILL ZOMBIES 
DEADITES 

The Deadites, the grunts of Evil Dead, are 
scattered throughout the game and usually 
arrive in droves. A Deadite is a floating 
apparition that is mostly torso, arms, and 
head. Its feet are definitely not planted 
firmly on the ground. Sad but disgustingly 
true, a Deadite's favorite method of attack 
is projectile vomiting. If the green chunks 
hit Ash, his Health Meter drops, so dispose 
of these guys quickly, especially when they 
attack in pairs. 


SKELETONS 

Skeletons pose little threat because they 
do not have a long-range attack like 
Deadites do. A Skeleton may be armed 
with a sword and shield, but it is always 
easy to kill. Rev up your Chainsaw to 
create a nice stream of bone chips. 


SKULL BATS 

Flying creatures pose special problems, 
because you can't always hit them with 
your Chainsaw. The Skull Bats, though not 
particularly powerful, can be bothersome 
when they swarm. Use your Pistol or Rifle 
to shoot them out of the sky. 


FAMILIARS 

Familiars are arguably the cutest zombies 
in Evil Dead; it's a shame you have to kill 
these little fellas. The best way to describe 
a Familiar is equal parts dog, rooster, and 
kangaroo. The Chainsaw is your weapon of 
choice, but be careful when Familiars start 
hopping around. Don't let two or more of 
them surround Ash, or he might get 
overwhelmed. 


HELLBILLIES 

These yokels are so funny looking, you 
might forget to kill them. The “inbred and 
undead,” as Ash calls them, run around in 
their bare feet, wearing dungarees and 
straw hats. Any weapon does the trick 
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against these boys, although it’s fun to 
hook them on your Chainsaw and then 
blast them with your Boomstick. 


GUILD ELDERS 

These ethereal, robed guards float around 
the room and shoot powerful energy bolts 
at Ash. They hang out in Temple Hall, where 
they protect special keys and orbs. Use a 
combination of Rifle and Chainsaw attacks 
for best results. 


BAD ASS BOSSES 

BAD ASH 

Bad Ash makes a cameo appearance in 
the opening video and then faces off with 
Ash in the closing battle of the game. He 
throws deadly fireballs, although his 
attacks are not as lethal as the Cthulhoid 
Beast that he morphs into. Attack with the 
Chainsaw and stay close to bad Ash, or he 
will pick Ash apart from a distance. 


HAIL TO THE KING 


EVIL DEAD 


SPIDER GRAM 

Gram is not nearly as lovable when she 
mutates into a giant spider. This dangerous 
senior citizen waits upstairs in Hellbilly 
House. Use your Chainsaw to whack at her 
legs when her body glows green, because 
at all other times she is impervious to your 
attacks. 


WOLVERINE SCOUTS 

What could be worse than a Boy Scout 
gone bad? These little guys are a real pain, 
so it's a good thing they are limited to the 
campground. They are hyperactive, so keep 
firing (or swinging your Chainsaw), and be 
prepared to change direction at the drop of 
a merit badge. Don't miss Ash's hilarious 
dialogue when he encounters the boys at 
the Archery Range. 


WOLVERINE TROOP LEADER 

When you meet the Troop Leader, Mr. 
Nugent, it's easy to see why the scouts are 
so demented. This guy roams around a 
mine shaft, where you must start a cave-in 
to kill him. Be sure to check out the Skull 
Bats adorned with scout neckerchiefs (tied 
in perfect knots, of course). 


TREE BOSS 

This is the toughest creature to find in Evil 
Dead, due to the surrounding darkened 
forest near the graveyard gate. Only the Axe 
and the Chainsaw can hurt the bad tree. 


ANNIE KNOWBY 

After defeating the Ash Skeleton in the 
church, you make your way down to the 
Fruit Cellar, where you have the pleasure of 
meeting Professor Knowby's long-lost, and 


now undead, daughter Annie. This babe 
has been sliced, diced, and sewn back 
together just for you. “The She-Bitch," as 
Ash fondly calls her, connects with deadly 
swipes at close range, so you are better off 
standing back and blasting away with your 
Boomstick, Rifle, or Pistol. 


ASH SKELETON 

It's hard to keep track of Ash's undead 
alter-egos. This one is slimmed-down, dead 
Ash - as in, no flesh, just bones. Armed 
with a Chainsaw, the Ash Skeleton protects 
the inside of Father Allard's church. It is 
considerably tougher than a run-of-the-mill 
Skeleton, so don't take this battle lightly. 


TEMPLE BOSS 
After meeting with 
Alzeez, Ash 
enters the 
Temple, where \, % 
he encounters \ 
the Temple 
Boss, a.k.a. 
Mr. Fancy 
Pants. He doesn't 
take kindly to Ash's 
suggestion that he's 
wearing a skirt, so you must 
dodge fireballs and blast away with 
your Boomstick or Rifle. 


> 


ARMORY BOSS 
After Ash repairs the broken track in the 
battlement, he falls into the Armory 
courtyard, where he goes a few rounds 
with the Armory Boss, a giant white knight 
that swings a mean hammer. You cannot 
defeat the Armory Boss with any of your 
weapons, but you can outsmart him by 
alternately heating and cooling his armor 
using the cauldrons above. 


MUD GOLEM 

The Mud Golem appears behind Ash as he 
prepares to open the massive Guild Lair 
doors. Although the monster looks 
impressive, he is about as dangerous as a 
mud pie. You can hack him to pieces or 
shoot him - the choice is yours. 


OCTOPUS BEAST 

This tentacled monstrosity is Alzeez's 
worst nightmare. You don't get the 
opportunity to fight it, but you can watch it 
eat Alzeez. 


BAD ASH CTHULHOID BEAST 

You encounter Bad Ash again in part one 
of a two-part ending battle. Don't let his 
brooding good looks fool you; he is bent 
on turning Ash into his undead brother. You 
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Biscuits ‘n' mustard. Just the way the inbred 
love 'em. This power-up is in the kitchen, on 
the right-side cabinets just past the counter. 


must get as close to Bad Ash as possible, 
swinging your Damascene Bladed 
Chainsaw. If you stay away, Bad Ash will 
burn you with his fireball attacks. 

Just when you start slowing down Bad 
Ash, he changes (serious understatement). 
When the morphing is completed you face 
off against a giant beast. Like Bad Ash, this 
thing launches fireballs, but they are even 
deadlier. You cannot use weapons against 
the monster, but you can use your 
Chainsaw to pound the pillars that 
surround it, making it temporarily 
vulnerable to attack. 


It is important to collect all of the health 
power-ups in the cabin, because the Deadites 
attack as soon as you step outside. Once you 
get the hang of hacking up the undead, you'll 
be able to replenish your inventory with items 
the Deadites leave behind. 


INTRODUCTION 


You didn't really think Ash would live out 
his days happily sorting bath mats in the 
housewares section of S-Mart, did you? 
Besides, a guy can only stay away from his 
Boomstick for so long before he yearns to 
kick some undead butt. A quick trip to the 
arts and crafts department finds Ash's 
girlfriend Jenny, who, fortunately, has no 
regard for her safety or future and agrees 
to drive Ash back to the cabin where this 
whole undead thing began several years ago. 


Although you find the Red and Brown 
Mushrooms early on, you cannot convert 
them to gasoline and health power-ups until 
later. You can convert Red Mushrooms to 
gasoline when you find the Modern 
Moonshiner Magazine in the Hellbilly 
House, and the Brown Mushrooms to health 


power-ups when you find the Wolverine 
Guidebook in the cave. 

Deadites drop items based on your 
inventory. If you have several Large Health 
Kits, tor example, the chance of an enemy 
dropping one is decreased. 


It seemed like a good idea to confront 
his demons, but when Ash arrived at the 
cabin, the nightmares returned with gusto. 
Even his old hand showed up. Talk about 
reconnecting with your past. 

The hallucinations reach a bloody 
crescendo when Ash gazes into the fire. 
Yep, that's Jenny waiting patiently and 
looking very demure on the sofa. Take a 
picture, because the next time you see her 
she won't be quite as photogenic. 

After Jenny disappears, Ash's destiny 
is decided, and because you bought the 
game, so is yours. You need to find the 
missing pages of the Necronomicon and 
learn how to take the "un" out of undead. 
The first order of business is to check out 
the cabin. 


Use your finishing moves and the bad guys 
will leave you better power-ups once you get 


rid of them. 


INSIDE THE CABIN 


Ash almost lost his mind after looking 
into the fireplace, but other than a few 
scary incidents, the cabin is a safe 
haven. Your goal here is to grab 
everything that isn't tied down, because 
as soon as you set foot outside, it's 
dinnertime for the undead, and you're 
the main course. 


After watching Ash turn his arm into a 
Chainsaw, it's time to scope out the interior 
of the cabin. Pick up the Save Tape on top 
of the tape recorder. Whew, that was tough; 
| wonder if there's anything to eat in the 
fridge? Holy nitrites, there's a semi-fresh 
baloney sandwich. | guess killing the 
undead has its perks after all. 

Make your way to the bathroom, open 
the medicine cabinet, and grab the bottle 
of vitamins. While you're there, you might 
as well use the facilities. As primitive as 
they are, this is the Ritz compared to the 
outhouse at the Hellbilly House. Wash your 
hands, then return to the living room, 
where you find the first Necronomicon 
page on the piano. Four more to go. 


OUTSIDE THE CABIN 


Finally, you get to kill some zombies. The 
first Deadites arrive as soon as you step 
off the porch, and they don't stop 
coming until you turn off your console. 
Watch your Health Meter carefully. When 
the green bar shrinks to almost nothing, 
it's time to grab a health power-up. If the 
meter turns red, you're as good as dead. 


When you step out of the cabin, pick 
up the shovel. Linda, one of Ash's dead 
girlfriends, pops up, so get ready to swing 
that Chainsaw. 

The departed Deadite also leaves 
behind a power-up. There are too many 
nasty creatures to count in Evil Dead and 
the items they drop vary depending on 
your inventory, SO we won't remind you to 
take every power-up. Just make sure you 
check the ground when a Deadite 
evaporates. After grabbing the power-ups, 
go around the left side of the cabin (if 
you're facing it) to find a Large Gas Can. 
Be careful — a Deadite guards it. Continue 
along the side of the cabin to find a Small 
Gas Can. Next, circle around behind the 
cabin and pick up the Crowbar on the 
ground — you'll need it later. Finally, enter 
the workshed. Watch your back! 


PSX GAMER’S GUIDE VOL.1 


Getting through the labyrinth is as tricky as 
your bad hand. Follow the walkthrough 


carefully and you should make it through. 


INTO THE WOODS 


You've always known the woods can be 
mighty spooky after dark. Up until now, 
finding your way in and out of the cabin 
hasn't been a problem. However, once 
you venture into the woods, it is easy to 
lose your way. Look for landmarks on 
the paths, and use your map often to 
check your orientation. 


Surprise, surprise — a pair of Deadites 
block your path as you leave the workshed. 
Rip their guts out (or whatever that green 
stuff is). Make your way to the path behind 
the cabin to a white X in the ground. Kill 
the Deadite and add the Shovel to your 
inventory. 

It's dark in the woods, so it is easy to 
miss the Brown Mushroom on the ground. 
Pocket the shrooms and follow the path 
(next to the X) to the crooked fence. Kill the 
Deadite that's chasing you, and collect his 
vitamins — you'll need them. 

Continue down the path and pick up 
the Crank. Keep walking until you reach the 
junkyard. As you approach the house, a 
delightful Hellbilly ambles over to give you 
a real country howdy-do. 

Return to the path, where a Deadite 
hovers over a Large Gas Can. Kill the beast 
and grab the gas and a Red Mushroom. 
The Deadites keep popping out of the 
ground, so you'll need to decide when to 
fight and when to run. The path eventually 
leads to a dirt T-fork; take a left. This area 
of the labyrinth is swarming with Skeletons. 
Unlike the Deadites, they chase you with a 
vengeance, so it's slice-and-dice time, 
baby! When the undead dust settles, keep 
walking to the next T-fork and take another 
left. Dispatch the Skeletons, grab the Draw 
Cord from the old lawnmower, and then 
high-tail it back to the junkyard. It's time to 
pay a visit to the Hellbilly House. 

After carving up some Hellbilly stew, 
snoop around the junkyard, where you'll 
find a couple of Gas Cans, a bottle of 
Moonshine, and a Red Mushroom. 
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FEAR EFFECT 


. FEAR EFFECT 


You need to use your powers of deduction and a lot of weapons to get through this game in one, sane piece. 


Don’t let your fear effect your survival. 


NO FEAR: 


TIPS ON SURVIVING 


If you’ve played Fear Effect at all before, you 
already know that it’s unlike any other game. 
It takes a whole different approach to 
adventuring, forcing you to match wits against 
logical but fiercely challenging puzzles. 

The entire game revolves around a 
strong narrative thread. The narrative, 
however, isn’t just a part of the game; it is 
the game. We bring forth strategies and 
techniques that you can employ in order to 
keep your characters alive and well. Follow 
the advice as best you can—good luck! 


MOVING AROUND 


Even when you’re not in the throes of 
wild combat, you always have to be on 
your guard. 


Be Armed—Usually 
Most of the time, 
it’s a good idea to 
have a weapon 
handy. Your 
mercenaries travel 
in hostile territory 
and could find 
themselves under fire at any time. 

However, sometimes the visibility of a 
drawn weapon becomes dangerous. Stealth 
is almost as important to your Success as 
might. Discretion is sometimes called for. 


around you. 


Know When to Run 
Sometimes you'll 
want to run even 
when you’re not in 
danger. Fear 
Effect’s locations 
call for quite a bit of 
backtracking, and 
sometimes walking 
through scene after 
scene can become tedious. 

It rarely stays that way, though. It’s 
never wise to run headlong through scenes 
unless you’re in terrible danger. You might 
end up running off a precipice or dashing 
headlong into a pack of enemies; then 
you’ll wish you’d been a bit more patient. 


ARunning blindly 
usually leads to ruin. 


Have Room to Move 

Remember as you walk along that you’re 
always in danger. Does it seem like we say 
that too often? That’s because the point can't 
be emphasized enough. Pay attention to the 
surroundings. Keep in mind that you might 
want to dodge a sudden attack. Give yourself 


Saving the game frequently is vital to your 


success. When one of your characters dies, the 
game is over. If you don’t have a game saved 
you have to start over from the beginning. 


a little extra room whenever possible by 
staying clear of walls. Watch out when you’re 
passing through doorways or narrow areas. 


SOLVING PUZZLES 

Take Everything 

As we mentioned before, every major locale 
is full of doorways and minor puzzles that 
you can’t move past without the proper key 
or object. Take everything you come across, 
whether it’s an important-looking key or 
access card or something that seems less 
crucial, like a branch or a stone. 

You never know what useful items you 
may need in order to solve a puzzle, and if 
you pass anything up, you’ll probably need 
to retrace your steps later on. 


Pay Attention to Hints 

Every puzzle has a basis in the game’s 
reality. That is to say, all of them are 
logically solved. If you see something 
curious, like a television screen with a 
dancing girl on it or a note with an odd 
serial number, pay close attention! You 
might be looking at the key to a puzzle. 


Have Pen Will Write 
Some of the clues might be a little hard to 
remember. For example, a puzzle early in 
the game asks you to remember four kanji 
symbols in order. If you don’t read kanji, 
that might not be a simple request. 

Believe it or not, it’s a wonderful idea to 
have a pen and a pad of paper handy. Jot 
down facts that you think you may find useful. 


COMBAT 


Knowing your weaponry is a good start to 
combat survival. Another major factor is 
practice; the more you play, the better 
you'll get. While nothing can replace 
experience, these few bits of wisdom can 
save your mercenaries’ lives. 


Know the Danger Signs 
You should always be ready for danger in 
the seedy realms of Fear Effect. Even when 
you’re not under fire, you can increase your 
odds of surviving by knowing when to shift 
into high gear. 

Before combat begins, clues usually 
warn you of impending danger. Recognizing 
them can help you prepare. 
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Some enemies, 
like Demon Monks 
and Hellhounds, 
make noises to 
alert you of their 
presence. Any time 
you hear these 
sounds, get ready 
to fight. 

The Fear Meter 
often appears when 
enemies are near. Sometimes it shows up a 
scene or two before you encounter your 
adversaries. If there aren’t any bad guys in 
view and you suddenly see the Fear Meter, 
you’re going to see some action soon. 

Don't let cutscenes lull you into a 
hypnotic trance. They’re temporary. 
Sometimes cutscenes end more suddenly 
than you expect them to and leave you ina 
hot situation. Always be on your guard. 


AThe appearance of the 
Fear Meter usually 
precedes combat. 


Whenever someone hands your character an item 
in a cutscene, check your inventory immediately 
afterward to familiarize yourself with it. 


Use all of the Buttons 

Remember that during combat your 
character can do more than pivot and fire. 
It’s very easy to get used to mowing down 
weaker enemies with powerful weapons 
with little danger to yourself. 

There are controls for ducking and 
evading attacks. Use them! Before you fire 
on an enemy, crouch. It makes you much 
harder to hit. If your current clip runs out, 
roll out of the way to ward off enemy fire. 
Standing still does nothing but make you 
an easy target; if you make it a habit to 
duck and dodge during every battle, you'll 
be better prepared for the tougher ones. 


Separate and Destroy 

The farther you get in the game, the less 
likely it is that you’ll face one single enemy 
at a time. The bad guys are ruthless, and 
they do like to attack in groups. 

While it may seem fitting to fire at as 
many of them as possible, the best way to 
handle multiple attackers is to concentrate 
on them one at a time. Sure, the ones 
you’re not focusing on will remain at full 
strength, but even the weakest bad guy can 
still hurt you. Each one you take out is one 
fewer attacker you have to worry about. 


FEAR EFFECT 2- 


RETRO HELIX 


BASIC HINTS 


Those of you who’ve played Fear Effect 
should feel right at home with Fear Effect 2: 
Retro Helix. This section is filled with all 
kinds of helpful tips that might save you in 
a critical moment. 


EXPLORATION AND INTERACTION 


The game takes you through several 
locations, each with its own unique setting, 
puzzles, and characters. In each area, you 
have an overall goal that must be 
successfully completed to finish your 
mission and move on to the next. However, 
accomplishing your goal requires you to 
complete many smaller goals along the 
way. Some of these may be obvious while 
others require a bit of sleuthing. 

Pay close attention to any cinemas. These 
typically contain conversations designed to 
give you clues as to your next goal. 

While exploring, you venture from screen 
to screen by passing through doors or 
walking off the edge of one screen and onto 
the next. For a single room there may be as 
many as four or five viewpoints, depending 
on where you’re standing. These areas are 
linked. This makes navigation much easier in 
complex areas such as the Aqueducts. 

Interacting with doors is simple. Walk 
up to a door and look for the “Use” 
message to appear at the top of the 
screen. When it does, try to open the door. 
If you can’t, your character tells you so. 
Sometimes you must use an item, most 
commonly a keycard of some sort, to 
unlock the door. Select the necessary item 
from your inventory and your character will 
use the item on the door. If you’ve chosen 
the correct item, your character passes into 
the next room or the door is unlocked. 

You'll also find objects such as ladders 
and elevators throughout the game. Stand 
near the object and look for either the 
“Use” or “Climb” message to appear. Your 
character can interact with many other 
objects, such as monitors, weapons, and a 
variety of collectible items. Stand near or 
over the object you wish to interact with. If 
you can interact with it, the “Use” message 
will appear. 


PUZZLE SOLVING 


Every puzzle has a solution. Here are 
some basics to keep in mind when 
confronted with a puzzle. 

Puzzles in Fear Effect 2: Retro Helix 
can be pretty complex and may involve 
several steps. Although most puzzles are 
self-contained, some require you to gather 
items. If you’ve tried everything in your 
inventory to activate a computer monitor 
or open a door and nothing works, you 
probably don't have the right item or 
haven't triggered an event elsewhere. Go 
back through areas you’ve already cleared 
to be certain that you’ve eliminated all 
enemies and located all special items. 

If you see the “Take” command pop up 
on the screen when standing near an item, 
that item will come in handy eventually. 
There’s no limit to the number of items you 
can carry, so pick up absolutely everything. 
When attempting to use items, listen to 
what your character is saying for clues on 
what may or may not work. 

You may have to revisit rooms two or 
three times before successfully completing 
a puzzle, but all of the elements necessary 
for successful completion are within that 
section of the game. Don’t give up. Any 
items you need to carry from one section 
of the game to the next are handed directly 
to your character. Other items are found in 
the general area where the puzzle appears. 
So, it’s impossible to get hopelessly stuck 
in one section of the game. 

If you really want to solve these 
puzzles without the aid of the walkthrough, 
keep a notepad handy to jot down codes 
and clues given to you. Some of the codes 
are given only once. If you don’t write 
them down or remember them somehow, 
you won't be able to access certain areas. 

Every puzzle you encounter is unique, 
so sometimes there isn’t one simple 
solution we can give you. Look for clues 
on or around the puzzle. The answer is 
almost always somewhere nearby. 
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CHEATS 


ART GALLERY 

Press €,%,%,4,%,@ at the main menu of 
Disk 1. A sound will confirm correct code 
entry. Select “Option,” then “Extra” to 
access the “Art Gallery” selection. For Disc 
2, press 4, t, RD,RD, RJ, m at the main 
menu. For Disc 3, press (2), 2), (£3), R3, 

1,m at the main menu. For Disc 4, press 
©, ©, m (2),m at the main menu. 


CHEAT MODE 


Successfully complete the game at least 
one time. Then start a new game. Wait until 
the starting sequence ends. After Rain 
leaves, Hana can be controlled for the first 
time. Walk up to the small control pad on 
the left wall. When the “Use” option 
appears, press 4. Enter one of the codes 
below to activate the cheat functions. 


= 


All Weapons: 11692 
Unlimited Ammunition: 61166 
Big Head Mode: 10397 


Hana: Infinite Assault Rifle Ammo 8008BCOC03E7 
Rain: Infinite Shotgun Ammo 


8008BFOE03E7 
Deke: Infinite GL 150 Ammo 8008BE1203E7 
Glas: Infinite Assault Rifle Ammo 8008BD0C03E7 
Infinite Fear D00495EC0068 
800495EE2400 


-¢ 193443 YVJd 
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FIFA 2000 


The latest FIFA game to hit the streets has as many new moves and options as you'd expect, so we’ve put together a 
little summary that will have you showing off your Brazilian ball skills in minutes rather than months. 


BUTTON PRESS: 
D-Pad 


IN ATTACK: 
Movement 
Sprint 

Shoot 

Pass 

Lob 

Through Pass 


Hurdle/Shimmy 
Shield 

360 Spin/Flickover 

Toggle IGMs or Set Pieces 


There’s a multitude of new moves to get 
to grips with in FIFA 2000. Remember 

that each button does something different 
depending on whether you have the ball or 
are trying to get the ball, and also at what 
height the ball is. 


THE D-PAD 


The D-pad controls which direction your 
player runs. When you have the ball, use 
the D-pad to select in which direction 
you want to pass. The colored circle at 
the player’s feet indicates when a pass is 
safe to make and when it runs the risk of 
being intercepted. 


THE « BUTTON 


In both attack and defense, use this button 
to make your players sprint for that all- 
important extra yard. Tap 4 repeatedly to 
keep sprinting, but keep an eye on your 
player's fatigue level—as the player tires, 
the circle underneath him empties out. The 
more fatigued a player gets, the more 
susceptible to injury he becomes. 


THE e BUTTON 

In Attack 

When you are attacking, pressing @ 
causes your player to shoot at goal. If you 
can take control of the player early enough 
and then press @ before he gets the ball, 


IN DEFENSE: 


Movement 

Sprint 

Tackle 

Switch Player 
Aggressive Tackle 
Goalie Charge/Pick-Up 
or Drop Ball 

Attacking Press 

Hard Tackle 

Offside Trap 

Toggle IGMs or Set Pieces 


your player will shoot first time. If the ball 
arrives in the air, but below shoulder 
height, a double tap on @ sees him 
unleash a spectacular volley. If the ball is 
above shoulder height, hold down @ and 
the player heads the ball. 

Using @ in conjunction with the D-pad 
gives you direction over your shots. Use 
the D-pad to point to the part of the goal 
you want the ball to go to. Push toward the 
posts to shoot into the corners. Pushing 
toward the net increases the power of your 
shot and directs it toward the top section 
of the goal. To hit your shot hard and low, 
pull back on the D-pad just before you 
take the shot. 


In Defense 

This causes your defender to make a 
conservative tackle. These are the kind of 
tackles you should be making the majority 
of the time, as harder tackles tend to 
attract red and yellow cards, or free kicks 
uncomfortably near your penalty box. 
Usually, @ is used to make aerial passes 
and lobs, but it can also be used for 
desperate goal-line clearances. Use @ to 
make your goalkeeper take a drop kick. 


THE x BUTTON 
In Attack 

This causes your player to pass the ball to 
the teammate with the target control 


highlight around him. This teammate will 
pass first time if you take control of him 
early enough and tap X before he gets the 
ball. If the ball comes to him off the ground 
and below shoulder height, and you 
double-tap X, he will make a first-time 
pass by volleying the ball down to feet. If 
the ball comes to him above head height, 
you can volley the ball, or, if you press and 
hold X, the player will head the ball down 
to a teammate's feet. 

It is also possible to side-foot the ball 
into the net using X. To do this, you must 
be in the penalty area and in a better 
shooting position than all your other 
players. If there are no pass targets 
available to your player, he will attempt to 
slide the ball into the net. 


in Defense 

In defense, this is the most important 
button you can use, as it is the one that 
switches between defenders. The active 
defender should be the player nearest the 
ball. To get that player under your control 
press X once. Press it again and the 
control highlight will move to the next 
nearest player. Accurate timing in switching 
between players can help you win the ball 
without needing to make a full tackle. If 
your defender gets close to another player, 
the two of them will start to jostle. Your 
defender won't take the ball unless you 
direct him to do so; to shoulder barge 
press @ or press @ to put a leg in. 
Pressing X also makes your goalkeeper 
take a drop kick when he has the ball. 


THE = BUTTON 

In Attack 

Pressing this button causes your player 

to lob the ball through the air to the 
teammate with the target control highlight 
around him. This teammate will hit the ball 
first time if you take control of him early 
enough and tap @ before he gets the ball. 
If the ball comes to him off the ground— 
and you double-tap ™ —he will make a first 
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A The two players coming in on the right 
are about to press the man with the ball. 


time lobbed pass onto a teammate’s chest. 
If the ball comes to him above head height 
and you hold down ®, he will head the ball 
down onto his teammate’s chest. If you 
want to execute bicycle kicks and flying 
headers, this is the button that will get the 
required height onto your pass for these 
show-off moves. Pressing @ is also 
effective for playing direct football. 
Successful teams vary their passing and 
even the most possession minded of 
teams will reap the benefit of the odd long 
pass or two. A timely lob when the defense 
is least expecting it can catch the opposing 
players on the back foot. 


In Defense 

This causes your defender to make an 
aggressive tackle. When two players are 
jostling, this button causes your player to 
make a perfectly legal shoulder barge. If 
you’re playing an aggressive, pressing 
game, you will be using a number of 
aggressive tackles, but be careful that you 
get your timing right or your defender could 
be in for an early bath. Use ™ to make your 
goalkeeper throw the ball out. 


THE œ BUTTON 

In Attack 

This button plays a through pass. A 
through pass will often be the last pass 
before your shot at goal. You have found 


A Germany attempts to play the offside trap. 


the gap you were looking for and you can 
see a man running into it. Fullbacks can 
also play effective through passes down 
the line. If you tap before your player 
receives the ball, he will play a first time 
through pass. 


In Defense 

Holding makes your goalkeeper come 
out for the ball. Hopefully, he will race off 
his goal line and make a decisive challenge 
to take the ball. Or he may just get himself 
hopelessly lost and leave his goal wide 
open. Press (1) to have the goalkeeper 
pick up or drop the ball. 


THE ca BUTTON 

In Attack 

Use Œ to avoid tackles. If you tap &2), 
your player will hurdle a tackle. If you press 
and hold (2), your player will shimmy 
sideways. This combines well with quick 
bursts of pace. 


In Defense 

Press (2) to initiate the attacking press. A 
triangle icon appears on your screen and 
two of your players come in to tackle the 
player in possession. Deactivate the 
attacking press by hitting Œ3 again. 


THE BUTTON 

In Attack 

Pressing shields the ball from your 
marker. If you hold this button down while 
passing, you can fend off aggressive 
defenders waiting to hammer you as soon 
as the ball arrives. When you start shielding 
the ball, your teammates will run upfield to 
support you. Shielding also comes in 
handy when you’re trying to shepherd the 
ball out into touch, or keeping the ball 
away from the other side in the corner to 
run the clock down. 


In Defense 

This will see your player getting some 
blood on his boots with a nasty lunging 
tackle. If he doesn’t time it exactly right, he 
may well see yellow. Do it again and he’ll 
be sent off. You have been warned. 


THE œ= BUTTON 

In Attack 

Use R3 for fancy tricks. If you tap (2), your 
player will spin around on the ball. If you 
press R3, your player will flick the ball over 
his head with his heel. 
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In Defense 

Use R3 to set the offside trap, signified by 
a circle icon appearing on screen. Press 
the button at the right time and your 
defenders will step up to catch the 
opposition offside. You need an organized 
defense to play this way and the pace to 
be able to get back, should an attacker 
beat the offside trap. 


THE == BUTTON 

This is used for toggling In-game 
Management (IGM) systems and set 
pieces. In open play, this button controls 
your IGM. In dead-ball situations it is used 
to switch between set pieces. 


SET PIECES 

Dead Ball Situations 

In dead ball situations, pressing 4, @ and 
® directs the ball toward the player marked 
by the appropriate symbol. Press the 


A Goal kick—with side spin! 


button to toggle between three different set 
plays. When you’ve chosen one, the icon 
stops flashing and the players move into 
the positions to execute the set play. Once 
the players start moving again, use 4, @ or 
m to play the ball into them at the right 
moment. Add spin by kicking by using X 
and then holding down or R3) to 

bend the ball in 
the direction you 
want it to go in. 


PENALTY KICKS 
Except in a penalty 
shoot-out, you can i i : 
change your penalty Á Taking that crucial 
kick taker by pressing Penalty kick. 

the X button. You can also change the side 
he takes the kick from by pressing m. The 
goalkeeper can move along his line with 
the directional button and attempt a save 
with m, X, or @. All you need now is 
nerves of steel. 
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GENER S 


e When facing multiple enemies, try 
to identify the main threat and deal 
with that first. Usually, this will be a 
weapon-wielding foe. 

e If more than two enemies confront you at 
one time, stand still and wait for one of 
them to walk toward you. That’s the 
enemy you should attack. If you try and 
chase down another enemy, either he will 
run away, or you may find yourself 
instantly double-teamed. 

e Smash everything! The levels have been 
designed for high interactivity, and you 
never know what you’ll uncover. 

e Try and get a high score! The higher your 
score, the more Continues you'll earn. 
The Continues may not seem important, 
because you can save to your memory 
card, but they’ll prove invaluable when 
you go to the tougher areas of town. 

e Don't rely on the Super Moves too much. 
While they can inflict great damage and 
get you out of immediate trouble, they 
drain energy. Save them for emergencies. 

e Guns inflict heavy damage, so try to 
avoid getting shot at all costs. Sliding 
attacks work well to help you avoid 
gunfire or knock a weapon from a 
foe’s hands. Make sure you’re properly 
lined up, or you may get a surprise 
of your own. 

e Virtually every level contains a weapon of 
some sort. Take advantage of them— 


V Too many baddies? Let them come to you. 


PAAR IOS 


FIGHTING 


A Mace is dead hard, so use her skills sensibly. 


often, they'll allow you to inflict greater 
damage, or attack from a distance. 

e Once you grab an opponent, learn which 
attacks take off the most damage. For 
example, Mace can slap her opponent 
four times, and then throw her enemy 
with any of her grabbing attacks. Hawk, 
on the other hand, can subtly knee his 
victim into submission. (This works 
especially well against any boss 
character you can grab.) 


MORE WEAPONS 


After you defeat all the enemies in a level, 
the Stage Complete bonus appears, and 
the next level begins soon thereafter. 
However, you still have about four seconds 
to run around. In certain levels, if you 
manually go to the level exit location, you'll 
receive an extra weapon when you begin 
the next stage. Here are the exit locations 
and the weapons you'll receive: 


Exit Location 
inside building 


Level 
Car Park 


Weapon 
Shotgun 
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Mace, Hawk, Alana and Ben certainly have their work cut out for 
them—make things easier with these full move lists and vital tips. 


A Pick your fights carefully—get the tough 
baddies first. 


Level Exit Location Weapon 
Reception down corridor Pistol 
Lift outside door Pistol 
Corridor thru opening door Pistol 
High Street 

Boss pick any path Pistol 
Park thru brick doorway Pistol 
Bridge end of bridge Shotgun 
MACE DANIELS 

Age: 21 

Height: 5’7” 


A Always be on the look out for weapons that 
you can pick up and use—they come in handy. 


Weight: 126 Ibs. 
Hair: Brunette 


Eyes: Green 

Measurements: 38-22-38 

1Q: 200 

STRIKES 

x Punch 

x xX Double Punch 

xxx Double/Spin Punch 

x (when standing over 
an object) 
Pick up object 

x (when holding weapon) 
Use Weapon 

E Kick 

E | Double Kick 

a (while enemy is on 
the floor) Low Kick 

e Jump 

@ x 360° Leg Sweep 

@a (while enemy is on the 
floor) Jump, Leg Smash 

É ) Scissor Kick 

A Back Fist 

AA Double Back 
Fist, Punch 

Hold (3), 

then press X Slide Attack 

+ (any 

directional 

button) + m Flying Kick 

GRAB MOVES 

A (when standing next to 
an enemy) Grab 

(3 (after a Grab) Flip Throw 

x (repeatedly after a 
Grab) Slap Face 
Combo 

m (after a Grab) Knee to 
the Face 

A (after a Grab) Leg 
Squeeze Throw 


A Bash the baddies, but also be sure to bash 
all those crates—you never know what's inside. 


A (push toward enemy on 
the D-Pad after a Grab) 
Body Slam 


HAWK MANSON 

Age: 26 

Height: 6’2” 

Weight: 196 Ibs. 

Hair: Blond 

Eyes: Blue 

Measurements: Biceps 38”; Chest 48”; 
Neck 20” 


1Q: 187 

STRIKES 

x Punch 

x x Double Punch 

x xX Xx Double Punch, 
Uppercut 

x (when standing over an 
object) Pick up object 

x (when holding weapon) 
Use Weapon 

a Kick 

EE Double Kick 

a (while enemy is on the 
floor) Low Kick 

e Jump 

© x 360° Spin Kick 

eu Jump Kick 

@a (while enemy is on 
the floor) Jump, 
Leg Smash 

a Back Fist 

AA Double Back 
Fist,Punch 

RI) + X Slide Attack 

(Ri) + (any 

directional 

button) + m Flying Kick 

GRAB MOVES 

A (when standing next to 


an enemy) Grab 
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e (after a Grab) 
Shoulder Throw 

x (after a Grab) Punch 

x x (after a Grab) Punch, 
Headbutt 

E (after a Grab) 
Knee to the Stomach 

A (after a Grab) Headbutt 

ALANA MCKENDRICK 

Age: 17 

Height: 5’5” 

Weight: 108 Ibs. 

Hair: Blonde 

Eyes: Blue 

Measurements: 28-20-28 

1Q: 240 

STRIKES 

x Punch 

x x Double Punch 

x x xX Double Punch, Double 
Spin Punch 

x (when standing over an 
object) Pick up object 

x (when holding weapon) 
Use Weapon 

a Kick 

a8 Double Kick 

a (while enemy is on the 
floor) Low Kick 

e Jump 

© x 360° Handstand 
Swoop Kick 

@a (while enemy is on floor) 
Jump, Spin, Stamp 

E ) Flip Kick 

A Back Fist 

AA Double Back Fist, 
Punch 

(Ri) +X Slide Attack 

R1) + (any 

directional 

button) + m Spinning 360° Kick 


¥ Take enemies down as quickly as you 
can with the weapons you find around. 


CONTINUED > 
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FIGHTING FORCE 


CONTINUED > 


ABe careful when searching for weapons and 
picking things up—don’t let baddies sneak up 
behind you and do some serious damage... 


Perform the following commands to access 
the cheats hidden inside Fighting Force: 


On the Main Menu screen, press ©) + R2 
+E + ©. This grants access to the Cheat 
menu, which includes a Level Select and 
Invincibility option. Make sure you hold down 
all the buttons simultaneously for four or five 
seconds to successfully access the menu. 
Although the power of Invincibility and 
Stage Select are great aids in your battle 
against the insidious Dr. Zeng, there’s a 
drawback to using the secret codes. If you 
receive a high score and enter your name, 
everyone will know you used the cheat code 
because question marks follows your score 
on the High Score screen. This makes it easy 
to separate the “real” Hi-Scores from the 
“cheated” Hi-Scores. Now every time your 
pals boast of those high scores, you can see 
for yourself whether they’re genuine or not! 


When your character is equipped with any 
firearm (Pistol, Shotgun, and the like), and 
you face in the general direction of any target 
in range, your character automatically aims 
at it. This function handily ensures that every 
shot hits home. 


GRAB MOVES 
A (when standing next 
to an enemy) Grab 
o (after a Grab) 
Flip Back Kick 
x (after a Grab, repeat) 
Knee Crush Smack 
a (after a Grab) 
Knee to the Face 
A (after a Grab) 
Kick Flip, Back Kick 
BEN ‘SMASHER’ JACKSON 
Age: 29 
Height: 6'4” 
Weight: 280 Ibs. 
Hair: Brown 
Eyes: Hazel 


Measurements: Biceps 48”; Chest 60”; 
Neck 26” IQ: 106 


STRIKES 

x Punch 

x x Double Punch 

xxx Double Punch, 
Hammer Strike 

x (when standing over an 
object) Pick up object 

x (when holding weapon) 
Use Weapon 

a Kick 

a 8 Double Kick 

a (while enemy is on the 
floor) Low Kick 

e Jump 

@x 360-degree Shockwave 
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A Learn each character’s moves and use their 
strongest tactics to defeat your assailants. 


© 4 (while enemy is on the 
floor) Body Slam 

A Back Fist 

A A Double Back Fist, Punch 

Hold (84), 

then press X Snowball Smash 

+ (any 

directional 

button) + Ææ Flying Body Charge 

GRAB MOVES 

A (when standing next to 


an enemy) Grab 


e (after a Grab) Slam 

x (after a Grab) Headlock 
Smash 

L] (after a Grab) Super 
Uppercut 

A (after a Grab) Pick 
Enemy Up 

A At (Push toward enemy 


on the D-pad) 
(after a Grab) Knee Slam 
A xX (after a Grab) Throw 


THE ENEMY 
DOCTOR Dex Zeng 
Age: Unknown 
Height: 6’3” 
Weight: 200 Ibs. 
Hair: Bald 

Eyes: Gray 

1Q: 300+ 


Load o’ Special Attacks P1+P2 


D0093A16FFFF 
80024F3C0000 
80024F3E0000 
800930500009 


Load o’ Special Attacks P1+P2 
Load o’ Special Attacks P1+P2 
Infinite Credits 


FIGHTING 
FORGE 2 


Alias: The Hawk 
Height: 6'2" 
Weight: 196 pounds 
Hair: Blonde 
Eyes: Blue 
Biceps: 36" 

Chest: 48" 

Neck: 20" 

1Q: 1 87 


1987: Enrolled in U.S. Marines. Saw active 
duty in Panama, Grenada, and the Middle 
East. Served one year with the elite Navy 
SEALs unit. 

1995: Injured and medically discharged. 
1996-1999: Freelance security advisor for 
local law enforcement agencies in the 
United States and Europe. Police records 
cannot prove any link to vigilante activity 
but Manson is suspected of strong-arm 
law enforcement and has been seen at 
paramilitary training camps inTexas and 
Nevada. 

2000: Part of the team that uncovered and 
stopped Dr. Zeng from wiping out the 
population of planet earth at the turn of 
the century. 

2001: Special Advisor to the United 
Nations. (Analysing global terrorist threats 
and illegal weapons procurement 
programs.) 

2003: Si-Cops Agency recruits Hawk 
Manson into their covert operations 
program. 

Any further information is classified 
and is therefore unavailable for general 
release. 

Special: Experienced in projectile 
weapons and motor vehicles. 
Extra: Can hack any computer system. 


MOVEMENT BUTTON PRESS 
Turn Left t 
Turn Right > 
Run Forward t 
Step Backwards + 
Select/Equip Weapon A 
Jump a 
Kick/Slide Down Ladders e 
Punch/Fire Weapon/ 

Climb Ladders x 


Discard Current Object/ 


Throw at Enemies RJ + A 
Roll Left +E 
Roll Right 24E 
Backflip vit 
Roll Forward RI+ +X 
Jump Forward T+ 
Walk Forward 
(won't fall off ledges) m+? 
Walk Backwards 
(won't fall off ledges) M+ 
180 Degree Turn ve 
Strafe E2) + 
Directional 
Pad 
Look Freely/Aim (Ri) + 
Directional 
Pad 
Throw Object/Grenade Up RI + ¥+X 
Roll Object/Grenade Along Floor RI + # + X 


BASIC ACTIONS 


Familiarize yourself thoroughly with these 

basic actions. You don’t stand a chance of 
bringing down Knackamiche if you simply 
jump straight into battle. 


STRAFING 


Holding the Strafe button while walking 
allows Hawk to move in any direction, but 
he remains facing the same way. Use this 
to strafe, walk around corners with your 
gun drawn, or line up jumps. 


VISUAL RECON 


Holding the Aim button while moving the 
directional controls freezes Hawk where he 
stands but lets him look in any direction. If a 
projectile weapon is equipped while holding 
the Aim button, a target sight will appear. 


OPENING CRATES AND DOORS 


To open a crate, stand directly in front of it 
and press the Kick button. Hawk performs a 
low kick and shatters the crate. Or use the 
Punch button to smash a crate open if you 
don't have a weapon currently armed. 
However, the fastest way to open a crate in 
the heat of battle is to simply jump into it. 
Hawk’s weight will shatter the crate.To open a 
door, simply walk right up to it. If a card is 
required, an icon with an X through it will 
appear. 
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Hawk Manson packs enough firepower to wipe out an 
entire city. But you'll need to know how to use it if 
you’re going to go up against the huge Knackamiche 
Corporation and win. 


Stop, drop, and roll. If you catch on fire you 
can put out the flames and reduce the amount 
of damage you take by rolling several times. 


Jumping off elevated platforms inflicts slight 
damage, and backflipping off elevated 
platforms causes significant damage. If you 
need to get off a raised platform in a hurry, 


roll—don't jump. 


SELECTING WEAPONS 


Holding the Equip Weapon button causes a 
list of available weapons to appear on the 
left side of the screen. Move the directional 
controls up or down to quickly scroll through 
the weapons. Releasing the button causes 
the highlighted weapon to become active. 


ARMING WEAPONS 


If a weapon is selected but unarmed, a 
weapon icon appears in black-and-white in 
the lower-left corner of the screen. To arm 
the weapon press the Equip Weapon 
button. Hawk will draw the weapon and the 
weapon icon will change from black-and- 
white to color. The number of available 
rounds appears beside the weapon icon. To 
get rid of a weapon press the Discard 
Current Weapon button combination, and 
Hawk will discard the weapon to his right. 


USING WEAPONS 


Once a weapon has been selected and armed, 
press the Fire button to use it. If more rounds 
are available, the weapon will remain armed. 
When the weapon runs out of ammunition, 
Hawk will throw it at his opponent. 


EMPTY-HANDED 


COMBAT 


Hawk has many different moves to take out 
guards and enemies when he doesn’t have 
any weapons: 


PUNCHES 
Jab x 
Jab, Cross x,X 
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Jab, Cross, Straight 


X,X,X 
Jab, Cross, Jumping Uppercut x,x,™ 
Jab, Cross, Spinning Back 


Heel Kick x,x,@ 
Jumping Punch a,x 
(rapidly) 


If the selected weapon is Grenades, 
disarming happens automatically after each 
one is thrown. This helps prevent players 
from blowing themselves up accidentally. So 
if you are using Grenades, make sure to arm 
them each time you want to throw one. 


KICKS 
Roundhouse e 
Roundhouse, Snap Kick (KI 


Roundhouse, Snap Kick, 


Spinning Back Heel Kick 0,0,0 
Roundhouse, Snap Kick, 
Jumping Front Snap Kick © 0o u 
Roundhouse, Snap Kick, 

Side Thrust Kick @,e.x 
Sliding Foot Sweep RJ +t +0 


MED COMBAT 


Don't go into battle unprepared and ill- 
equipped. Here’s how all the weapons in 
Fighting Force 2 break down. 


PISTOL 


The standard sidearm for Si-Cops Field 
Operatives, this 9mm pistol is loved for its 
versatility. It can discharge HEAT, 
incendiary, and fire and forget rounds, and 
the body can be equipped with night vision 
and laser sights. The Special Forces Edition 
requires entry of an ID code—to prevent its 
use by unauthorized personnel. 

The damage dealt by the Pistol is much 
greater per shot than the Uzi, but there is a 
rather lengthy pause between rounds and 
much less ammo is available. Many 
enemies can be dropped with a single shot 
from the Pistol, so don’t waste ammo. If 
you’re in a tight squeeze, firing blindly with 
the Pistol is better than spread weapons 
because there’s a greater chance you'll 
drop opponents. 


MACHINE GUN 


One of the best anti-terrorist guns available 
today, the Machine Gun can sustain an 


incredibly high rate of fire. It shoots 9mm 
rounds and can be equipped with night 
vision, laser sights, mounted flashlights, 
and grenade launchers. For clearing a 
room in a fraction of a second, nothing 
beats the Machine Gun. 

It’s hard to resist the temptation to 
instantly hose down a room when one 
acquires the Machine Gun, but almost each 
round fired can kill an enemy outright. This is 
the most useful gun in the game; use your 
ammo sparingly and you'll go a long way. 


SHOTGUN 


The current step in the evolution of the 12- 
gauge from the American West, this 
ingeniously designed lightweight weapon 
features virtually no recoil. Its inertia-based 
reloading system gives it superior speed 
over all currently available shotguns, 
making it a favorite for those in the industry. 

The best weapon for close quarters 
combat, the Shotgun inflicts a tremendous 
amount of damage on attackers, but its 
accuracy fails over large distances. Don’t use 
the Shotgun for sniping, because you’ll often 
miss. Instead, walk right up to the intended 
victim and give them a faceful of lead. 


uzi 


A redesign of a 30-year-old classic firearm 
created by the Israeli Armed Forces, the 
Uzi’s small, lightweight body and heavy rate 
of fire has made it the weapon of choice for 
terrorists, guerrilla forces, and Hollywood 
action heroes. Features such as night 
sights, grenade launchers, and Adaptive 
Cartridge Technology that once had to be 
bolted on externally have now been 
incorporated within the weapon's frame. 
The Uzi is the basis of Hawk’s armed 
combat. The Uzi doesn't inflict much 
damage, so multiple shots are necessary to 
take out an opponent. Fortunately, it has an 
incredibly fast firing rate. When using the 
Uzi, maintain your fire on a single enemy 
until they fall, then switch targets. Spraying 
the room isn’t generally effective, due to the 
small amount of damage each round inflicts. 


SNIPER RIFLE 


The Sniper Rifle represents years of 
development in military technology. It fires 
hollow-bore titanium rounds with near- 
pinpoint accuracy up to 3 km away. The 
body contains environmental sensors that 
can detect wind speed, fall off, and operator 
"shake" and compensate accordingly. It’s 
one of the most closely guarded weapons in 
the world, and much of the Sniper Rifle’s 
technology is still classified. 

The Sniper Rifle has a cool interface 
and a moderate zoom, but other than that 
it doesn’t offer much more of a benefit than 
any of the other guns. Stick with the other 
main firearms for sniping. 
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CROSSBOW 


When traditional weapons won't get the job 
done, special agents use Crossbows to 
launch deadly bolts. Capable of being 
equipped with a laser sight, the Crossbow is 
the best on the market for covert operations. 
The rarest weapon in Fighting Force 2, 
the Crossbow has a sniper scope to assist 
in delivering a bolt to the head of the 
victim. Each bolt can kill almost any enemy 
outright, but its reload time and accuracy 
limit it to being mainly useful for sniping. 


GATLING GUN 


The most powerful Gatling Gun on the 
market today,the Gatling Gun has a slow 
startup but deals out devastating rounds 
with a moderately slow firing rate. Where 
the Gatling Gun excels is in its lightweight 
design and all-weather ruggedness. The 
Gatling Gun has no firing pin; rounds are 
struck electronically. When mounted on a 
tripod this gun becomes the weapon of 
choice for fixed-location defense. 

One of the harder weapons to find, the 
Gatling Gun has an extremely long delay 
between when one pulls the trigger and 
when it actually fires. The rounds that it 
shoots almost come with a warranty 
guaranteeing that anyone at the receiving 
end won't survive. However, the long delay 
makes it unsuitable for spraying a large 
room quickly; it’s best used to take out 
enemies from long distance. 


GRENADE 


One of the most popular weapons in the 
world, the Grenade is standard issue to 
NATO troops and peacekeepers. Used by 
official militia and terrorists alike, the 
Grenade has been exported to more than 
30 countries. It contains a multiformat 
programmable detonator, but its traditional 
use is still the most popular: pull the pin, 
throw it away, and dive for cover. A classic 
military weapon, the Grenade can be riskily 
thrown in the face of an opponent or 
tossed from long range. It will explode 
instantly when it comes into contact with 
any game element that is meant to be 
damaged—computer, guard, etc.—but will 
bounce off indestructible items. Take care 
when pulling the pin. 


GRENADE LAUNCHER 


Popular with both the U.S. military and riot 
squads, this launcher isn’t limited to just 
explosives: tear gas canisters are also 
effectively projected from the barrel up to 
100 meters away. Though it isn’t extremely 
accurate, its shells disperse their ordnance 
over a large area. 

Due to its inaccuracy, the Grenade 
Launcher is best used when a small room or 
narrow corridor has to be cleared of 


enemies quickly. Aiming isn’t nearly as 


effective as with the Rocket Launcher, but 
the Grenade Launcher has a much faster 
reloading rate. Use it to effortlessly toss a 
collection of Grenades in the general area of 
your opponents, then watch them explode. 


ROCKET LAUNCHER (BAZOOKA) 


This shoulder-mounted bazooka is 
lightweight and weatherproof, allowing it to 
be used in almost any scenario. It uses a 
cartridge loading system to expedite 
rearming procedures and can be 
configured to fire standard explosive 
rounds, HEAT, and laser-guided missiles. 
The Rocket Launcher is one of the 
more useful weapons for taking out ceiling 
guns. Although the lock-on aspect 
guarantees a hit, it’s possible to simply fire 
the gun when your desired target is in the 
crosshairs. The explosion radius is also 
large enough to damage targets in the 
general area if you’re using it while under fire. 


FLAMETHROWER 


Created for urban combat and taking out 
snipers, the Flamethrower has a 10-liter 
tank of fuel underneath the weapon's main 
chassis for easy handling and reloading. It 
has a range of 50 meters and the searing 
fire it projects can instantly envelop a 
room. Only used in extreme circumstances, 
the Flamethrower is generally a weapon of 
last resort. 

Equipping the Flamethrower limits the 
amount of other weaponry Hawk can hold, 
but the restriction is worth it. Merely 
passing the flame over enemies is a death 
sentence, though it might take several 
seconds for their life bars to drain. The 
Flamethrower has a short range which 
makes some of the more traditional 
weapons more useful, but you can’t beat 
the ammo-to-victim mileage you get with 
this weapon. 


COMBAT KNIFE 


With a serrated edge, a non-reflective 
carbon-fiber blade, and a balanced handle, 
the Combat Knife is the first weapon Navy 
SEALs reach for when forced to fight at 
close range. It can be thrown from a 
distance or silently eased into the throat of 
an unwary sentry. 

Though it can be used to take out a 
group of enemies, you'll find that that the 
further you advance in the game the more 
dependent you’ll become on firearms. For 
this reason the Knife becomes most useful 
when it (or several of them) is thrown to 
trigger barrels or mines. Save your gun 
ammunition and use this instead. 


BATON 


A carbon-fiber baton that delivers paralyzing 
blows.The Baton is popular with U.S. Riot 


Control and Anti-Siege Forces. This weapon 
has been banned in many countries 
because of its potential for torture. 


SWORD 


Also carbon-fiber based, the Sword 
features a lightweight, non-reflective 
titanium blade. It is balanced for short- 
range combat and can slice through bone 
as easily as it cuts through flesh. 


FIRE AXE 


This standard issue Fire Axe has been used 
by policemen, fire fighters, and the military 
all over North America. The light but tough 
oak handle is triple bolted to the titanium 
blade. Though designed for breaking 
through burning doors and shattering 
resilient plastic windows, this Fire Axe also 
serves as a weapon when others are scarce. 


OTHER COMBAT 


TECHNIQUES 
RAGE METER 


Hawk has a Rage Meter that allows him to 
inflict greater than usual amounts of 
damage when it is charged. The meter 
appears in the upper-right corner of the 
screen; the bigger the meter, the more 
damage Hawk’s hand-to-hand attacks 
inflict. The meter charges up when you 
attack opponents without using firearms or 
when you suffer damage. 


RAGE METER ATTACKS 


These moves can only be performed when 
the Rage Meter is charged. Performing any 
Rage Move completely drains the meter, so 
be sure to use it wisely. The higher the 
meter the more damage the move inflicts. 


POWER GLOVE 


Occasionally Hawk can find a Power Glove 
that vastly increases the damage his 
attacks do. The Power Glove wears out 
after a while, so strike while it’s hot. While 
wearing the glove the Punch, Punch, Kick 
Combo works, and a Jumping Slash with a 
staff or sword gets a major damage 
increase. But the most significant and 
useful addition is the Power Fist Slam. 
Punch, Punch, Power 


Fist Slam XxX,X, E 
Punch, Punch, Kick x,X,@ 
Jumping Power Slash 

(must have a 

sword or bat) gx 


TRASHOMETER 

Affectionately called the "Trashometer" by 
some, the dollar value at the top of the 
screen indicates how much damage Hawk 
has done to Knackamiche equipment. The 
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A Overhead Downward A Horizontal Spin Kick, 


Punch, hold and press hold (R2) and press @, @. 


x, X. 


A Vertical Spin Kick, hold A Shoulder Charge, hold 
2) and press @, m. R2) and press X, E. 


F] 


more sophisticated the machinery, the 
higher the repair bill. 

Hawk begins his mission with only 
three continues, but he’ll receive additional 
continues when he inflicts enough damage 
that the meter flashes. So if it looks 
expensive, turn it into smoking rubble. If it 
doesn't, don’t bother. Who says crime 
doesn't pay? 


Although the range is short, the Overhead 
Downward Punch can hit opponents lying on 
the ground. 


The Horizontal Spin Kick is Hawk’s best Rage 
Move if you’re surrounded by enemies. It has 
good range and will sweep the nearby area. 
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FINAL DOOM 


On one side of a dimensional rift gather hordes of vicious monsters slavering for blood. On the other lies our world, 
unaware of the danger and all but defenseless. Only one thing stands between them—you. To prevent the toughest 
version of the classic blaster from being all too final, make use of these carefully selected tips. 


STRATEGIES AND TACTICS 


Keep these helpful hints in mind and your 
enemies are doomed! 


SWITCHES 


Switches start as a lever with red and 
green lights indicating whether it’s “on” or 
“off.” As the game progresses, other 
varieties of switches are found. For 
example, some are disguised as grotesque 
faces whose eyes and mouths light up 
when activated. 

For practical purposes, switches fall 
into two categories — permanent and 
temporary. Permanent switches never 
deactivate once tripped. If a permanent 


s are obvious—always check 
out any odd features you come across, like 
these faces. 


A You don’t have to worry about aiming up at 
airborne nasties like this, but don’t try running 
under them, either. 


switch opens a door, the door stays open. If 
it lowers a platform, the platform stays down. 

There are several types of temporary 
switches. Some work in pairs (e.g., if a 
switch opens a door, another might close it 
again, deactivating the first switch). Some 
switches can be turned on and off at whim, 
others deactivate after a set period of time. 
These often form timed puzzles, where you 
must reach a door before its switch 
deactivates and closes it. This is sometimes 
easier to do while looking at the map 
screen, instead of the game itself. 


<<Without any armor, even 
the weaker monsters can 
make short work of you. 


If you activate a switch 
and a sound effect plays 
to tell you something’s 
happened, but you don't 
know what it is, go to the 
map screen and activate 
it again. You might see something move on 
the map, indicating where the change 
occurred and what it was. 
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<4Thanks to the automatic 
vertical aiming, you can 
strafe whole ledge-fulls of 
baddies with your weapon 
of choice. 


ARMOR 


Combat armor (blue) 
boosts your armor 
rating to 200 percent, 
whereas security armor 
(green) offers 100 
percent. While 
armored, damage taken is divided equally 
between your health and armor ratings. 
Note that picking up a piece of armor 
boosts your rating to that of the armor, and 
does not add it to your current rating. Thus 
if you have an armor rating of 43 percent 
and pick up security armor, your new rating 
will be 100 percent, not 143 percent. 

The small helmet-shaped pick-ups offer 
an extra 1 percent armor, in addition to your 
current rating—if you have just picked up 
security armor, the helms can take your rating 
beyond the 100 percent gained from the 
armor, but if you pick up the helmets then the 
armor, you'll only get a 100 percent rating. In 
any case, your armor rating can never go 
above 200 percent. 


TAKE AIM 


When your weapon is aimed at a foe, 
vertical elevation is automatic —if the target 


d 
ea = ator $ z im AS eS 
AThe simplest form of switch, these levers even 
have handy lights to tell you whether they’re on or off. 


EALTH 


A It’s well worth taking the time to investigate 
every nook and cranny—you never know which 
ones may hold a handy power-up, like this 
armor boost. 

is lined up with your gun horizontally, you 
automatically aim up or down at a creature 
above or below your position. If your 
weapon isn’t lined up with a monster, it 
fires at the center of the screen. If more 
than one enemy is in line, it’s the closest 
one that’s targeted. 

Life becomes tricky when aiming a 
rocket-launcher at a moving foe positioned 
on a high ledge. If you aim at the creature, 
he may have moved before the rocket 
reaches him. But if you aim ahead of the 
foe, to compensate, the missile fires at the 
center of the screen. 


BLOOD-CURDLING SCREAMS 


Use your ears as well as your eyes. Each 
creature makes its own distinctive noises, 
so learn to identify them by this alone. With 
practice, you can not only identify a 
monster by its sound, but also gauge how 


During play, pause the game and try out one, 
some, or even all of the following cheats to 
enhance your gaming experience! 


All Weapons & Ammo: 
x, 4, CI, t, 4, R3, €, € 


Invincibility: 
+4, C2), E, (R1 


Level Warp: 
>, €, RJ, 


X-Ray Vision: 


L1), (R2 


Comple 


Items on Map: 
A, å, R2 


’ 


far away it is—like light, sound diminishes 
with distance in Final Doom. 


KEEP FIRING 

Unless you are extremely short of ammo, 
blast the baddies repeatedly. Never fire a 
shot and wait to see if it dies before following 
up. Look for the tell-tale spurts of blood 
indicating a hit, but fire again immediately — 
it’s better to waste ammo than health. 


STRAFING 
You must learn this vital technique as 
quickly as possible. Blast a monster, side- 
step to avoid its own projectile attack, then 
side-step again back into the firing line to 
blast once more. By strafing with a rapid- 
fire weapon such as the chaingun or 
plasma rifle, you can pepper a bunch of 
enemies while their own shots fall short — 
by the time their missiles arrive, you have 
moved. This can be done on the run, too. 
Strafing is also great for hiding behind 
a wall, stepping into the open and 
delivering your shot, then stepping back 
into cover. This technique is especially 
useful against larger enemies such as 
Cyberdemons. Take care when using the 
rocket launcher—hit the wall by mistake 
and you’re dead. Likewise, the BFG 9000 
takes a second or two to “charge.” Make 
sure you have fired the shot before 
stepping back into cover. 


AERIAL MONSTERS 


You can’t run under flying foes like Lost 
Souls or Cacodemons—no two creatures 
can occupy the same ground space, even 
if one of them is flying above it. 

It’s possible to get the enemies to fight 
among themselves. Encourage a creature 
to fire at you while another is in the way. If 


PSX GAMER’S GUIDE VOL.1 


<4(Left) These embossed 
skulls are just one of the many 
types of switch you'll encounter 
as you progress to the tougher 
levels in Final Doom. 


W (Below) The helmets only 
grant a 1 percent armor boost, 
but this adds to your current 

level, rather than replacing it. 


it hits its buddy, a fight often breaks out. 
The monsters are doing your work for you. 


TELEPORTERS 


Take care when teleporting. Usually 
represented by a bright red square etched 
onto the floor, teleports take you to another 
part of the dungeon, opening up new 
areas. Some are two-way, so you can use 
them to retrace your steps, others only 
operate in one direction. Teleporters often 
throw you into the thick of a fight, so be 
sure to stay on your toes. 

In death matches, if a player teleports 
straight after someone else has and 
reappears before the first player has a 
chance to move, he appears on top of him, 
instantly killing the first player. This is 
known as a teleporter frag. It’s a useful 
device for inflicting cheap kills, but make 
sure it doesn’t happen to you. 


BFG 9000 

Blue Key 
Chaingun 
Chainsaw 
Infinite Armor 
Infinite Bullets 
Infinite Plasma 


800AB39C0001 
800AB3580001 
800AB3900001 
800AB3A00001 
800AB3340064 
800AB3A403E7 
SO0AB3ACO3E7 
Infinite Rockets 800AB3B003E7 
Infinite Shotgun Shells 800AB3A803E7 
Map 800AB34C0001 
Plasma Rifle 800AB3980001 
Rapid Fire 800AB3F80001 
Red Key 800AB3540001 
Rocket Launcher 800AB3940001 
Shotgun 800AB3880001 
Super Shotgun 800AB38C0001 
Yellow Key 800AB35C0001 
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FORMULA 1 ’97 


FORMULA 1°97 


Justifiably regarded as one of the greatest racers ever to grace the PlayStation, the sequel to the classic Formula 7 is more 
detailed, more realistic, and even more challenging. As if that wasn’t enough, it also features no less than four secret 


tracks—here’s how to beat them. 


EXTRA TRACKS 


Normally, the first time you get to try the new 
Circuits is when, or rather if, you perform well 
enough in Arcade mode to earn them. Adia, 
Edialeda and Sunob are associated with the 
three basic difficulty settings, while Sixties is 
the extra track for the initially hidden “Epic” 
group (its tracks are Melbourne, A1 Ring and 
Monte Carlo). However, edit a driver’s name in 
Grand Prix mode to read TOO EASY or BILLY 
BONUS and all four are yours for the racing! 
Note that if you use the latter name, the new 
tracks aren't accessible in Arcade mode. 

There’s no commentary when you 
practice the extra circuits, so to become 
familiar with them, use the following 
“drivethroughs.” 


ADIA 


A medium straightaway from the grid is 
followed by a sharp left, then a medium 
right. After a straight section is an easy 
right, very easy left, and a medium left into 
a long straightaway. Be alert—there’s a left- 
hand hairpin at the end! Next is a short, 
straight section, 90 degrees right, then 
another right almost as tight. A medium 
straight leads to a medium right, then a left 


EASY 7 © THIS LAP 
: Wi crerion RENAULT 1544 


AFor the most realistic racing experience, you 
should use the in-car view. But until you’ve 
mastered the art of driving an F1 ’97 car, it’s 
best to stick with the easier external cams. 


hairpin. A medium straight section, medium 
left, medium straight and a slightly sharper 
left take you back into the starting 
straightaway. 


EDIALEDA 


This track—it’s name is “Adelaide” spelled 
backward, you'll notice—is picturesque, with 


AThe racing line (shown 
by the twin tire marks) is 
there to help you— 
especially on hard corners. 


Enter the following words as your driver’s name: 


OEAN ALESI 


barriers or opponents. 


many bridges across 
the course and trees 
lining the sides of 
many sections. From 
oT the grid, a medium 
ee straightaway goes 
into a left/right 
chicane, then an easy 
right takes you onto 
another medium- 
length straight 
section. Make sure you don't miss the 90- 
degree left, or you'll plow into barriers and 
have to reverse to the turn! After a medium- 
to-sharp right, there’s another sharp left— 
don't overshoot this, either! From a medium 
straight section there’s a right/left chicane, 
sharp left, long straightaway, medium left and 
a very long straight section with a sharp left at 
the end. Two medium rights and a wavering 
section later, you find that an easy right, fairly 
easy left, and a sharp left complete the circuit. 


SUNOB 

The Sunob bonus track (think about it!) is in 
the shape of a racing car and has industrial 
and commercial constructions around its 
undulating road. The starting grid is spread 
around an easy left, while the track proper 
opens with a left/right/left chicane, then a 
wavering section and an easy left uphill. The 
course levels out for a long straightaway, a 
very easy right into a medium left, and an 
easy right up a gentle incline. Next is a near- 
hairpin left onto a long, almost straight 
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Skip straight to Round 16 (of 18). 
Races are viewed from above the track. It makes cornering easier, but you can 


No wheels at all! In a tribute to Wipeout, your floating vehicle is powered by a 


Simplistic portraits of the commentators appear on either side of the scene, 


Downgrade your PlayStation! The polygons lose their shading and lighting effects! 


ZOOM LENSE only see a few cars ahead 

LITTLE WEELZ Little?! The tires are huge, dwarfing the vehicle they're attached to! 
PI MAN glowing blue engine. 

CATS DOGS When it rains, frogs are among the downpour! 

BOX CHATTER mouths moving Pacman-fashion when they're speaking. 
VIRTUALLY 

VIRTUAL 

SWAP SHOP 


There’s different music and amusing musical sounds are heard if you strike 


There’s only one piece of general advice: 
practice! Use Arcade mode to familiarize 
yourself with the courses, then try Grand Prix 
with the easiest “Game Mode” set-up: Novice, 
Sunny weather, steering and braking 
assistance on, other features off. As your 
confidence builds, gradually make life more 
complicated by switching the helpful features 
off and the tricky ones on! To win the Grand 
Prix at any respectable level, however, analog 
control is essential. If you don’t want to go the 
whole hog and buy a steering wheel, use the 
Sony analog controller. Steering is far easier, 
sharper, and instinctive, compared to using a 
digital joypad. 


section, followed by a medium right and a 
slightly easier left. A long, undulating 
straightaway leads you down a banked easy 
right into medium left, and ahead is the 
medium right that you started from. 


SIXTIES 

This track is Silverstone (which you should 
already be familiar with) with a twist. It’s 
viewed in black-and-white, with scratch marks 
running along the “film,” and the competitors 
drive old-fashioned cars! However, they 
handle very much like the modern vehicles. 


CHAMPIONSHIP EDITION 
Infinite Time 


800B34400C60 
DOOBCEA80001 
800C6F507000 


Select Button For Turbo 
Select Button For Turbo 


FORMULA KARTS 


SPECIAL EDITION 


Looking for a change of pace in your racing? Look no further than this fiendishly addictive game, where the relatively 
low speeds and well-matched vehicles ensure that victory goes to the most skillful. 


KARTING BASICS 


Here are a few general hints and tips to 
consider before you start racing around the 
tracks and fighting for those valuable 
championship points: 

e While it’s possible to take most of the 
corners at full speed, it isn’t always a good 
idea! If you take a corner at top speed, you 
can lose traction and as a result slide toward 
the barrier. Try backing off the accelerator 
and steering around the corner in a more 
controlled way, then as you leave the corner, 
get back on the power. As a result you'll slide 
much less often. 

e Choosing which kart to drive is important, as 
you should select a vehicle that suits your 
driving style. The karts are rated in three 
different areas—top speed, acceleration and 
grip—so if you find steering difficult, you 
should choose a kart with good handling 
and sacrifice its top speed. If and when you 
find cornering easy, use a kart with a high 
top speed and less grip. However, for 
novices, a high acceleration rating is a must. 
This will mean that even if you hit the 
barriers, you’re back to maximum speed in 
no time, so you should only lose a couple of 
positions. Think carefully before selecting 
your kart—it’s your first step to victory! 

e At the start of a race, don't worry if the 
computer-controlled karts race past you. As 
the race progresses, you have plenty of 
chances to work up the rankings, as your 
maximum speed seems to be higher than 
your opponents’. 

e The karts are very responsive and it’s 
possible to take many of the corners at full 
speed. Some must be taken at a slower 
pace The key is to know what to do for each 
corner of the current track. Use the first lap 
of the race to test out the corners; this way 
you'll know which you can take at full speed 
and which ones you need to slow down for. 
After a slow first lap, subsequent ones will 
benefit from the knowledge you have gained. 


THE TRACKS 


There are eight tracks in Formula Karts’ 
Championship mode, each offering a different 
challenge. Here is a guide to all of them. 


GERMANY 

This is an easy track, so concentrate on getting 
used to the controls. The circuit starts with an 
easy right-hand turn, followed by a climb up a 


short hill then another right-hander. The pit lane 
is to your left, should you need it later. 

Now the track turns left, right, right, 
before entering a short tunnel. Finally, make 
a right-hand turn back to the start banner. 


FRANCE 


The second race of the season is on 
another relatively easy track. From the 
start, go right before entering a tunneled 
section. Then turn right followed by 
another right, and go through a second 
tunnel. 

Next comes a right/left chicane that 
can be tricky—you may have to slow down 
slightly. Turn back onto the starting 
straightaway, the pit lane on your left. 


AUSTRALIA 


This is where things get a little tricky. The 
Australian track is set largely on grit, and this 
makes steering very difficult. 

The track first bears right, then hard left 
into a tunnel. This entire section is on a grit- 
like surface, so you need to slow down to 
make the corners. The course turns hard left, 
hard right, then left before the tunnel ends. 

Now you go right then negotiate a 
right/left chicane. The pit lane is on your right 
as the start banner is approached. 


HOLLAND 


After the tricky Aussie circuit, you’ll be glad 
to know this one is easier, although still of 
medium difficulty. You soon enter a tunnel, 
but there’s a hard left-hand corner followed 
by another sharp left and a sharp right 
before you leave it again! 

The pit lane is to the left, if you should 
need it. If your car’s in good shape, make 
the very long, easy left turn that leads you 
back to the starting straightaway. 


ENGLAND 


The British track is very hilly, which makes it 
a little tough when taking corners at high 
speed. Overall, however, this course is rated 
at about medium difficulty, so don’t worry 
too much! 


From the start, the track bears to the left, 


then left again, followed by an easy right- 
hand bend. You must take two left-hand 
turns to complete a circuit of this relatively 
short track. The pit lane is also on the left, 
but on a course as straightforward and short 
as this, you shouldn't need to use it. 


PSX GAMER’S GUIDE VOL.1 


ANot all the views are 
practical, but they all 
look brilliant. 


BRAZIL 
This is one of the hardest courses in Formula 
a Karts, thanks to its 

series of winding 
corners and sharp 
bends. It first bears to 
the right, then goes back 
on itself to the left. Now 
steer through a narrow 
section of the track that 
has a high wall on either 
side. But be careful—if 
you miss the turning, 
you waste time and slip down the rankings. 

There’s a sequence of fast turns: You 
have to go right then left before a short 
straight section, then right, left, right, left, and 
finally there’s another right. This section is 
difficult and cannot be taken at full spoeed— 
unless you want to smash into the barriers! 
Drop your speed to prevent skidding and 
gain speed out of the corners. 

Once you’ve got past this tricky section 
of the circuit, a short straightaway brings you 
back to the start banner. 


JAPAN 


This circuit is extremely easy, as it’s very short, 
has barriers around the entire course (this 
makes cornering easy), and mostly consists of 
right-hand turns. 

From the start, take a right, then make 
three more medium right-hand turns before you 
take a sharp right. Next take the course’s only 
left-hand turn at full speed, then the last right- 
hander, completing the circuit. The pit lane is on 
the right, should you need to call in for fuel. 


EGYPT 


This is it, the final course of the Championship, 
and as with the penultimate race, it should be 
a piece of cake! The Egyptian track is the 
shortest and only has a handful of corners. It 
should be an easy win for a competent driver. 

First take a right and enter a tunnel. The 
track bears to the right again, then there’s a 
chicane that goes left then quickly right. It’s 
the hardest part of the course, so don't let 
your concentration slip. 

The course goes left, leading you back to 
the starting straightaway. The Egyptian track is 
so short and simple, you should have no use 
for the pit lane, which is found at the end of 


this straightaway. END = 


“SLUVM WININHOS 


NOILICS WII4dS 


FORSAKEN 


Jump on your hi-tech warbike and get down to some serious 3D combat in this slick, gorgeous-looking shoot-’em-up. 
Use this comprehensive guide to the first four levels to get yourself off to a flying start. 


WALKTHROUGH 


Forsaken is one tough game, even on the 
“Easy” setting. You must use an analog 
controller to steer your bike accurately, using 
the right-hand joystick for 3-D strafe-like 
“slide” maneuvers to avoid attacks. Here are 
the hazards and features in the first four levels: 


LEVEL 1: THE VOLCANO 


From your starting point, float ahead into the 
corridor and destroy two Swarm craft. Two 
more drop from an air shaft when the first 
two are eliminated. When it’s safe, go into the 
shaft to retrieve some gold. Get more from 
the other shaft, then bump into or shoot at 
the door at the end of the corridor to open it. 

Shoot the turret on the other side, take 
the Solaris weapon behind it, then blow up 
the patrolling Mek-ton tank. Go in the first 
alcove on the right for a Power Pod. The 
second alcove is the lair of a Snub Bot; 
destroy it and its partner. At the end, get the 
Suss-Gun from the left alcove, and then take 
the turn opposite. 

Destroy the Mek-ton as you climb a 
slope and bear right. Go right as soon as 
you enter the gray 
chamber for weapon 
energy, then attack 
the two turrets on 
the ceiling. Get the 
Solaris from the far 


ATake things slow at left corner before 
first, and don’t be going through the 
reckless. doorway opposite. 


Destroy the Levitanks—one of which should 
release an Orbit Pulsar—then get the Power 
Pod from the ceiling. Deal with the Swarm, 
then follow the elevator platform down (shoot 
it if it doesn’t move on its own). 

Through the restart point, first kill the 
Swarm, then turn 
sharply right to 
eliminate the Mek- 
tons and Snub Bots 
that sit on bridges 
over a lava river. The 
right alcove of the 
first bridge has 
weapon energy and 


A Use this level to 
master your bike’s 
controls. 


the tank here leaves a Mug. There’s an Orbit 
Pulsar on the right wall, before the second 
bridge. Skim the surface of the lava to enter 
a tunnel. 

Kill the Shade and then the Hunter and 
turret. A second Hunter (holding weapon 
energy) and turret (containing a Gravgon 
missile) are farther on, along with a Shade 
craft. Go through the next tunnel and destroy 
the Mek-tons in the next room; one releases 
Suss-Gun ammo, another an Orbit Pulsar. 
Swarms and a Legz arrive if you don’t 
quickly cross this room and go through the 
transparent door. 

In the red area, get two sets of gold and 
destroy the two 
Hunters, one giving a 
Solaris missile. As 
you leave via a 
downward corridor, 

x —_ | another Hunter gives 
A The enemies atthe end weapon energy. In 
hold many power-ups. the cave, kill the 
Hunters, get their released weapon energy 
and also the gold bars from the ceiling, then 
bear left. Kill the Swarms and Hunters and 
get the Solaris and gold. Yet more Hunters 
attack as you pass through a restart point. 
Arriving at a lava pool, you’re buffeted around 
in the air and soon reach the end of the level. 


LEVEL 2: ABANDONED SUBWAY 


Get the Power Pod from the right and destroy 
the Mek-ton. Go up the ramp it came from, 
destroy the two Swarms, and get the weapon 
energy. If you go right, there’s more energy 
and a Snub Bot and another Swarm. At the 
other end, get the Solaris and Mug and shoot 
the large button so that it turns green. 

Retrace your steps, blowing up the two 
turrets and two Swarms (one has weapon 
energy), till you reach the start position again. 
The grating in the floor has gone, so get the 
eB Suss-Gun from the 
blue area, destroy 
the turret, and get 
the Mug and Purge 
collectibles. 

Now go down the 

ramp from the start 
area, dodging 


Se 


ALevel 2 is a whole lot 
tougher, so watch out! 
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between the pillars as 
you tackle several 
Swarms and a Mek- 
ton. A Hunter or two 
may arrive as backup, 
but you can earn gold 
AThe green button from this, as well as 
opens this grate. weapon energy and a 
Mug missile from previous victims. 

Take a right and then a left around to a 
restart point, two Swarms, and a Mek-ton, 
collecting the Suss ammo and Purge that 
they leave. Follow the track, blow up the 
Mek-ton, and get the Power Pod and Mug. 
Ignoring the lit doorway, go down the ramp 
and kill the Swarms for gold and energy, and 
then waste the Mek-ton that guards more 
weapon energy, a Mug, and the Trojax 
weapon. Shoot the red switch and avoid or 
destroy the mines that appear. 

Clear the mines away from the lit 
doorway and go through, shooting the ceiling 
turret. Go down the ramp and shoot the 
Mek-ton, then go down the yellow ramp. 
Destroy the Hunters and the Snub Bot on the 
tracks, pick up their 
goodies, and go 
through the hole in 
the ceiling where a 
grating has moved. 


Get the gold and the 
4 A crystal. 
A Watch out for the Now follow the 
red switch. 


tracks and go 
through the small tunnel on the left. Shoot 
the switch to throw it, then kill the Swarm. 
Back outside, blow up the ceiling turret and 
proceed, destroying more turrets and 
Hunters. As you go up the ramp, a Hunter 
and Mek-ton assault you; the latter has gold. 
A Snub Bot waits for you at the top. 

More craft attack as you make your way 
back to the lit doorway. Go left at the train 
track, where it’s marked red, then through the 
red flashing tunnel to face a fellow 
mercenary! Naturally, this is a tough fight, and 
your reward is a piece of gold. 

Blow up the Mek-ton, go up the stairs, 
and complete the level by destroying a Snub 
Bot and two turrets. Collect the weapon 
energy and gold before exiting. 


LEVEL 3: NUCLEAR POWER FACILITY 


This level has a challenging 20-minute time 
limit—in the course of finding the five 
switches, two awkward tasks and many 
enemies delay you. It’s unlikely that you'll 
complete it on your first attempt, so 
familiarize yourself with the facility’s layout 
before really going for it. 

From the starting point, turn around and 
shoot the oil drum—they will often contain a 
power-up, so look in all that you see. Then 
advance partway along the tunnel, shoot the 
ceiling turret, and go through the door on the 
left. Destroy the Snub Bot and advance 
rapidly to avoid the three Hunters and Snub 
Bot that appear behind you. Collect the Orbit 
Pulsar from the corner. You may have to deal 
with those Hunters plus Swarms before going 
up an elevator shaft, but they leave Solaris 
missiles behind. 


AWith only 20 minutes to complete this level, 
you have to be quick—but don’t rush into trouble. 


At the top of the shaft, shoot the turret, 
collect the weapon energy, and go through 
the door. On the right you see three sloped 
tunnels. Go down the first, destroying the fan 
blades partway along before they get you. 
Collect the goodies and eliminate the 
Swarms, Snub Bots, and ceiling turret at the 
bottom, then shatter the other fan blades 
from the bottom of their tunnels. The center 
one is guarded by a mine. 

Go back up one of the tunnels, destroy 
the two Hunters and the turret that you can 
see through a big slot—it’s in front of a 
switch. From the 
ceiling, collect the 
Nitros that you must 
now use to overcome 
the turbulence and 
reach the switch the 
switches on this level 


ene 


AThe best idea is to 
use your first attempt 
to learn the layout of 
this tricky level. 


can’t be activated by 
shooting them. This 
is one of the time- 
consuming tasks: 


Even using Nitro, you 
can't reach the 
switch unless you 
first angle your craft 
to the ceiling, then 
swoop down to it. 
There’s some gold 


AOnce you know 
where things are, you'll in a chamber up 


find it much easier to 


finish the level in time, °°¥® Dut it's 


guarded and difficult 
to reach, so it’s better ignored. You need 
some 15 minutes remaining by the time 
you’ve activated the first switch and 
descended one of the sloped tunnels. Go left 
at the bottom, then left at the end. 

Follow the tunnel around and down. 
Through a window you can see a switch. 
Shoot at the yellow block to its left which 
lowers a shield over the window but open 
doors on either side. Use one of them and 
deal with the turret, Mek-ton, Swarms, and 
Hunters before activating the switch. 

Retrace your movements and go across 
at the top (right, from the end of the corridor 
where the three sloped tunnels connect). Go 
around and down, destroy the turret, 
Swarms, and Mek-ton, and collect the 
Solaris, ammo, and energy. Enter the pool in 
the next room to protect yourself from 
radiation and follow it around—there’s a turret 
here, too. Emerge and take a left, up a slope. 
Ignore the yellow door on the right but turn to 
the left and eliminate the Mek-ton before 
continuing across to the next room. 

Destroy the Swarms, Mek-ton, and Snub 
Bot that assault you, then the wall turret that’s 
on the panel behind you as you enter the 
second half of the room. Activate the switch 
and restart point, then collect the skeleton key. 
The large blue hoops now rotate, indicating 
that the teleporter is active. Pass through and 
you materialize at the start of the level. 

Follow the tunnel all the way along this 
time, your progress hampered by a Snub Bot, 
Mek-ton, and Swarms holding various power- 
ups, and open the door. A large slab falls as 
you ascend a shaft; wait till you have room to 
pass and collect the power-up. This makes 
you temporarily invulnerable, all the better to 
face the enemies in the next room. There are 
many drums here, too. 

Bear right, passing through a restart 
point, and go up a shaft. Get the Orbit Pulsar 
and open the door. Shoot down the Hunters 
(one gives Suss ammo) as you follow a 
rightward curve. Shoot the turret at the end 
and then destroy the Mek-ton, two Snub 
Bots, and two Swarms in the room beyond. 
Activate the switch—only one more to find. 
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Ignore the two holes in the ground; they only 
lead to a viewing chamber and two turrets. 

Retrace your steps until you’re facing the 
drum room, then if you have time (you 
probably won't), go down the hole next to the 
shaft you have just emerged from. Past a 
turret, you enter a large room. Enter the 
upper area and collect the extra life, shoot 
the four turrets that appear for gold and a 
Titan missile, and then shoot more turrets in 
the lower area for yet more gold. Swarms 
trouble you as you leave. 

Back at the drum room, go up the slope 
on the left and destroy the turret and Hunter 
for weapon energy and a missile, then hang a 
left and follow the track. Destroy the 
minelayer, the mines themselves, and the 
turrets in alcoves on the trackside. Go back 
to the start of the track—or “particle 
beam” —and drive carefully along it, 


ABe prepared for a tough fight with a robot guard 
in the reactor room at the end of the third level. 


accelerating as you approach the energy 
barrier. If you drive most of the track’s length 
without slipping off, the barrier switches off. 

In the room at the end, destroy the turrets 
and Hunters, then activate the last switch. 
Turn around and blast open the translucent 
door and enter a room with several oil 
drums—and enemies, of course. Look for a 
hole in the ceiling that leads to a tunnel; follow 
this around and you arrive at the reactor. 

There’s a robot with two large pincers in 
the center of the reactor room. Target the 
pincers—they flash red when you score a 
hit—while using your slide ability to avoid the 
electric bolts. When the pincers are gone, 
shoot the robot’s body. When it’s completely 
destroyed, a key appears. 

Collect the key and an exit opens, plus 
two Hunters arrive. Go through the exit and 
weave up and down to reach the end of the 
level—it’s what used to be the yellow portal, 
guarded by a Snub Bot. 
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LEVEL 4: THERMAL POWER STATION 
No time limit here, and although there’s a 
massive network of rooms and twisting 
tunnels, the route to the end is 
straightforward. 

Advance from the start point, collect the 
Mug missile and kill the swarm. Destroy the 
crates on the left for a Power Pod, Orbit Pulsar, 
and weapon energy, then turn around and 
shoot at the large doors to open them. Deal 
with the irritating Swarm that pops out, then re- 
open the automatically closing doors and enter. 

Pick up the Solaris and shoot the Mek- 
ton and Swarms. There are several 
bothersome Swarm craft, but if you eliminate 
them all, you get a Solaris missile, weapon 
energy, and of course shield power. There’s a 
Mek-ton as you take a left. The Swarms 
continue, one with weapon energy, the other 
with a Mug missile, and a turret behind you 
holds a Solaris. 

Proceed into the blue area and take a 
left. In the next room, destroy the Mek-ton 
and the crates and barrels it hides behind. 
Goodies include a Trojax weapon, energy, a 
Power Pod, shield, and a skeleton key. There 
are also two computer panels on the near 
right of the room, as you enter, that can be 
fused for fun. Go through the white panel in 
the floor—it opens now that you have a key. 

Destroy the turret and hug the left-hand 
wall of the left-curved tunnel to avoid the 
missiles that fly from the floor. Shoot open 
the door and prepare to attack two Swarms 
and two Snub Bots—the spoils are an MFRL, 
some shield energy, and a gold Power Pod. 
As soon as you get the latter, fly up the ramp 
at the near left to take advantage of its power. 
a ae Through another door, 

2 Mek-tons, Snub Bots, 
and Swarms give up 
4 such tools as an 
MFRL, the Suss-Gun, 


A Watch out for missile-firing enemies on this 
level—swing behind cover to confuse their fire. 


<<Level 4 has no time limit, but it’s 
very big—luckily, the route to the 
exit is fairly straightforward. 


: Fly down the blue, downward- 
| curved tunnel, targeting the turret 

| as you go—it releases a missile 

| power-up. Weapon energy can be 

gained from the Swarms before 

shooting at a transparent door and 

going through an air vent. Shoot the 

Mek-ton and Swarm above the 

bridge, and the Snub Bot through 

the hexagonal doorway. 

Now you can enter the glowing teleporter 
ahead or go right, to the lower levels of the 
power station. Using the teleporter, go into 
the computer room and deal with three Mek- 
tons and three Swarms (weapon energy is 
available) before breaking the six red 
computer terminals. A Hunter arrives as you 
finish this task. 

Get the gold from the near left tunnel 
before leaving the computer room. Swarms 
attack as you emerge near the start of the 
level. Go through the large doors again, where 
a Hunter gives Suss ammo and a Snub Bot 
has an MFRL. Follow the path around, as 
before, going through the white panel and 
hugging the left wall to avoid missiles. At the 
end of this section, open a transparent door in 
the upper right to find a small shaft with a 
Solaris at the end, and Purge, Orbit Pulsar, 
and Scatter weapons as you return. 

Go through the large door, destroy the 
Mek-tons (one has a Mug), and get the gold 
if you want to face two Swarm craft. Go up 
the ramp (used before when you had a gold 
Power Pod), through the door, destroy the 
Hunter if you want Suss ammo, and go down 
the blue tunnel again. First shoot open the 
transparent yellow door, then destroy the 
mine. There’s a Snub Bot with an MFRL on 
the bridge. Now you see the area where the 
teleporter used to be. Take a right and go 
behind the obstacles in the orange room to 
enter the lower section of this level. 

Destroy the Snub Bot for weapon energy 
and the Mek-ton, if you choose, then a 
Hunter. You emerge in a large circular tunnel 
with a pipe running down the middle. Take a 
left and go counter-clockwise around the 
tunnel. Each ceiling turret you destroy is 
replaced by a Swarm or Hunter, but there are 
many useful pick-ups to be had, including 
gold and an extra life. 

Go through the blue door you find on the 
right of the tunnel and you enter a pipe room. 
Ignore the first crate on the right (it contains a 
mine), but look in all the other containers, if 
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you can take the flak from the Mek-tons and 
Swarms. Fly down and around the brown 
shaft. Turn right and destroy a minelayer to 
get a gold Power Pod, then while you’re 
invulnerable, zoom counter-clockwise around 
the tunnel, through the mines, and take a 
right down a rocky tunnel. 

When there’s a junction, shoot the Mek- 
ton on the left, get the Orbit Pulsar from a 
corner, then take the other path. Emerging in 
a large chamber, target the upper-left and 
lower-right squares in the group of four on 
the facing wall, dealing with as few enemies 
as possible while you do this. Shooting the 
squares disables the enemy teleporter, 
preventing reinforcements. 

Shoot open the white door below the 
tunnel, then the Snub Bot behind it (it has an 
MFRL). Follow this new tunnel, destroy the 
Mek-ton, and descend into a room of lava 
and pipes. Destroy the three patterned 
sections of machinery marked “back-up” and 
shoot the alerted Mek-ton, Hunter, and 
Swarms. Go into the next tunnel when bursts 
of flame have passed. 

Get the gold and power-ups, then target 
the wall-mounted turrets (one holds an Orbit 
Pulsar) before going down the wide shaft. 
Destroy the minelayer. You can avoid or clear 
away the existing mines—you’ll face a fellow 
mercenary soon and may want to fly back 
the way you came. Destroy the ceiling turret 
as you enter the final lava chamber. 

Eliminate the Mek-tons and collect the 
keys and Orbit Pulsars in the two nearest 
corners. Collecting the second key summons 
mercenary Rex Hardy and opens two 
hatches in the ceiling. Go through one of the 
openings and down the gray tunnel—this is 
actually the pipe in the center of the chamber. 
It’s easy to reach the exit without even seeing 
the rival mercenary. 


800862841000 
800862861000 
800862808000 
800862060507 


Infinite Shields 
Infinite Hull 
Infinite Pulsar 


Infinite Mug 

Infinite MFRL 

and Graviton 

Infinite Purge 

Infinite Solaris Missiles 


800862DC2A01 
800862DE0009 
800862080009 


THE LEVELS 


RETRO LEVEL 1 


This is just like the good old days of 
Frogger! You must cross the road, then get 
across the river to collect the baby frogs. 
On the first couple of levels of Retro, the 
traffic is pretty easy, but as you get on to 
the third and fourth levels, the traffic 
increases in both density and speed. Not 
only that, but also you have to deal with 
snakes, both on the bank of the river and 
on the logs, and beavers swimming in the 
river who’ll knock you off any log or turtle 
you happen to be standing on. 


LILY ISLANDS 


This second level can be quite tricky 
because you have to wait for the floating 
logs, and if you miss your opportunity to 
jump, you waste valuable seconds waiting 
for the next log to come around. The baby 
frogs are much more spread out than on 
the Retro Level, so make use of the Croak 
to help you determine where they are. 
Learn the patterns of the logs and turtles 
to help you get around quicker. 


HONEY BEE HOLLOW 


This is a tricky level because you have to 
avoid the bees hanging around the hives 
before you can do anything. Hide behind 
the tree stumps to avoid letting the bees 
see you; they’re too fast to outrun, and 
you'll only end up stumbling into another 
swarm anyway! You have to get over the 
bridge, and one way to do this is to go 
immediately left from the start, hiding from 
the first swarm, then keep to the left wall 
until you get to the water. Once there, just 
cautiously make your way to the right until 
you get to the bridge. 


SCORCHING SWITCHES 


This level is quite hectic! You need to jump 
onto the cogs to get to the switches—once 
you stand on a switch, it starts (or stops) a 
platform from moving. You need to work out 
which platforms to start moving, and then 
jump on to reach the baby frogs. Some of 
the cogs move faster than others, so you'll 
have to adjust your timing when jumping, 
otherwise you’ll end up with a cooked 
Frogger! 


DARK DARK CAVERN 

This is quite an easy level to start—all you 
have to do is avoid the spiders that patrol a 
set pattern up and down the caves. Keep 
using your croak to give yourself a bit more 
light, and don’t go rushing around corners 
that you haven’t checked out. Once you’ve 
learned where the spiders patrol and you 
have an idea where the baby frogs are, you 
shouldn’t have too many problems. The 
second level of Dark Dark Cavern is 
actually called “Frogger goes Skiing”, 
which may remind you of the title of 
another classic retro game. 


LOONEY BALLOONS 

Looney Balloons is a level of clouds, 
balloons and birds. You stand on the 
clouds, hitch a ride on the birds, and use 
the balloons to get between clouds. The 
birds fly in a set pattern, but some of them 
fly upward as part of their pattern. If 
Frogger is standing on a bird going 
upward, he will be tipped off. The balloons 
can only hold Frogger’s weight for a limited 
amount of time, so don’t hang around once 
you get on to one of them. Again, just 
watching for the pattern of the birds’ flight 
will give you clues as to where to find 
those poor little baby frogs. 


BANG BANG BARREL 


To start with you have to get across rows 
of barrels floating past you. If you can jump 
onto the first barrel, go from there to the 
second and straight onto the third to save 
time waiting for the next barrel to come 
along. Once you’re at the platform in the 
middle, the barrels change slightly. Here 
you can jump on explosive barrels that 
throw you forward, so make sure that if you 
jump on one of these barrels, you have 
something to land on! This is a difficult level 
to do, the time limit is short and if you 
don’t get across the first set of barrels 
quickly, it becomes much more difficult. 


CACTUS POINT 

Cactus Point begins with Frogger having to 
get past stampeding buffalo! Some lines 
move more quickly than others, so timing is 
essential, and don’t be afraid to go 
backward and then forward again if it 
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means keeping a life! Once past the 
buffalo, Frogger has to deal with deadly 
cacti, beetles and snakes, then finally some 
bouncing rocks before he can even reach 
the baby frogs. Once again, learning the 
patterns of the obstacles will help you 
greatly. Look out for the fossilized Frogger 
on the floor beneath the bouncing 
boulders! 


TROPICAL TROUBLE 


Tropical Trouble is the final level—and it 
shows! The baby frogs are well spread out, 
and you need to take a variety of methods 
of transport to get them all, ranging from 
crocodiles and logs to hippos. Watch out 
for the rhinos on the first island, but once 
you have their pattern figured out, you 
shouldn’t have too much trouble at all. 
Some of the other islands may prove to be 
a bit tricky. The overhanging vegetation 
makes it difficult to see the hazards that 
Frogger faces, such as crazy monkeys and 
frog-eating plants. 


TO GET INFINITE LIVES: 


Pause the game while you’re playing, then 
press >, E, A, E, A, X. 


TO UNLOCK ALL OF THE ZONES: 


Pause the game while you’re playing and 
press >, E, A, @, A, R1), £), R), Œ, ©. 


TO UNLOCK ALL OF THE LEVELS 
WITHIN EACH ZONE: 

Pause the game while you’re playing and 
press >, E, A, E, A, R1), (43), RD, (4), a, 
B, 4. 


800B6C500009 
800B3DF80900 


Infinite Lives 
Infinite Time 


4399084 


GAUNTLET LEGENDS 


SECRET HEROS 


Secret Heroes are unlocked by collecting 
coins in the five secret stages. For a listing of 
these stages, consult section 1 or the 
appropriate stage walkthrough. Once these 
Heroes are unlocked, you may switch to them 
but you can't start new games with them. 

Secret Heroes are generally identical to 
their normal counterparts (Valkyrie 
becomes Falconess), but they have one 
advantage that demands switching to them 
as soon as they become available: When a 
Secret Hero is promoted, the increase in its 
statistics is greater than for one of the four 
basic characters. 


SECRET STAGE: GAUNTLET 
TREASURE ROOM 


MINOTAUR 


Unlocked by Secret Stage 
e Gauntlet Treasure Room (Mountain) 


Turbo Attacks 

e Level 1: Underhand Chop or Overhead 
Throw 

e Level 2: Fire Arc 

e Level 3: Plasma Trail 


GOALS 


e Collect 50 Minotaur Tokens 


POWER-UPS 


e Minotaur Tokens 


Door to the secret stage is located near the end 
of Cliffs of Desolation. 


GAUNTLET 
LEGENDS 


SECRET STAGE: SPACE 
STATION 5 


FALCONESS 


Unlocked by Secret Stage 
e Space Station 5 (Castle) 


Turbo Attacks 

e Level 1: Flip Assault or Giant Flying Blade 
e Level 2: Multi-Blade Arc 

e Level 3: Sky Lance 


GOALS 

e Obelisk: No 

e Rune Stone: No 

e Legend Item: No 

e Secret Level Access: No 


POWER-UPS 


e Falconess Tokens 


Door to the secret stage is located near the end 
of Lost Caves. 


SECRET STAGE: 


PSYCHEDELIC S 


TIGRESS 
Unlocked by Secret Stage 
e Psychedelic Stun Chamber (Town) 


Turbo Attacks 

e Level 1: Scepter Slam or Energy Ball 
e Level 2: Rock Shower 

e Level 3: Demon Skull 


GOALS 

e Obelisk: No 

e Rune Stone: No 

e Legend Item: No 

e Secret Level Access: No 


POWER-UPS 


e Tokens 
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See 


ak W 
Follow the same basic pattern as this map. 
There are a few more coins around so grab 
all that you can along the way. 


Door to the secret stage is located near the end 
of Poisoned Fields. 


SECRET STAGE: THE 
ABANDONED BEACON 


JACKELL 


Unlocked by Secret Stage 
e Abandoned Beacon (Ice) 


Turbo Attacks 

e Level 1: Poison Arrow or Triple Arrow 
e Level 2: Double Bow 

e Level 3: BFG 


GOALS 

e Obelisk: No 

e Rune Stone: No 

e Legend Item: No 

e Secret Level Access: No 


POWER-UPS 


e Tokens 


See if you can collect all the coins. 
Unfortunately it won’t unlock any new 
characters. 


Door to the secret stage is located near the end 
of Frozen Camp. 


SECRET STAGE: 
THE SHADOW MAZE 


GOALS oe 
e Obelisk: No * 
e Rune Stone: No 
e Legend Item: No 
e Secret Level 
Access: No 


POWER-UPS 


e Sumner Tokens 


Door to the secret stage 
is located near the end 
of The Battle Trenches. 


This list is based on the default controller. 


ACTION BUTTON PRESS 
Move up T 
Move down v 
Move left £ 
Move right > 
Block Neutral 


Heavy Punch/Swing Weapon/Throw Knife a 
Light Punch/Fire Weapon a 
Kick x 
Activate Rage Meter (wait until active) e 
Throw #1 X+m 
Throw #2 B+A 
Follow-up Attack to Throw #2 

(not all characters have this) a 
Jump (3) 
Crouch/Pick up Items/Block Low (2) 
Lock on a Specific Enemy (release and 

press again to switch enemies) (R2) 


WIPEOUT MOVES 


The thin yellow bar beside your character's 
health meter represents the state of his 
Wipeout Move. Each character's Wipeout 
Move can be activated by pressing all four 
shoulder buttons simultaneously 

(E+ £2)+ (Ry) +(R2}). The Wipeout Move 
damages every enemy in the nearby vicinity 
and is the best way to free yourself from a 
gang of foes. The Wipeout Meter is charged 
every time you inflict damage on an enemy 
with a hand-to-hand technique (throws and 
foreign objects don't affect it), as well as 
every time you are damaged by an enemy. 
When you use your Wipeout Move the 
meter returns to zero. Perform Wipeout 
Moves at any time during the game, but if 
you activate one before the Wipeout Meter 
is full, you lose some of your health. 


RAGE MOVES 


Underneath the Wipeout Meter is the blue 
Rage Meter. The Rage Meter has three 
levels, and the current state of its charge is 
indicated by the number of flashing blue 
bars to the right of the horizontal bar. Rage 
Moves can only be activated when at least 
one bar is charged and flashing. The Rage 
Meter is charged in the same fashion as 
the Wipeout Meter, as well as slowly 
charging on its own. Level two and three 
Rage Moves wear off over time; keep an 
eye on the Rage Meter so you know when 
its effects will dissipate. 


ACTION 
Light Punch 


Heavy Punch 


Kick 

Kick, Kick 

Kick, Kick, Kick 
Jump Light Punch 
Jump Heavy Punch 
Jump Kick 


Crouch Kick 


Jump Kick 


Light Punch + Kick 


Light Punch 


Heavy Punch 


Kick 

Kick, Kick 

Kick, Kick, Kick 
Jump Light Punch 
Jump Heavy Punch 
Jump Kick 


Crouch Kick 


Light Punch + Kick 
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Light Punch, Light Punch 
Light Punch, Light Punch, Light Punch 


Heavy Punch, Heavy Punch 
Heavy Punch, Heavy Punch, Heavy Punch 4,4,4 


Crouch Light Punch 
Crouch Heavy Punch 


Gee 


Jump + Kick + Light Punch 


Jump + Heavy Punch 
Light Punch + Heavy Punch 


Light Punch, Light Punch 
Light Punch, Light Punch, Light Punch 


Heavy Punch, Heavy Punch 


Crouch Light Punch 
Crouch Light Punch, Crouch Light Punch 
Crouch Heavy Punch 
Crouch Heavy Punch, 
Crouch Heavy Punch 


Jump + Kick + Light Punch 
Light Punch + Heavy Punch 


BUTTON PRESS 
a 


()+xX+m 


+X 
+a 
E+ 


Light Punch + Heavy Punch, Light Punch m+4A,m 
m+x 


BUTTON PRESS 
a 


m,m 
25,8 
A 

AA 

x 

x,x 
X,X,X 
tD, m 
tD,4 
(a,x 


ca (hold), = 
c3 (hold), m = 


(hold), 4 


(hold), a a 


(hold), x 


((i)+xX+m 


B+A 
m+x 


Light Punch 
Light Punch, Light Punch 


Heavy Punch 
Heavy Punch, Heavy Punch 


Heavy Punch, Heavy Punch, Kick 
Kick 

Kick, Kick 

Kick, Kick, Kick 

Kick, Kick, Kick, Kick 
Jump Light Punch 

Jump Heavy Punch 

J Jump Kick 

Crouch Light Punch 

Crouch Heavy Punch 
Crouch Kick 

Jump + Heavy Punch 
Crouch + Heavy Punch 
Light Punch + Heavy Punch 


Light Punch + Kick 


ACTION 

Light Punch 

Light Punch, Light Punch 

Light Punch, Light Punch, Light Punch 
Light Punch, Light Punch, 
Light Punch, Light Punch 
Heavy Punch 

Heavy Punch, Heavy Punch 
Kick 

Kick, Heavy Punch 

Jump Light Punch 

Jump Heavy Punch 

Jump Kick 

Crouch Light Punch 

Crouch Heavy Punch 

Crouch Kick 

Crouch Heavy Punch, 

Light Punch, Light Punch, Kick 


Crouch Light Punch, 
Heavy Punch, Heavy Punch, Kick 


Jump + Heavy Punch 
Light Punch + Heavy Punch 
Light Punch + Kick 


BUTTON PRESS 
a 
Light Punch, Light Punch, Light Punch 


Heavy Punch, Heavy Punch, Heavy Punch 


Bae 


Light Punch + Heavy Punch, Light Punch 
Light Punch + Heavy Punch, Heavy Punch m+4,4 


X,X,X 
X,X,X,X 
T, m 
t, 4 
©,x 
(hold), m 
(hold), a 
(hold), x 
T+A 
+a 


a (hold), 
m, A, A,X 


+a 


m + A (hold), 


+x 


CONTINUED 2> 


B+A a 


CONTINUED > 


GORILLA 


Light Punch 
Light Punch, Light Punch 
Light Punch, Light Punch, Light Punch 25,8 
Light Punch, Light Punch, 

Light Punch,Light Punch m,m, m, E 
Heavy Punch a 
Heavy Punch, Heavy Punch A,A 
Heavy Punch, Heavy Punch, Heavy Punch 4,4, a 
Kick x 


Jump Light Punch m,m 
Jump Heavy Punch (i), 
Jump Kick (),x 


Crouch Light Punch 
Crouch Heavy Punch 


© (hold), m 
T3 (hold), à 


Crouch Kick ca (hold), x 
Light Punch + Heavy Punch B+A 
Light Punch + Heavy Punch, Light Punch m+4,@ 
Light Punch + Heavy Punch, 

Jump + Heavy Punch B+a T+A 
Light Punch + Kick m+xX 


KOBUCHI 


ACTION 
Light Punch 

Light Punch, Light Punch a5 
Light Punch, Light Punch, Light Punch 5,5,8 
Heavy Punch A 
Heavy Punch, Heavy Punch A,A 
Heavy Punch, Heavy Punch, Heavy Punch 4,4,4 


Kick x 
Kick, Kick XX 
Jump Light Punch í, m 
Jump Heavy Punch i), 
Jump Kick a,x 
Crouch Light Punch 12) (hold), m 


Crouch Heavy Punch c (hold), a 


Crouch Kick T (hold), x 


= 


J 
N) 


Crouch + Light Punch + Kick +m +X 
Light Punch + Heavy Punch B+A 
Light Punch + Heavy Punch, Heavy Punch m+4,4 
Light Punch + Kick m+x 


ACTION 


BUTTON PRESS 
Light Punch C] 
Light Punch, Light Punch an 
Light Punch, Light Punch, Light Punch e,m, E 
Heavy Punch A 
Heavy Punch, Heavy Punch A,A 
Kick x 
Jump Light Punch c, m 
Jump Heavy Punch 9,4 
Jump Kick t,x 
Crouch Light Punch (£2) (hold), m 
Crouch Light Punch, Light Punch Œa (hold), m, m 
Crouch Heavy Punch ca (hold), a 
Crouch Heavy Punch, Heavy Punch Œa (hold), à, A 
Crouch Kick © (hold), x 
Jump + Heavy Punch +a 
Jump + Kick +x 
Light Punch + Heavy Punch B+A 
Light Punch + Kick m+X 


KINTARO 


ACTION BUTTON PRESS 
Light Punch a 
Light Punch, Light Punch mu 
Light Punch, Light Punch, Light Punch a,m, E 
Heavy Punch A 
Heavy Punch, Heavy Punch A,A 


Heavy Punch, Heavy Punch, Heavy Punch 4,4,4 


Kick x 
Kick, Kick x,x 
Jump Light Punch c, m 
Jump Heavy Punch ti), 
Jump Kick ,x 
Crouch Light Punch c (hold), m 
Crouch Light Punch, Heavy Punch (2) (hold), m,a 
Crouch Heavy Punch ca (hold), a 
Crouch Heavy Punch, Light Punch Œa (hold), 4, m 
Crouch Kick (£2) (hold), x 
Light Punch + Heavy Punch m+A 
Light Punch + Heavy Punch, Heavy Punch @+4,4 


Light Punch + Kick m+xX 
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AKUJIN 


‘ACTION 


BUTTON PRESS 
Light Punch E 
Light Punch, Light Punch CA] 
Heavy Punch a 
Heavy Punch, Heavy Punch AA 
Kick x 
Kick, Kick x,x 
Jump Light Punch co, m 
Jump Heavy Punch TI, A 
Jump Kick T,X 
Crouch Light Punch 12) (hold), m 


Crouch Light Punch, Light Punch (2) (hold), m, m 
Crouch Light Punch, Light Punch, 

Heavy Punch © (hold), m, m,a 
Crouch Heavy Punch ca (hold), a 
Crouch Heavy Punch, Heavy Punch ŒD (hold), à, a 
Crouch Heavy Punch, Heavy Punch, 

Light Punch E (hold), a, a,m 
Crouch Kick Œ (hold), x 
Light Punch + Heavy Punch B+A 
Light Punch + Kick m+x 


A Different power-ups and moves are more 
useful in some situations than others, so 
experiment! 


YOUR GECKO 


The Tail Whip, the Jumping Tail Whip and the 
Tail Bounce are all pretty self-explanatory 
moves defined in the game’s manual. 
However, there are a few other gecko tricks 
that come in handy along the way. 


CATCHIN’ BUGS 


Be on the lookout for these power-up bugs. 
Power-ups are your best weapons, so find 
them, stock up on them, snag them, and 
use them! 


Butterfly: Gives you an extra life. 

Blue Firefly: These enable you to hurl 
Ice Balls, freezing 
enemies. Use blocks of 
ice to reach other levels. 

Red Firefly: This turns you into a 


flamethrower, cooking 
enemies on contact. 
Definitely one of the best 
weapons. 

Hurl bolts of electricity. 
Shocking results in the 
graveyard. 

Makes you a faster 
critter. Hold these in 
reserve until you really 
need to use them. 
These make you 
invincible. 


GEX’S WORLD ALMANAC 

Gex’s world revolves around one thing: 
television! After all, whose world doesn’t? 
It’s up to you to help Gex find the remotes 
he needs to get to the next world. 


SMART MOVES 

When you encounter breakable blocks 
while on the ceiling, stand with the blocks 
under your tail and tap # and Tail Whip. 


Yellow Firefly: 


Centipede: 


Caterpillar: 


The loveable little green guy has his work cut out for him in his first adventure— 
but these tips should make his life much easier. 


ABreakable blocks in the ceiling? No 
problem for the agile little green guy. 


e Using the same principle, whip your tail 
overhead while clinging by pressing away 
from the wall and tapping the Tail Whip 
button. 

e It’s not necessary to jump from the wall 
to pick up gold flies. Simply perform a 
tongue lash in the direction of the flies. 

e Certain power-ups give you special 
abilities when you grab them with your 
tongue and swallow them. But even 
simply tail-whipping any power-up will fill 
an empty paw in the health meter. 

e Extra power-ups of an ability you already 
possess (electric bolts, for example) 
won't be ignored. Pick them up with the 
tongue lash and they will take effect once 
the first power-up expires. 

e With the Ice Ball power-up you can freeze 
foes in a block of ice temporarily and use 
the block as a platform. 


THE GRAVEYARD SHIFT 

As Gex travels through the media 
dimension, he stumbles across a creepy 
old horror picture. Get him through this 


AThere’s almost nowhere that Gex can’t go, 
given the right power-ups and some 
imaginative moves. 
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; Ah hyh y * K 
AThe jungle hides many power-ups and 
secret areas. Keep an eye out for trap doors 
and moving walls as you explore, and get 
ready for some serious fights! 


with some tongue-ticklin’ and tail-thrashin’ 
action. Use the skulls to kill the other 
undead by jumping just right. 


SATURDAY MORNING CARTOON 


These losers got thrown off Bozo’s cartoon 
hour and now they’re stuck in Cartoon 
World. Plenty of secret areas will help you 
power up. Beware of the clown rings: they 
can be whipped apart, but you’ll end up 
taking on more enemies. 


IT’S A JUNGLE OUT THERE 


Gex has got himself into another 
mysterious adventure— except this one 
may be the death of him! Use the trap 
doors and moving walls to your advantage; 
most enemies can be trapped and killed 
with a little jungle fever. 

This place has all the power—you just 
have to know where to look. Secret areas 
hide plenty of power-up bugs, but you have 
to fight for em. Who, ya’ say? Ninjas, 
Samurais, and who knows, David Carradine? 
Rev up that tail, gecko, you’ll need it. 


REZ’S NERVE CENTER 


Now you’ve found the big cheese—or at 
least the stinky cheese. Gex will be 
climbing the walls here. Keep moving at all 
times and out of harm’s way at all cost. 
Special power-ups are cleverly concealed, 
but they’re still easy to find—just take the 
time to look. 


80097B2C0064 
80097B1C0003 


Infinite Lives 
Infinite Health 


SS 


ENTER THE GECKO 


GEX 


188 


GEN: ENTER 
THE GEGRO 


The reptilian mass media addict returns to the PlayStation in his first three-dimensional adventure. Here’s everything 


you need to know to help him out. 


GENERAL ADVICE 


e Use the cameras to your advantage. By 
using the camera mode and joypad or 
joystick you can look around from Gex’s 
viewpoint. This enables you to discover 
where to go next or where to find 
goodies, including secret remotes. Some 
jumps are easier if viewed from directly 
behind Gex, or from his side, so it’s 
viewed like an old 2-D game. 

e Don't forget Gex’s karate kick. This move 
isn’t essential to kill enemies, but it has a 
greater range than a standard running 
jump. While running, press and t 
together (you can press E3 in place of 
R3, but it’s easier when the buttons you 
have to press are on the same side of the 
controller). 

e You can enter a level as many times as 
you want, even when you have all of its 
remotes. It’s a good idea to go through 
the earlier levels a few times, collecting 
purple flies and collectibles to build up 
your stock of lives. Sometimes you must 
sacrifice a life so that you can re-kill 
enemies to get their collectibles—getting 
the reward remotes on some levels is 
impossible otherwise. There are tricky 
areas where you will lose life after life, a 
difficulty compounded by the fact that 
there’s only one checkpoint per level. 

e It’s better to work through the game, 
saving your progress to memory card, as 
passwords only store the remotes that 
have been gathered. You begin with five 


lives, just as you would if you had started 
the game from the beginning. 


Gex 3D is such a big game, we couldn't fit 
a complete solution into this book, but this 
walkthrough covers several levels and 
includes their secret remotes’ locations. It 
doesn’t mention obvious pick-ups like 
those found in Gex’s path and those left 
behind when enemies are killed, and there 
may be a few secret areas that explorers 
can unearth. 


OUT OF TOON 

1. Jump to the teetering rock 

2. Hunt the two hunters 

3. Whack five purple mushrooms 


Before you go racing through this Warner 
Brothers-inspired level, retrace your steps a 
little to find the first purple mushroom 
(objective three). Smash it with your tail- 
spin move, then proceed, running through 
the right-hand bush to get the carrots 
inside. In this and any other “Toon” levels, 
it’s always worth checking bushes and 
trees for collectibles. 

Bearing right, attack the road sign for 
more carrots, then jump onto the water 
tower spout, then the tower itself for a 
green fly. You won't have lost any energy, so 
leave it hovering around Gex’s head. Drop 
off the tower and kill the giant bee. 

The water tower spout points to a large 
rock; behind it is a purple mushroom. 
Collecting the goodies from this fungus 
should give you an extra life and make the 
common collectibles tin cans. Jump onto 
the small swaying tree next to the rock, 
then to the nearby ledge. Avoid or kill the 
mallet-wielding flower and jump over the 
picket fence to tail-spin the giant carrots 
for the pick-ups they hold. 

At the end of the ledge, jump onto the 
small tree, then to the huge girder. Walk 
along the girder so that it tilts, then run 
back the way you came and jump to a 
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higher ledge. Up here is the third 
mushroom and a purple (extra life) fly, 
guarded by a smiley-faced enemy. 

Now you can use the girder as a 
bridge, but it’s safer to drop to the ground 
and wade through the water to the rainbow 
platform around the waterfall. Jump up, 
then run left and follow the path. 
Attack/avoid the mallet flower and get the 
green fly and purple mushroom from this 
area. Jump to the ledge above or use the 
plank as an elevator, then cross the 
waterfall and destroy the last purple 
mushroom! At around this time, you should 
also have over 40 tin cans, so you earn an 
extra life, and the collectibles become TNT 
detonators. 

Before you collect the red remote from 
near the waterfall, follow the narrow path 
near the final mushroom. You land on a 
frozen pond, and nearby a snowy bridge 
extends and retracts. Just as it extends, 
run along and jump onto a small platform 
where the level’s secret remote awaits! 

Play back through the level to the top 
of the waterfall, where you got the last two 
purple mushrooms. Follow the conspicuous 
path with brick walls and flowers on either 
side to the mound beyond. 

Go through the rabbit hole in the center 
of the mound. When Gex emerges on the 
other side, he’s wearing a pink bunny 
costume! Retrace your steps to find a 
hollow log with an extra life inside. 

Nearby you find the first of the two 
hunters you must kill to fulfill the second 
objective. The large bullets he fires track 


you relentlessly, but they’re slow enough to 
evade. Run to the hunter and tail-spin him. 
When he’s dazed, attack again and again 
till he’s dead. 

Run up the large split log, avoiding the 
bear traps, and get the green fly from the 
boulder on the right. From the nearest 
corner of this area, you can see a ledge 
back toward the way you came. Along 
here, past more traps and a bee, is an 
extra life fly (purple). 

Back on the main path, avoid the bear 
traps and walk around the back of the vast 
tree stumps. There’s a door cut into the 
largest one, and inside is another purple fly! 
Now use those stumps as stepping stones 
and, at the top, get onto the single tree 
stump for TNT before killing the second 
hunter. At this point, you should have 
enough TNT to earn the reward remote. Go 
to the water at the bottom of the split log 
and claim your second red remote. 

For the final objective, go back to 
where you defeated the second hunter and 
continue ahead, running past the traps and 
down the rabbit hole. When you emerge, 
you can see a checkpoint on the first ledge 
above a pool. Jump upstream to find 
collectibles at the waterfall’s source. At the 
left of the highest ledge, cross the stone 
bridge when the wind is blowing, then 
retrace your steps “out” of the screen and 
jump onto a plank. It will carries you to an 
extra life guarded by a smiley face. 

Back at the stone bridge, go beyond the 
second bridge ahead to get a green energy 
fly, then cross it when the wind stops 
blowing. Run along the road, attacking the 
smiley and road sign, then use the rock 
platforms to reach a ledge above. 

Go right for goodies then all the way left 
when the wall retracts. Jump to the top of 
the small ledges next to the moving walls. 

When both sections extend, run along 
them and jump out, away from the cliff 
face, to land on a small platform. The large 
platform you can reach is the teetering 
rock! Walk around the rock so that its 
highest edge is facing the final remote, 
then run and jump for it! 

If you have played through carefully 
and collected enough items, you will have 
over 20 lives and, of course, three red 
remotes, which means you can play a 
bonus level, Gilligex Isle. 


Boss Level 
R2),4, @, L), 8, @, 
R23), A, (L2), (Ri), X, 


L1), E, @, R2 
a, 0, m, x, 


ATail-spin the blue fireballs back at the 
bosses. 


Opposite the large gates near the start of 
the Media Dimension, this is a boss level. 
Make that bosses, since you face a trio of 
witch doctors, the Tiki brothers. 

While you run left and right around the 
nearest arc of a circular platform, the Tiki 
brothers launch fireballs at you from the 
opposite side. Avoid the ordinary ones and 
tail-spin the blue fireballs in the groups of 
three, batting them back at the brothers. 

Stay in the “c” section at first. Then, 
when you’ve gotten rid of the first witch 
doctor, go to the left or right part of the 
platform. It’s trickier now because walls of 
flame sweep across the platform. Jump 
these and avoid ordinary fireballs while 
batting blue ones. 

When there’s only one Tiki brother 
remaining, you have to move around the 
platform after each salvo of fireballs, since 
the last doctor doesn’t sit still for long. 
When the Tiki clan are dispatched once 
and for all, you get your first gold remote! 

Now the big gates open, but you still 
have Smellraiser to play. 


SMELLRAISER 


1. Survive the haunted mansion 
2. Smash five blood coolers 
3. Ride the haunted elevator 


L1), @ @ A, A 


As you enter you can take the left or right 
staircase. Take the left and tail-spin the 
grandfather clock for fun! At the top of the 
first flight, jump left for skulls. Continue up 
and around to the main staircase, jump the 
gap and go through the double doors. 

In the next room, kill the big pumpkin 
and then get onto the low table on the left. 
It carries you up and around to a platform, 
where a second floating table can be used 
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to reach a red fire fly and the first of the 
five blood coolers. Jump to the ground 

through the arc of skulls, then leap onto 
the sticky wall ahead. Crawl up the wall 
and onto the ledge. 

Jump over the gap, through the skulls, 
to avoid the face morphing out of the wall. 
Don't worry about falling down the gap, as 
you won't be hurt and it’s easy to return to 
this point. Right about now, you should 
earn an extra life from gathering 
collectibles, which become gravestones. 
Go through the door. 

Walk or jump to the lower area and tail- 
spin the zombie. Keep attacking to knock 
gravestones out of him. Go around and onto 
the gantry, but before you use the sticky wall 
at the far end, jump into the alcove opposite 
it, then left onto a ledge. Follow this around 
and get the green fly—if you haven't eaten 
the red fly from earlier, you automatically do 
so now, setting Gex ablaze and making him 
invulnerable for a while. 

Now you can climb onto that sticky wall. 
When you get to the top, jump onto the 
chandelier, then off again before it crashes to 
the ground. When you land, look for the crack 
in the left wall. Stand next to it and press 
or R2) to crouch, causing collectibles to jump 
out. Over the next chandelier, avoid the wall 
face and kill the pumpkin. 

Before using the door, bear right and 
smash the second blood cooler. Now run 
against one side of the nearby bookcase to 
rotate it and get behind. Including 
gravestones, you find a switch. Tail-spin it and 
you see a cut-scene of the haunted elevator 
switching on, ready for objective three. 

Go through the door and you see a 
“Go into the light” message referring to the 
ghost you soon encounter. They float 
around a light, but as long as you’re in the 
middle of it they can’t hurt you. 

Go to the bottom of the stairs and 
activate the restart television, then turn left 
and work your way along the bookcases, 
collecting gravestones. Between the first 
two is a gap to peek inside with ŒD/RD. At 
the end of the second pair of bookcases is 
a green fly and a blood cooler. The basic 
collectibles should now become hockey 
masks, if they haven't already. 


A Watch out for those walls of flame. 


CONTINUED > 


X39 


049349 JHL YALNI 


ENTER THE GECKO 


GEX 


CONTINUED > 


AGex gets into Indiana Jones mode for this 
gem-hunting bonus level. Just grab them and 
get out. 


When you go past the large TV, where a 
remote will be collected later, you find a 
final bookcase. Jump from the top of the 
room’s opening staircase to reach the 
masks up here. Now go into the light at the 
center and get the extra life, then dash out 
again and up the other staircase. 

Turn right at the top and kill the fire- 
breathing skull. The carpet indicates the 
direction you should run and jump to find a 
door. As soon as you go through, turn 
around to find the fourth blood cooler. Go 
down the slope and into the water, getting 
the green fly from the far left corner, as well 
as masks from around the toilets. 

In the next room, run past the axes 
when they raise. Turn left to get a green fly, 
if you need it, then reverse your direction 
and kill the pumpkin. By now you should 
have over 50 hockey masks, earning the 
reward remote. Jump up to the fire- 
breathing skull and spin it, then when the 
face morphs back into the wall, use the 
chandelier to reach the ventriloquist’s 
dummy. Attack once to separate the head, 
then tail-spin the head again—the body’s 
invulnerable. Run into the light—where 
you’re safe from the ghost—then, when the 
floating table re-materializes, run out and 
use it as a stepping stone. 

Take the left door to enter the haunted 
elevator. It automatically descends, and 
when you exit, a red remote is dead ahead. 
Don’t collect it! Go through the arch on the 
left to find an extra life, then drop down to a 
sewer-like tunnel to find the hidden remote. 
Now go back and collect the red remote. A 
bonus round becomes available, but we 
haven't finished with Smellraiser yet. 

Play back through the level as before, 
but don’t bother to enter the haunted 
elevator (it won’t ascend this time, so forget 
about getting that extra life again). Go 
through the door instead, and you'll see 
the remote for completing the level 
(objective one). Before collecting it, look 
around the room to find an extra life and 


the final blood cooler—for the final remote, 
do the same but return to the TV near the 
bookcases and ghost when you have 
smashed the last cooler. 

If you’ve been careful, you should have 
around 35 lives by now. However, once the 
Aztec 2 Step bonus round is over, things 
get a little trickier. 


AZTEC 2 STEP 


Bonus Level 


12), t1), X, E, @, A 
(ki), (£2), £3), X, ©, 
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This bonus round involves collecting 50 
gems within a three-minute time limit. This 
may prove a little tough the first time 
around when you don’t know where to find 
the gems, but try until you succeed. 

In his Indiana Jones garb, guide Gex 
around the first room. There are gems 
everywhere, so you should have no 
problems. Note that some are on stone 
plinths that act as giant switches. When 
there are 25 gems left to collect, you have 
cleared this room, so go up the steps at 
the end. 

Here there are no gems to be seen! You 
need to step on the plinths to slide back 
stone panels, revealing gems behind. Only 
one of the plinths in each group is a 
switch, so hop on each till you hear the 
panel move, get the goodies, then move 
around the room to the next set of plinths. 

When you have all 50 gems, you get an 
extra life and the floor of the second room 
descends. Jump down the hole to enter a 
chamber; at the end is a gold remote. 
There aren't any secret goodies here, so 
just run and jump to that remote! 


MAO TSE TONGUE 


1. Defeat the deadly dragon 
2. Traverse the rocking pillars 
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Going through the giant gates in the Media 
Dimension, you have three levels to choose 
from, but Mao Tse Tongue is the easiest. 
From the start, run and kick in the door 
ahead to enter the sushi bar. Give the ninja a 
couple of tail-spins and go through the door. 
Drop to the ground then kill two more 

ninjas. You can avoid them by jumping onto 
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the semi-circular series of platforms—there 
are vases to break open for take-away 
cartons up here. More of these collectibles 
can be found by scuttling along the sticky 
underside of the arch. Use more sticky 
walls at the end of the room to reach a 
bridge-like platform. 

Dash past the huge swinging blades 
when it’s safe to do so—use the semi- 
automatic or manual camera so you view 
the scene side-on, and can easily judge the 
blades’ positions. Run past the purple 
section (it collapses) and kill the ninja. 
Jump forward onto the diamond shape on 
the wall—it’s sticky. The diamond rotates 
and drops you in a new room. 

Get onto the stack of platforms 
opposite and bang the gong with your tail 
to make columns rise from the ground. Use 
these as stepping stones and tail-spin the 
fire-breathing head. Use either of the yin- 
yang signs as trampolines, get the green fly 
from the platform above—you’re likely to 
need its energy—then adjust the view for 
safe passage past another huge blade. Be 
quick, because the platform sections 
collapse. Bang the gong and go through 
the tall doors. 

You arrive in an open area. Two ninjas 
appear (the take-out cartons should have 
become yin-yangs by now) then another 
two, before trampolines are revealed. Use 
either of them to reach a ledge, where 
there are vases, a fiery head and two 
gongs. Bash both gongs to reveal a sticky 
diamond that carries you spinning across 
the room. 

More vases on ledges contain pick- 
ups, and there are collectibles between the 
points of rocking pillars — objective two is 
close! Use the yin-yang trampolines to 
reach sticky wall sections. At the top, jump 
forward, forward-left, forward-right, 
forward, forward-right, forward-right, 
forward-left, and left to reach the last of the 
pillar tops. Remember to jump when the 
pillars sway nearest to each other. 


ASome of the pillar bases in the second part 
of Aztec 2 Step are actually switches, which 
open the wall panels hiding the gems you 
must collect. 


With the first red remote yours, re-enter 
this level and break into the clothing store. 
After beating the ninja, go through the door 
and along the corridor, bashing another 
ninja. Jump onto the rotating paddle and 
bang the gong in one of the large alcoves. 
There’s a green fly in another alcove, and 
at the other one steps now appear. If you 
fall to the ground in this area, use the 
trampoline. 

Go up the steps; ignore the window for 
now. Jump around this area and try to land 
on the section of roof to the right—behind 
a panel here is the hidden remote, behind a 
panel. Go through a window and aim for 
the samurai’s head. Through the double 
doors, walk around the roof, killing ninjas 
and breaking vases, and go through two 
sets of doors (bang a gong to open the 
second set). 

In the area with posts in the ground, kill 
the fire-breathing head and then climb up 
the sticky wall. Get the green fly from behind 
the panel and get onto the cannon platform. 
Tail-spin it to launch cannonballs, and nudge 
it on one side to turn it. Take out the large 
wooden panel ahead, then the gongs on 
either side to create some steps. Jump up 
them and kill the ninja in the short corridor 
beyond. There’s a vase and a green fly, too. 
Break the window and jump through. 

Follow the roof around and activate the 
checkpoint TV, then continue and use the 
sticky wall to reach the opposite roof. 
Break through the window, spin the ninja, 
and proceed to a courtyard. Go right and 
kill giant scorpions, then go to the other 
side and slaughter a samurai. You should 
have collected enough items for the 
collectibles to be masks. Kill the scorpions 
on the small ledges nearby, then the fiery 
head higher up. 

Use the yin-yang trampoline to jump 
left, then jump up to the banner to slide 
across the chamber. Get the green fly and 
kill the fire-breathing head, then use 
another trampoline and banner. Two ninjas 
greet you. Jump upward to another banner, 
kill the ninja in the room, break the window, 
tail-spin another ninja, and slide down 
another banner. 

You arrive in a courtyard with eight 
ninjas to kill (two groups of four)! A ledge 
appears that allows you to reach a sticky 
wall. Climb up, along, then around the 
corner at the end to find yourself in an 
arena with a cannon in the middle and a 
dragon patrolling the perimeter! 

The dragon can take several hits, but 
he’s not too dangerous, since his fire only 
just reaches the cannon, so if you move to 
the opposite side of the central podium, 
you won't be hurt. If your life is in danger, 
there’s a green fly (and collectibles) behind 
a panel at the edge of the arena. With the 


A Giant pumpkins are the least of our lizardly 
hero’s worries on the Thursday The 12th 
bonus level. This is a tricky level, so pay 
attention and concentrate. 


dragon defeated, doors open and you can 
claim the second and final red remote. 


THURSDAY THE 12TH 


Bonus Level 
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This bonus round is far trickier than Aztec 2 
Step—unless you have these tips! It 
involves collecting skulls from a floor of a 
haunted house, then choosing the correct 
door to reach the next floor. There are 
jumps to make and collapsing chandeliers, 
too, but it’s mostly a case of choosing the 
correct door out of a selection of up to four. 

Imagining that each floor’s doors are 
numbered from left to right, the sequence 
is: two, three, three, one, use stairs, three, 
two (double doors), three, two (extra life 
behind three), one, one, one (extra life 
behind three), and now you should earn an 
extra life for collecting all 50 skulls. Now 
enter the door at position one (it has a 
green tint) and go up the stairs inside to 
claim a gold remote. 


WWW.DOTCOM.COM 


1. Scale the bionic launch tower 
2. Cross the data bus bridges 


x, E1, a, E, X, 
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First collect batteries from around the lower 
area, because they’re relatively rare on this 


level. To get the reward remote, you have to 
lose at least two lives so that you can kill 
the same enemies again and get more 
collectibles. Step into the glowing energy 
field in the center of the room to charge 
Gex up. Set into the wall you faced at the 
beginning is a green alcove—these squares 
act as springboards when Gex is charged. 
At the top of this jump, run around the 
platform to reach another springboard 
before your charge runs out. If it fizzles out, 
you have to start again. 

You can divert from the next platform 
to get a green fly, but there’s one here 
anyway. Go through the shimmering door 
and collect some more collectibles, which 
should become red LEDs by now. Navigate 
the light bridge, jumping over the light 
spheres that glide along it. An elevator links 
you to another bridge that you should first 
walk down to get an extra life. 

After jumping a gap and following the 
path, you then have to jump up to another 
bridge. This has got the most awkward 
spheres to leap over. A couple of baddies 
lead you to a shimmering door, and on the 
other side you find an energy field. Charge 
Gex and use two springboards, with a fly 
on the platform between. You can get 
another green fly from the edge of the 
chamber before charging again for two 
more springboards. 

Killing a roving robot should make the 
collectibles become atoms, if they’re not 
already. Then charge Gex up to use three 
springboards. Don’t be so fast the first time 
around, however, as the secret remote is 
waiting in the corner. When you have used 
the third springboard, you can see the red 
remote, guarded by a robot. Jump across, 
tail-spin it, and get the remote. 

The next time around, climb on the 
computer chips on the left of the room (as 
you begin) to find a different energy field. 
Kill the enemy and jump a gap, then you 
can go left and around to get a green fly, or 
get down to business and bounce on a 


A Make sure to use the free view mode to 
carefully judge any tricky jumps before 
attempting them. 
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ANeed a lift? This handy rocket is just the 
ticket. 


springboard. At the top, generate an energy 
bridge with Gex’s charge, run along it and 
turn right, through the shimmering door. 

Kill the enemy and jump across the 
light bridge, leaping over the harmful light 
spheres when they pass by. There are 
some long jumps to make here, so be sure 
to jump from the edge of each bridge 
section. At the end, kill an enemy, go 
through the door, activate the checkpoint, 
and kill another. 

Now you have to charge Gex and 
create three energy bridges, jumping gaps 
along the way. Don’t worry about falling, as 
it’s easy to get back up. Kill two bad guys 
and go through the shimmering door. 

More enemies await, and then there’s a 
tricky jump to a rotating platform. Again, 
don’t worry about falling. When you get on 
the platform, tail-spin the green switch to 
release the platform. Naturally, you’re 
aiming for the other side of the room, but 
it’s hard to aim—try it when the platform is 
on the left of the hub. Kill three enemies 
and go through the door. 

Now you’re at the last but most 
awkward section. Kill the robot guarding 
the energy field, then go back the way you 
came, jump on the elevator pad, run along 
the bridge you create, use another elevator, 
and make another bridge to run along. This 
maneuver can prove tricky, but luckily the 
first elevator can be jumped to when in the 
raised position, and Gex can go directly to 
the second one when it’s lowered. 

Jump over to the second energy field 
then to an energy bridge generator. At the 
end, jump onto a moving platform then off 
again to get the second red remote! 


MOOSHOO PORK 
Boss Level 
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ASome of Gex’s costumes are better 
than others. 


Time for another boss. The half pig, half cow 
Mooshoo is tougher than the Tiki brothers, 
but takes only a little practice to defeat. 

As the level starts, he starts to chase 
you, which is exactly what you want. Run 
around the back of the area, opposite the 
switch, and jump over the acid trough. 
Don’t jump onto the central podium or 
you’re instantly electrocuted. Run down and 
tail-spin the switch to zap Mooshoo Pork. 

Now you need to draw Mooshoo away 
from the switch. He flicks it to send sparks 
along the floor, running from grilles on 
either side. These should be jumped, or 
you can stand to the left of the acid trough. 
Get close enough to get Mooshoo to follow 
you, then do a circuit of the room and flick 
the switch again. 

After electrocuting Mooshoo three 
times, the grilles on either side disappear, 
so you have to jump over the acid troughs 
underneath, as well as the sparks that 
come from these areas. When you use the 
switch a fourth time, Mooshoo Pork is 
defeated and you earn a fourth gold 
remote. A level opens up above the arch in 
the Media Dimension, and a gate unveils a 
whole room of other levels! 


A Keep an eye on the background when 
exploring—who knows what you might spot in 
the distance? 
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Infinite Lives 
Infinite Health 
Infinite Time 
Infinite Time 
Infinite Time 
Infinite Time 
Infinite Time 
Infinite Time 
Infinite Time 
Infinite Time 
Have All Remotes 
Have All Remotes 
Have All Remotes 
Have All Remotes 
Have All Remotes 
Have All Remotes 
Have All Remotes 
Have All Remotes 
Have All Remotes 
Have All Remotes 
Have All Remotes 
Have All Remotes 
Have All Remotes 


800953100063 
800953140004 
001400881500 
801400881520 
001364801500 
801364801520 
D014DDB01500 
8014DDB01520 
001371141500 
801371141520 
8009755C0707 
8009755E0707 
800975600707 
800975620707 
800975640707 
800975660707 
800975680707 
800975720300 
800975740707 
80097580FFFF 
800975820FFF 
80097584FFFF 
800975861F00 


To enter one of these cheats, pause 
the game, highlight the “Exit” option, 
then enter the code. You hear a sound 
if the cheat is entered correctly, then 
you're free to resume play. To cancel 
a cheat, input the same button 


sequence again. 


Level Select 


Hold and press: >, >, 


> 


€, >, 4, 4, 


Now resume the game and press to 


bring up level list. 


Infinite Lives 


Hold C3 and press: t, f, 


Infinite Energy 


Hold and press: ¢, >, 


bites 


Now press cc 
smooth speak. 


ULTIMATE PASSWORD 


T2) and press: >, A, 


4, 3, aA, 4 


4, 4+, >, & 


>, ¢, A, X 


t2) and press: A, ¢, @, t, + 
to make the lizard king of 


If you want instant access to all levels, 


just enter the following: 


The gecko’s back for more high action adventure. Help our scaly hero with the walkthrough and secret codes provided 


on these pages. 


REX RAKER: 


THE FINAL BOSS 


Use the jetpack as you maneuver outside 
the station, and the spacewalk is relatively 
easy. Flip the three generator switches, and 
the inner chamber opens. Inside, hit the 
Boss five times with Gex spit to save the 
day. If you fire from the perimeter walkways 
of the chamber and dodge the incoming 
missiles, the mission becomes a little less 
impossible. 

Snap Alfred one last time and then 
focus on the satellites. Use the jetpack. 
Get a good burn: The relative height of 
each platform is much trickier than the 
motion. 

Aim for the center of each 
satellite, and follow the obvious path. Stay 
clear of the rotating electrical current inside 
the generator. 

Jump to the down hatch at the end of 
the long, cylindrical ship (not the orange 
wings). Tail-bounce and tongue your way to 
the top of the cylindrical ship to make the 
leap to the last satellite. Jet over to the 
solar panel array, and follow the first in the 
series to the right. 

You need to stay clear of the rotating 
electrical current inside the generator. Let 
the glow of the current pass by—let it go 
about halfway around—and then follow 
behind. Tail-snap the switch at the halfway 
point, and the generator shuts down. Two 
more to go. 

Notice the color of this side of the 
space station—blue—for reference. Gex can 
climb on the sides of the station if you’d 
prefer. Ride the elevator up to the top of the 
station. Wait for the turret to turn away, then 
jump atop it. Continue as it turns. 

Drop down the green side of the 
station, and step off the elevator as it starts 
to rise. The pattern on the side of the 
station makes a continuous path from one 
area to the other, but you can’t jump from it 
and then use the jetpack. Make your way 
out the solar array and snap he second 
generator. 


Make your way back to the station and 
then continue around to the right. The third 
side of the station is colored red. Snap the 
third generator. The forcefield protecting 
the entrance to the Boss’s chamber 
deactivates with the final generator. 
Located inside the main chamber are three 
perimeter walkways that go around the 
Boss’s central path and three TVs. 

The Boss fires missiles. Fortunately for 
Gex, they don’t home in. The idea is to eat 
a fly, and then spit at the target in the 
center of the Boss’s stomach. 

You'll have to hit the Boss five times to 
deplete his energy bar, and fighting in close 
is too dangerous. Go out near aTV and 
stand at the extreme edge of the platform, 
so you can see the Boss’s missiles coming. 
By running from side to side between 
missile volleys, Gex has time to snap open 
the TV and have the fly attach. 

Move to the other side of the platform 
and suck the fly. Dodge the missile and 
find the target. If you try to suck the fly and 
fire from the same spot, the Boss makes 
you pay. You’ll only have time for one shot. 
To reset the TVs, run around the Boss’s 
circular walkway for a few seconds. Be 
ready to avoid his swipes. 

The Boss also does a spinning stiff 
arm. Duck onto one of the outer ledges to 
avoid it. The Boss also sends a huge 
shockwave in your direction. As long as 
Gex is running, the wave can usually be 
avoided. Realize that if you go out onto the 
ledges before the TVs reset, the Boss’s 
stomach opens—and it takes much longer 
for the walkways to reappear. 


GEX VAULT 


In Mission Control you'll see the imposing 
and very solid Gex Vault. Behind that massive 
steel door lie secrets that perhaps no gecko 
was meant to know...but we'll tell you. 

After you complete all four secret levels 
and collect the Gex Vault icons, the 
tumbiers will click and the door will swing 
wide. When you finish a bonus level, note 
the lower-right side of the Bonus Level TV 
and write down the symbol code. Inside 
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the Vault, Gex will approach a computer 
console. Enter the bonus level symbol 
codes to reveal the gecko’s secrets. 


BONUS LEVEL CODES 


Here are the codes you get for completing 
the bonus levels. Use # and + to scroll 
through the symbols, and € to shift left 
and right, and then press X when you’ve 
entered all the symbols. 


Gex Vault Codes 
Extra Life: 4, ©, x, m, m, x 
Vignette One: @, A, m, x, Ox 
Vignette Two: xX, ®©, x, A, A, @ 
Vignette Three: $, *, (J 


Movie Menu: *, x, x, @, m, a 
Play as Cuz: m, œ, m, m, 4, @ 
Play as Rex: m, x, x,m, A, A 


Play as Alfred: m, x, A, m 
Fill Health Paws: m, @, a, ; 
Ten Extra Lives: m, xX, ©, ©, 4, m 
invincibility: m, x, 4, m, 4, $ 
Level Select: m, @, @, a x 
One Liners: m, A, x, +, B, x 

Enable Cheat Menu m, m, @, @, x, x 


Invincibility 800837880005 


€ X39 


0939 43409 did 


GRAN TURISMO 


GRAN TURISMO 


Perhaps the toughest sections of this classic driving game are the second and third license tests. Here’s a step-by- 


step guide to both. 


The license tests in Gran Turismo are an 
extremely important factor in playing and 
completing the game. If you don’t pass the 
license tests you can't enter the competitions, 
which means no money and no cars! 

The license tests are split into three 
different categories: License “B,” License 
“A,” and License “A” International. Attempt 
to pass them in any order, but you must 
hold the relevant license to race in the 
corresponding series of races. License “B” 
is easy to achieve, so here is a step-by- 
step guide to the others. 


LICENSE TEST A 

You have the basic driving license but it’s 
time to get your Class “A” certificate. The 
license test consists of seven tests and a final 
examination; all must be passed to get the 
“A” driving license. This next section steers 
you through all seven basic tests, plus the 
final exam. 


LICENSE A-1 

Carused: Toyota Supra 

Time limit: 34 Seconds 

Difficulty: Easy 

Extra info: Leave the track or overrun the 
time limit and you fail the test. 


Accelerate from the start point, turn a 
corner at high speed, then complete the 
course and drive over the finish line. This 
test is similar to the one you completed 
while obtaining your series “B” license. This 
time around, the straightaway that 
proceeds the corner is much longer and 
the car you’re using is faster, which makes 
the entrance speed to the corner much 
higher, so take extra care. 

1. Hold down the accelerator and keep the 
car straight to gain speed quickly. Make 
an easy left turn before coming to a long 
straightaway. 

2. As you drive down this section of track, 
slowly veer to the right of the track and 
get ready to make the left-hand turn. 

3. Drop your speed to 55-60 mph as you 
begin to turn. Do this too early and you 
lose time; too late causes you to slide out 
of control. Once you’ve passed the apex of 
the corner, accelerate out of the turn. 

4. Slowly straighten the vehicle as the track 
straightens, then speed to the finish line. 


LICENSE A-2 

Carused: Toyota Supra RZ 

Time limit: 26 Seconds 

Difficulty: Easy 

Extra info: Leave the track or overrun the 
time limit and you fail the test. 


This test is the same as A-1. 

1. As before, keep the car straight while 
accelerating from the start line, then make 
the easy left-hand turn, accelerating all 
the time. Now that you’re on a 
straightaway, slowly move to the left side 
of the track in preparation to take the 
apex of the right-hand bend. 

2. Enter this corner at 55 mph, and speed 
to 60 mph at its apex. 

3. Drop your speed as you begin to turn, 
so you keep momentum and control. 

4. After the apex, build up your speed 
again. Slowly straighten up the car as 
you approach top speed. 


LICENSE A-3 

Car used: Mazda RX-7 

Time limit: 44 Seconds 

Difficulty: Expert 

Extra info: Leave the track or overrun the 
time limit and you fail the test. 


This is the toughest test so far. The time 
limit may initially seem high, but tight 
corners and tricky steering coupled with 
the Mazda’s relatively poor road-holding 
make this license test very difficult. 

1. Don’t steer the car when the test begins 
and build up speed quickly. Take an easy 
left turn followed by an easy right at full 
speed. You come to a long straightaway 
that allows you to build up speed—take 
it at 125 mph. 

2. The track bears slightly to the left, and 
almost immediately after is a sharp right- 
hander that you cannot enter at any 
more than 60 mph. 

3. In this difficult section of the test use 
counter-steering and keep the vehicle 
under control while you brake, then 
swing the car into the sharp right-hander 
as you slow to the correct speed. 

4. Concentrate on keeping the car straight 
through the easy left, as this makes your 
braking line safer and puts you in the 
correct position to apex the sharp right- 
hander. After the apex, increase your 
speed to 75 mph as you accelerate out of 
the corner. Build up speed as you 
approach the finish line. Keep the car 
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straight while maintaining a good line of 
the track to increase acceleration. 


LICENSE A-4 

Car used: Nissan Skyline GT-R 

Time limit: 39 Seconds 

Difficulty: Intermediate 

Extra info: Leave the track or overrun the 
time limit and you fail the test. 


This test makes you steer through a 

complex series of corners as quickly as 

possible. Take each corner as fast as you 

can, while keeping the car in the correct 

position to take the apex of the next corner. 

1. Quickly build up speed, then take the 
next left turn at full speed. 

2. Take the next right turn at 55 mph. Use 
the brakes to bring the car under control 
the second before you begin to turn. Take 
the next right-hand bend at 75-80 mph. 
Don’t use the brakes; simply release the 
accelerator for a second. Accelerate as 
soon as you’re through the apex. 

3. Use a short tunnel to build up speed, 
and veer to the right side of the track to 
prepare for the next left-hand turn. 

4. Take this corner at 85 mph; simply 
releasing the accelerator is sufficient to 
slow the car down to a safe speed. 

5. After this final turn, accelerate into the 
finish line. 


LICENSE A-5 

Car used: Honda Prelude 

Time limit: 32 Seconds 

Difficulty: Intermediate 

Extra info: Leave the track or overrun the 
time limit and you fail the test. 


This test takes you through three turns 
then a tunnel. The Honda Prelude is a fast 
car but has poor handling, so watch those 
corners! From the start, build up speed as 
quickly as possible, and veer to the right- 
hand side of the track. 

1. Make an easy left at 70 mph, keeping 
the power down. 

2.You immediately go into a right-hand bend 
that should be taken at 80 mph. You can 
enter the corner slightly faster, but the final 
section of the corner is sharp, so be ready 
to release the accelerator. 

3. The toughest corner of the test is a left- 
hand bend into a tunnel. Get your timing 
right or you hit the wall of the tunnel. 
Take the corner at 45-50 mph, so use 
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skillful braking to bring the car under 
control, then once you’re through the 
apex, accelerate away. 

4. To get a good finishing time, you need a 
speed of 60 mph when you get into the 
tunnel. Finally, speed to the finish line. 


LICENSE A-6 

Carused: Toyota MR2 

Time limit: 27 Seconds 

Difficulty: Expert 

Extra info: Leave the track or overrun the 
time limit and you fail the test. 


This one tests your cornering ability like 

never before! 

1. Don’t touch the steering wheel as you 
build up speed. Take an easy right-hand 
bend at 75-80 mph—don't slow down! 
Take a left-hand bend at 90 mph. Hold 
the racing line and cut the apex as best 
you can. Next is the first tough corner. 

2. Make a sharp right-hand turn into a 
tunnel. Use the brake to carefully take 
this corner at 55 mph. 

3. After the tunnel, you come to another 
right-hand turn, which requires skillful 
braking. Take the corner at 65-70 mph, 
and lightly touch the brake to slow the 
car down through the apex of the corner. 
Put the power back on as soon as you’re 
through. Enter and exit another tunnel 
before approaching the final turn. 

4.You should be traveling at 85 mph by 
now. On this final turn watch for a 
dangerous dip in the road. Simply hold 
the car steady. 


LICENSE A-7 

Carused: Subaru Impreza 

Time limit: 33 Seconds 

Difficulty: Intermediate 

Extra info: This is your first special 
technique test. 


In this test you must drive around a 100- 

meter circuit five times, and requires skillful 

braking to maintain control. This car handles 

quite well, so keep your head and go for it. 

1. Once the test starts, accelerate and 
swing into the first left-hand turn. Put 
the power on as your car slides around. 

2. Brake as you move into the next corner, 
making the back end of the vehicle 
swing out, then put the power back on 
to gain grip. 

3. Repeat this process for all five laps. 

4. Concentrate on keeping the car’s speed 
high while maintaining full control as you 
keep tight to the inside wall. 


LICENSE A-8 

Carused: Toyota Supra RZ 

Time limit: 1 Minute 8 Seconds 

Difficulty: Expert 

Extra info: Leave the track or overrun the 
time limit and you fail the test. 


This is it, the final “A” test. If you complete 
this course in the time limit, you earn the 
“A” Class license and can participate in the 
championship! From the start, hold the 
accelerator to build up speed—the first 
section of the track is the fastest. 

. The first left turn can be taken at 90 mph 
plus; the following right-hander can also be 
taken at full speed. You now come onto a 
long straightaway; speed up to 145 mph. 

. Quickly slow down to 65 mph to take the 
next hard right-hand bend. Use 
progressive braking, then once you’re 
through the apex, accelerate to 70 mph. 
Once you’re out of that bend, get back 
on the power and get ready for three 
easy corners in quick succession. 

3. Take the first left at 110 mph, then steer 
through a right-hander at 115 mph, and 
finally another left, which can be taken at 
120 mph plus! The final, and most difficult, 
turn is a tight right-hander. 

4. Enter the corner at 45 mph and keep this 
speed until you have gone through the 
apex, then speed to 50 mph. Now hold 
your line and accelerate. This corner 
requires heavy braking and great skill. 

5. Finally, sprint to the finish. 


LICENSE TEST A- 
INTERNATIONAL 


To get a Class “A” International License you 
must be exceptional. The Class “A” 
consists of seven tests followed by an 
examination test. 


LICENSE A-1 INTERNATIONAL 


= 
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Car used: TVR Griffith 

Time limit: 1 Minute 7 Seconds 
Difficulty: Expert 

Extra info: Leave the track or overrun the 


time limit and you fail the test. 


This first test takes place on the same 
circuit that was used for the “B” Class 
License examination, only now you have a 
tight time limit of 1 minute 7 seconds. 

1. When test begins, accelerate quickly. 

2. Take this easy left turn quickly; steer your 
car through the apex and accelerate. Your 
speed should be 130 mph by now. 

3. Take another easy left, cross the apex, 
and keep your speed at 100 mph. The 
next right-left section tests your driving 
ability. Take the right at 75 mph. Enter the 
left-hand turn at the same speed, then 
once you’re through the apex, speed to 
85 mph before completing the turn and 
accelerating again. 

4. Take the long straightaway and tunnel at 
maximum speed, slowly veering to the 
right-hand side of the track as you do so. 

5. Take the final medium left-hand turn at 
95 mph. Keep the car under full control 
through the apex then increase the 
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power as soon as you straighten up. Aim 
to exit the corner at 105 mph. 

6. You’re back on the start-finish 
straightaway, so speed to the finish. 


LICENSE A-2 INTERNATIONAL 


Car used: Dodge© Viper 

Time limit: 1 Minute 30 Seconds 
Difficulty: Expert 

Extra info: Leave the track or overrun the 


time limit and you fail the test. 


The second test in the “A” International 
class requires you to complete a full lap of 
the circuit in a set amount of time. This 
race takes place in the neon-lit city streets 
of Special Stage R5. 

1. From the start, build up speed, then 
slowly veer over to the left side of the 
track. Take a right at 120 mph, followed 
immediately by a medium left. 

2. Tap the brakes to bring the car’s speed 
down to 80 mph as you enter the corner, 
then accelerate through the apex. After a 
short straightaway take a right-hand 
bend at 100 mph. If the car begins to 
slide, let off the accelerator for a second. 
Enter a left turn at 55 mph, then 
accelerate after the apex. Take the next 
fast left at 115 mph. The following fast 
right is easy—take it at 115-120 mph— 
but the next right turn isn’t as easy. 

3. Hit the brakes and slow to 80 mph before 
entering this turn. Once you’re through the 
apex, accelerate away. The next turn is a 
medium left-hand bend. Enter the corner 
at 105 mph then speed as you pass the 
apex. Next is a very sharp left; take it at 30 
mph. Carefully flick the back of the car 
around the corner using counter-steering 
to accelerate away earlier. 

4. After a short straightaway you come to a 
right turn. Enter this corner at 70 mph 
then accelerate to 80 mph through the 
apex. Next there are sharp right, left, and 
right turns in quick succession. Get on 
the brake early and make the first right 
at 40 mph. Speed to 45 mph for the left, 
and take the last right turn at 50 mph. 

5. Veer to the left-hand side of the track 
and take a hard right turn at 80 mph. 
Don't brake, just release the accelerator. 
Accelerate to the finish line. 


LICENSE A-3 INTERNATIONAL 


Car used: TVR Griffith 

Time limit: 2 Minutes 3 Seconds 
Difficulty: Expert 

Extra info: Leave the track or overrun the 


time limit and you fail the test. 


This third test takes place on the Grand 
Valley raceway for a lap that you must 
complete in under 2 minutes 3 seconds. 
1. Keep the car straight to build up speed. 
This course has a massive opening 
straightaway; build up to 120 mph. 
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2. You reach a hard right that must be taken 


at no more than 65 mph. Apply the brakes 


heavily, which causes the front end to 
swing out. Use opposite lock steering to 
control the vehicle. Build up speed on a 


short straightaway, take an easy left at 115 


mph, then an easy right at 130 mph. 
Another easy left lies over the brow of a 
hill, making navigation tough. Anticipate 
the corner and take it at 135 mph. Now 
take a hard right at 40 mph. You can build 
up to no more than 45 mph as you take 
the apex. Slow down for a long left. Drop 
your speed to 75 mph. Take the following 
easy right slightly at 65 mph. 

3. Another left-hand turn takes you into a 
tunnel. Use the brakes to take this corner 
at 55 mph. Go through the tunnel at 90 
mph, but then make a hard right into 
another tunnel. This corner is tighter and 
requires a speed of no more than 45 mph. 
Brake to avoid skidding into the wall. 


4. An easy right-hand bend leads to a short 


section over a bridge. Take this corner at 
65 mph. Once you’re through the apex, 
accelerate through the straight section 
ahead and enter another tunnel. Take a 
long right-hand turn at 100 mph—just 


release the accelerator for a second. Take 


a hard left at 55 mph, using progressive 
braking to reduce speed and keep 
control. Take the next right-hand bend at 
55 mph. Tap the accelerator to keep a 
constant speed throughout the corner. 


5. Finally, the track turns right and back onto 
the start-finish straightaway. Accelerate as 


you negotiate the last corner, keep your 
steering tight, and watch out for the wall. 
Once you're cleanly through the corner’s 
apex, speed to the finish line! 


LICENSE A-4 INTERNATIONAL 

Carused: Dodge© Viper 

Time limit: 1 Minute 23 Seconds 

Difficulty: Expert 

Extra info: Leave the track or overrun the 
time limit and you fail the test. 


This fourth test in the “A” International 
series takes you to the picturesque Deep 
Forest circuit. 

1. Built up speed, then veer gently to the 
right of the track. As you approach the 
corner, begin to turn and brake gently. 

2. Take the corner at 45-50 mph and hold 
this speed through the apex, then 
accelerate up the bank. You should be 
up to around 100 mph by the time you 


reach the next turn. Take an easy right at 


75-80 mph. Don't use the brakes, just 
release the accelerator. 

3. Now take a left turn at 80-85 mph; 
release the accelerator then hold the 
racing line through the apex. Now make 
a sharp right leading into a tunnel. Take 
this corner at no more than 60 mph, so 
use the brake to bring the car under 
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control nice and early. After the tunnel, 
your speed should be 70 mph. Take the 
next right at 65-70 mph; lightly touch the 
brake to slow the car down. Accelerate 
as soon as you’re through. Enter and 
exit a tunnel before approaching the next 
turn, an easy left-hand. Take it at 85 
mph. Be wary of the dip in the road. 


4. Two easy left-hand turns follow, take 


them at 80 and 85 mph respectively. 
Don't use the brakes to lower your 
speed. A short straightaway enters a 
tunneled section. Take it going 100 mph 
to 130 mph plus. After you exit the 
tunnel, take a tough left at 85 mph. As 
soon as you’re through the apex, 
accelerate down the straightaway. 


5. By the time you reach the next bend, you 


should be going 105 mph. Release the 
accelerator and drop your speed to 95 
mph to take the left-hand bend ahead. 
Take the final sprint to the finish. 


LICENSE A-5 INTERNATIONAL 

Car used: TVR Griffith 

Time limit: 1 Minute 24 Seconds 

Difficulty: | Expert 

Extra info: Leave the track or overrun the 
time limit and you fail the test. 


This test takes place on the Autumn Ring 
and you must complete one lap of the 
circuit in under 1 minute 24 seconds. 

1. Hold down the accelerator to build up 
speed then veer slowly to the left-hand 
side of the track. The next turn is a very 
sharp right; quickly drop your speed 
down to 45 mph. 


2. The front of the car may become twitchy, 


so be careful. Once you have passed the 
corner’s apex increase the speed to 50 
mph. Be careful when taking this turn, as 
it’s very easy to slide off the track. 


3. Next is a left, right, left sequence of 


turns—take the first at 75 mph, the right 
at 60 mph, then the next left at 65 mph. 
Stick to the apex, which gives you more 
control of the car and keeps your speed 
high. Take a right turn at 60 mph— 
release the accelerator to quickly drop 
your speed to the correct level. Make 
another right-hand turn onto a long 
straightaway. Take it at 75 mph and once 
you’re through, accelerate. 


. As you pass the 100-meter barrier, gently 


apply the brakes. Make a very sharp right 
going no more than 40 mph. Hold this 
speed until you have cleared the apex, 
then increase your speed to 45 mph. 
Next comes a hard left. Enter the corner 
at 45 mph then increase your speed as 
you cross the apex. When you exit, you 
should at 50 mph. 


5. Take the next left at 90 mph. Swing the 


back end of the car around as you enter 
the turn, then as it slides, apply the 
accelerator to regain traction. Next is a 


gees 


sharp left-hand turn. Reduce your speed 
to 50 mph as you enter. Once you’re 
through the apex, accelerate away. 

6. After a short uphill section, you reach an 
easy left-right twisty section, but drive 
carefully because you can't see the road 
ahead. Don’t take the corner slowly, or 
you lose time. At the final section take a 
right-hand turn at 70 mph. Use your 
brakes here to maintain control. Take an 
easy left then an easy right, which lead 
you back onto the straightaway. Take 
these turns quickly and sprint to the line! 


LICENSE A-6 INTERNATIONAL 

Car used: Dodge® Viper 

Time limit: 1 Minute 33 Seconds 

Difficulty: Expert 

Extra info: Leave the track or overrun the 
time limit and you fail the test. 


This sixth test is set on the Trial Mountain 
course. Watch out for oversteer when you 


put the power down—rear-wheel drive cars 
can loose traction in this situation quickly! 
1. Build up speed quickly by driving 


straight. Take the first corner at 90 mph, 
release the accelerator, then apex the 
corner. 


2. The second bend is an easy left. Take it 


at 105 mph. 


3. A tunnel requires you to brake to make a 


left turn. You cannot enter this corner any 
faster than 70 mph. A wall on the 
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outside of this bend saves you from 
failure, should you misjudge the turn. 

4. The next turn is a tricky right-hand. Slow to 
60 mph to take this corner, using the 
brakes the second before you begin to turn. 
Take another right at 60-70 mph, reducing 
speed by releasing the accelerator for a few 
seconds. As soon as you’re through the 
apex, accelerate away. Use the short tunnel 
to build up speed, veering to the right-hand 
side of the track in preparation for the left 
turn that you’re approaching. You can enter 
this corner at around 65 mph, then once 
you’re through the apex, increase your 
speed to 70-75 mph. You reach a downhill 
section that takes you through a tunnel 
then onto a long straightaway. You can build 
up to 140 mph plus in this section, so you 
can make up some lost time. When you 
see a left turn in the distance, release the 
accelerator—you need to slow down to 
about 60 mph to take this corner and trying 
to do it quickly using the brakes makes the 
car extremely twitchy and light on the front 
end. Releasing the accelerator takes off 
some speed before you begin to brake, 
which helps to keep the car under control. 

5. Take the easy right, easy left combination 
of turns at around 90 mph and use the 
apex for the best line. Next is a sharp 
right—get on the brakes and bring your 
speed to 55-60 mph before you enter this 


corner, then slowly feed the power back 
in as you pass the corner’s apex. Next is 
a hard left that requires you to drop even 
more speed. This time you must get the 
car under control and down to about 50 
mph as you make the turn. The following 


long straightaway allows you to build your 


speed to around 120 mph. 
6. The final section of the circuit consists of 


an easy left, easy right combination—you 


can take both corners at approximately 
110 mph, so release the accelerator as 
you approach them to keep your speed 


in check. Now simply re-apply the power 


and speed to the finish line! 


LICENSE A-7 INTERNATIONAL 

Car used: TVR Griffith 

Time limit: 2 Minute 11 Seconds 

Difficulty: Expert 

Extra info: Leave the track or overrun the 
time limit and you fail the test. 


It’s the penultimate test—complete this and 
all you have left is the “A” International 


Examination. A-7 is set on the Special Stage 


Route 11 that you should remember from 
the second “A” International test, albeit in a 
different lay-out. You’re once again racing 


around city streets at night, and you’re back 
behind the wheel of the TVR Griffith. As with 


the Dodge Viper, take care when driving this 
Car, as it’s rear-wheel-drive configuration 
means that it can be very twitchy and loose 
at the back end, particularly under heavy 
acceleration or braking. 

1. Make full use of the long starting 


straightaway—you should be able to reach 
at least 100 mph—which gives you a good 


start to the lap. The first corner is an easy 
right that can be taken at 130 mph, then 
you should slow down to around 50 mph 
and enter a medium right-hand bend. As 
you come through the turn’s apex, 
increase your speed to about 60 mph. 


2. The track moves through a left-right twisty 


section that can be a little deceiving. Aim 


to take the first turn at about 90 mph, then 


drop your speed to about 60 mph for the 
right that quickly follows. 

3. Now comes another right-hand bend, 
followed by a left turn that shouldn't be 
taken above 45 mph. It’s very easy to 


slide the car and lose control. Accelerate 


down the straightaway, building your 
speed to 80 mph plus, before using the 
brakes to reduce the car’s speed to 
about 50 mph as you enter a hard right. 
Be careful, as heavy braking in the rear- 
wheel-drive TVR Griffith can make it 
become loose and unresponsive. Now 
you have to take a long left that seems 


to go on forever. Try and keep a constant 


speed of around 75 mph by tapping the 
accelerator for the duration of this turn. 


4. After a short straightaway there’s a right- 


left twisty section that can be taken at 


high speed but requires anticipation and 
control. You should be aiming for a 
speed of about 100 mph through the 
right then accelerate to around 115 mph 
as you flick the car back through to the 
left. Now you reach two easy rights; the 
first can be taken at approximately 115 


mph, but for the second you should drop 


your speed to around 80 mph. In this 


situation, don’t use the brakes, as simply 


releasing the accelerator is enough to 
bring the car’s speed under control. 


5. Next the track turns back on itself for two 


left turns. Lower your speed to a slow 40 
mph before you enter the first corner, as 
it’s quite sharp and causes problems if 
you’re still braking as you begin to turn. 


The second left can be taken at a slightly 


faster pace—aim for 80 mph—and leads 
onto a straightaway where you can 
accelerate to 125 mph. Now the track 
enters a tunnel and takes a long, hard 
right. Enter this corner at around 35 mph 
and hold this speed through the corner’s 
apex, then slowly increase power while 
counter-steering to keep the car straight. 
This is a tough corner, so watch out! 

6. Now there’s another left before you reach 
a tricky right. Take the left at about 50 
mph and the right slightly slower. Once 
you’re through the apex of the right turn, 
hold down the accelerator and build up 
your speed—be sure to correct any loss 
of traction with some counter-steering. 
Now another long straightaway gives you 
the chance to build up to around 115 


mph. Stay alert, because a hard right turn 


awaits at the end of this section. As you 


approach the turn, release the accelerator 


and begin to apply the brakes. Don’t be 
heavy-handed, as this causes the car to 


lose grip, which isn’t what you want when 


you’re entering a difficult turn. You should 
enter the turn at about 45 mph then 
slowly build up your speed when you 
have turned through the apex. 

7. Next you have to take a long, easy right 
onto the opening straightaway. Take this 
final right at 80-85 mph then hold down 
the accelerator to make a sprint for the 
finish line. 


LICENSE A-8 INTERNATIONAL 

Carused: Dodge© Viper 

Time limit: 2 Minute 11 Seconds 

Difficulty: Expert 

Extra info: Leave the track or overrun the 
time limit and you fail the test. 


You’ve finally made it to the final and most 
difficult challenge in the “A” International 


class. The examination determines whether 


you get a coveted license. You have to 
complete a lap of the track in a Dodge 
Viper within the strict time limit of 2 
minutes 11 seconds. 
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1. Accelerate away from the start point as 


quickly as possible—you should be able 
to reach at least 120 mph before the first 
corner. Now you come to an easy left- 
hander, followed by another easy right. 
The left can be negotiated at about 100 
mph, the right at 120 mph. 


2.You must now make a fairly difficult left 


turn. As you approach the turn, release 
the accelerator and apply the brakes. 
You should be aiming to enter the corner 
at no more than 40 mph. 


3. Steer into the corner, swinging the back 


end of the car around as you do so, then 
as soon as the back end of the Viper 
begins to slide away, apply power to gain 
grip and bring the car under control. The 
right-hand turn that immediately follows 
should be taken at around 24 mph; once 
safely around, accelerate away. 


4. There’s a tunnel next and a long, medium 


left that can be taken at around 90 mph. 


5. You exit the tunnel and go over a fast 


bridge section—you can easily get up to 
125 mph! As you leave the bridge 
section there’s a hard left taking you into 
another tunneled section. This turn can 
be taken at 70 mph—anything more and 
you risk hitting the entrance wall of the 
tunnel ahead! As you exit the tunnel, 
release the accelerator and begin to 
slow down, as a hard right is coming up. 
This corner is difficult and cannot be 
taken at anything above 35 mph. 


. Once you have got around the apex of the 


bend, you can increase your speed to 45 
mph, but accelerate with care—the Viper 
is twitchy in situations like this. Now you 
reach a left-right combination of turns; the 
left can easily be taken at 65 mph, the 
right at 75 mph plus. Use the brakes to 
slow your speed to about 45 mph before 
you enter a hard left, then hold the speed 
throughout by tapping the accelerator. 


7. The next section of the track consists of 


an easy right, easy left, easy right 
combination of turns—take them at 
approximately 110, 124 and 130 mph 
respectively and keep accelerating. The 
final turn of the lap is a hard left that 
requires you to drop your speed to about 
55 mph. Take the corner’s apex then begin 
to put the power back on. The trick is to 
make the turn and swing the car around 
the corner at exactly the right time. 


. Take care, as it’s all too easy to lose 


control and end up in the gravel trap. 
Simply re-apply the power and 
accelerate to the finish line. If you’ve 
beaten the time limit, congratulations are 
in order: You’re now certified as an “A” 
International class driver! You can now 
enter any championship season of any 
tournament you want. Well done! 
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Tougher than ever before, these international license tests will give you more than a run for your money. Here’s a good 


head start to completing them. 


LICENSE TESTS 


INTERNATIONAL C CLASS 


IÇ1: 
Run off of the track or miss the time mark 
and you fail the test. 


Bronze Time 18.000 
Silver Time 16.600 
Gold Time 16.050 


Car Used: Mazda Roadster 1.8 RS 


Using the Roadster on this test is a bit of a 
challenge, because it doesn’t exactly grip 
the corners the way you would like it to. As 
you are launched at 150 mph, you want to 
veer towards the right side of the track. As 
you reach the long left turn, you need to hit 
the brakes and stay on them, until you are 
about half way through the turn. Feather 
the gas through, until you finally feel the 
car begin to grab the road again. After that, 
it’s a lead foot to the finish. 


IC2: 
Run off of the track or miss the time mark 
and you fail the test. 


Bronze Time 18.000 
Silver Time 16.000 
Gold Time 15.450 


Car Used: Nissan $15 Sylvia Sp. R Aero 


Keep your Nissan in the center of the track, 
and don't do anything but floor it until you 
start to catch up to the yellow markers. 
About two car lengths before you and the 
yellow markers meet is when you’ll mash 
the brakes and turn hard. Keep holding the 
turn as you slide through — the car should 
be smack-dab over the center of the yellow 
lines as you slide through the corner. As 
soon as you begin to drift up, straighten 
the car out and punch it. You may need an 
extra quick tap on the controller if you’ve 
got too much speed on the exit. 


IC3: 
Run off of the track or miss the time mark 
and you fail the test. 


Bronze Time 23.500 
Silver Time 21.600 
Gold Time 20.200 


Car Used: Chevrolet Camaro Z28 Coupe 


This is the first of the “J-Style” courses. 
You start off traveling at a comfortable 
100mph and continue to accelerate until 
you reach the 50m sign. At that point, you'll 
need to hit the brakes and take the left 
corner hard, just swiping the brake marker 
as you whiz by. You’ll get a little sideways at 
this point but, as soon as you let off the 
brake, you should be able to right your car 
and continue on your merry way. As you 
head for the next turn, ride up high then 
dive left, again nicking the brake marker 
(brake markers are our friends in this game) 
as you just tap the brakes a little. You’ll 
come out a little wide, but will still be on 
the track, on your way to the finish. 


1G4: 
Run off of the track or miss the time mark 
and you fail the test. 


Bronze Time 23.500 
Silver Time 21.600 
Gold Time 20.200 


Car Used: Chevrolet Camaro 228 Coupe 


It’s nice to have a rear wheel drive car on a 
test such as this one, ‘cause the big ol’ U- 
turn up ahead would eat up most front 
drivers! As you approach the U-turn, keep 
the Camaro up high, then brake quickly at 
the 50M sign. This is a good place to 
practice your “triple-pump”, as you want to 
“tap...tap...tap” the brake as you point the 
nose of the car toward the inside of the U- 
turn. The left front tire should slightly graze 
the brake marker, then ease the car up to 
the top right, staying as close to the right 
brake marker as possible. Make a hard left 
turn (down to the brake marker on the 
corner) just as you approach the yellow & 
black turn indicators that are painted on the 
wall to your right. Take the corner as fast 
and as tight as you can, and just quickly 
tap the brakes as you go over the brake 
marker. This will keep you from exiting the 
turn with too much speed, possibly causing 
you to crash into the wall up ahead. 


PRIMA’S UNAUTHORIZED STRATEGY GUIDE 


IC5: 
Run off of the track or miss the time mark 
and you fail the test. 


Bronze Time 13.600 
Silver Time 12.100 
Gold Time 11.400 


Car Used: Toyota Supra RZ 


Using the Supra once again, you find 
yourself trying to fly through a wicked “S” 
turn, without using too much brake to slow 
your time down. As you approach the first 
turn, you want to take the car up fairly high 
and then come down fairly quickly, (not too 
hard of an attack) and not hitting the 
brakes. As you come to the next turn, you 
need to hit your brakes hard and quick. As 
you fish-tail your way out of the turn, you’ll 
go alittle wide, but just slam on the gas 
and rocket your way to the finish. 


IC6: 
Run off of the track or miss the time mark 
and you fail the test. 


Bronze Time 24.700 
Silver Time 23.300 
Gold Time 22.500 


Car Used: Supra RZ 


Now this is a tricky one! You’ve got what 
we like to call a “triple whammy”, that is, 
not one, not two, but three turns to get 
through. Fortunately, the first two can be 
cut pretty sharply, and you won't even have 
to use the brakes! For the first turn, stay 
down the middle of the road and take the 
left tires right over the top of the brake 
marker. Keep under control and then take 
the right tires over the brake marker on the 
right side of the next turn (you can even 
cheat a little and get a bit into the dirt).As 
you go flying up the left side, gently tap the 
brakes to bring the car back under control, 
and ride the left tires on the brake marker 
as long as you can. When the marker ends, 
hit the brakes gently, and turn hard into the 
tight right hand corner. You should be able 
to keep the car in the middle of the track 
while you increase your speed down the 
straightaway to the finish line. 


IC7: 
Crash, run off of the track, or miss the time 
mark and you fail the test. 


Bronze Time 17.000 
Silver Time 15.700 
Gold Time 15.100 


Car Used: Toyota Celica SS-II 


Shooting out of the gate with your Celica at 
150mph, you approach a moderate “S” type 
turn. As you take the first turn, take the left 
tires over the brake marker, then stay straight 
and keep the right tires over the next 
corner’s brake markers on the right. Imagine 
cutting these “S” turns right down the 
middle, as that is, essentially, what you are 
doing. Next, you want to stay up fairly high 
and come down quickly, but not excessively 
hard. Hit the brakes after you pass the turn 
sign on your right, then ease off the brakes 
and slide through the turn. Try to point the 
nose of the car toward the corner brake 
marker and, as soon as you start to drift up, 
punch the gas and head for home! 


IC8: 
Crash, run off of the track, or miss the time 
mark and you fail the test. 


Bronze Time 17.000 
Silver Time 15.200 
Gold Time 14.600 


Car Used: Honda $2000 


Basically, see above! Yes, you want to 
handle everything just like you did in 
license test #7, except now you’ve got a 
car that goes faster and handles better. 
Just like in the last test, the key will be how 
you get through the last, very sharp, left 
hand turn. Again, you’ll want to break just 
after you pass the yellow & black left hand 
turn sign, but you don’t want to apply so 
much brake that it grinds the car to a halt. 
Instead, put a “medium” hold on it, then let 
the car drift through the turn until it’s safe 
to apply the gas. Do it correctly, and the 
Gold, she will be yours! 


IC9: 
Crash into the wall or miss the time mark 
and you fail the test. 


Bronze Time 22.500 
Silver Time 20.800 
Gold Time 20.150 


Car Used: Alfa Romeo 156 2.5 V6 24V 


Hang on to your steering wheels, this is a 
very fast and tricky braking test! For 
starters, you come out blazing at 150mph. 
Approaching the first gradual turn, you need 
to prepare yourself and position your car 


around the middle of the track and drift in to 
your right. Continue down the straightaway, 
staying to your right to prepare for a hard 
left turn. Dive down and brake, riding the 
brake marker for a split second. Watch your 
car slide ever so close to the right side wall 
(maybe even scraping the paint a little). 
Then, once you feel your tires grabbing hold 
again, mash on the gas as you fly through 
the final part of the turn. The rest of the way 
is a race against time to the finish. 


110: 
Crash into the wall or miss the time mark 
and you fail the test. 


Bronze Time 27.000 
Silver Time 23.500 
Gold Time 22.500 


Car Used: Chevrolet Corvette GS 


This is what we like to call “controlled 
mayhem”! In this test, you’ve really got to 
be smooth with the brake & the gas, 
otherwise you'll be doing donuts ‘til 
Tuesday! The first trick is to fly down the 
left side of the track, then power slide into 
the wall — the part AFTER the tires. If you 
slide into the wall just right, you won't 
crash but, instead, you’ll be gently guided 
forward and into position for the next turn! 
You'll want to start braking as you turn into 
the corner, just in front of the brake marker. 
Now, you'll slide all the way across the 
track and into the wall, just below the Toyo 
Tires sign. After you get the car steady, 
position yourself in the middle of the track 
and take the next right corner very sharply, 
cutting across the brake marker. Next, try 
and make your way to the top part of the 
track, in anticipation of the upcoming left 
hand turns. Take the second left sharp, so 
that you’re aiming for the brake marker. If 
you hit it square, you’ll get all four tires off 
the ground! Get the car situated to the top 
and begin braking just past the 25M sign, 
leaning as hard to the left as you can. You'll 
end up going so fast that you’ll need to 
brace yourself for another bump against 
the wall. Just make sure it’s past the tires 
(again), and you’ll bounce safely back into 
position to continue the final stretch. This is 
a tough one, so it will take a bit of practice! 


INTERNATIONAL B CLASS 


IB1: 
Miss the time mark or leave the course, 
and you fail the test. 


Bronze Time 31.000 
Silver Time 29.000 
Gold Time 27.100 
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Car Used: Impreza ‘99 Rally Car 


This is a brand new series of tests. Just 
when you thought the license tests couldn't 
get any crazier, you embark in the mad, 
mad world of rally cross driving. Basically, 
the trick to posting a winning time on this 
particular test is to put the petal to the 
metal, and to keep your steering under 
control. It is especially tough to keep a 
handle on your vehicle, as you catch air and 
land the sucker. Every time, you are 
guaranteed that your machine will go 
squirrely on you, as you come back down 
to earth. The final part of this test is a 
gradual left turn that makes it very difficult 
to keep you from flying into the bushes that 
border the track. As you approach this turn, 
back off the gas a little and be prepared to 
take every step to keep yourself on a 
reasonably straight line to the finish. 


1B2: 
Miss the time mark or leave the course, 
and you fail the test. 


Bronze Time 23.000 
Silver Time 20.800 
Gold Time 19.250 


Car Used: Lancer Evo.V Rally Car ‘98 


Another Rally course test. This time you are 
faced with going through an “S” turn 
scenario. You start off cruising at 100mph, 
down a straightaway. The first turn you 
encounter is a reasonably sharp left turn. 
Come up high and turn fairly sharply, as 
you feather your brakes through the turn. 
You will need all your finest driving skills to 
fight the skid and turn into it, to keep from 
going sideways. After you straighten out, 
you will find yourself getting ready to enter 
the next turn. Again, go up high, then come 
down into the turn. This time, only use the 
gas and feather it as you fight the skid. 
Your final turn comes quickly and the exact 
same technique is used again, as in turn 
two. Finally, as you come out of the turn, 
floor it all the way to the finish. 


1B3: 


Miss the time mark or leave the course, 
and you fail the test. 


Bronze Time 27.500 
Silver Time 26.300 
Gold Time 25.500 


Car Used: Mitsubishi FTO GPX 


This test puts you in the seat of the 
Mitsubishi. You start off at 150mph, going 
down a straightaway. As you approach the 
first right turn, you want to position yourself 
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up high and, as you reach the turn, dive 
down towards the brake marker on the right 
side. You want to hit the brakes reasonably 
hard as you go through this turn. Afterward, 
you'll hit a short straightaway, then prepare 
for another left turn. Again, ride up high and 
dive down low, just tapping the brakes as 
you go through the turn. As you finish the 
turn, stomp on the gas and make a dash for 
the finish line. 


IB4: 
Miss the time mark or leave the course, 
and you fail the test. 


Bronze Time 26.500 
Silver Time 25.200 
Gold Time 24.300 


Car Used: Acura NSX Type S Zero 


Experience the thrill of driving the slick 
handling NSX. As you start down a 
straightaway, at 150mph, you’ll approach a 
fairly sharp, right hand turn. Take the turn 
by riding high on your left, hit the brakes 
hard, dive down, brushing past the brake 
marker on the right side. As you come out 
of the turn, you'll find yourself swinging the 
rear end of the car around, but not to fear 
as you hit the gas hard, you’ll begin to 
straighten out. Down a short section of the 
track, and you’ll begin to prepare for 
another hard, left turn. Same thing here 
applies, as you come up high on the right, 
and dive low, hitting the brakes hard, while 
your car slides out on you again. As you 
come out of the turn, hit the gas, scream 
down the straightaway, and the finish line is 
in your sights. 


IB5: 
Miss the time mark or leave the course, 
and you fail the test. 


Bronze Time 20.000 
Silver Time 18.800 
Gold Time 17.900 


Car Used: Ford Mustang SVT Cobra ‘98 


The Ford Mustang Cobra gets its one-and- 
only chance to participate in the license 
tests, and is rewarded with a sweeping 
“multiple corner” exercise. Gather as much 
speed as possible and stay up on the right 
side, then hit the brakes as you go under 
the 50M sign. Keep the wheel turned tight, 
aim for the inside brake marker, then let ‘er 
drift to the top brake marker. Step on the 
gas for just a moment, then hit the brakes 
and point your nose to the infield once 
again. Hold the brake until you get to the 
infield, then let up and let the Mustang 
slide back to the brake marker up top. Step 
on the “acceleratrix” and head for home. 


IB6: 
Miss the time mark, crash, or leave the 
course, and you fail the test. 


Bronze Time 22.900 
Silver Time 21.000 
Gold Time 19.700 


Car Used: Peugeot 106 1.6 Rallye 


Simply put, you screw up once and it’s 
“game over”. A good analogy would be the 
110m hurdles. You could take 9 of them 
perfectly, then miss the last one, and 
you’re history! Anyway, the key here is to 
keep your speed as even as possible and 
limit your movement to a single tap left or 
right. As you approach the first slalom 
point, keep it straight, and then single tap 
to the left to get past the next one. Keep 
this going while gently tapping the gas in- 
between turns. Get under 11.00 seconds at 
the check point to grab the Gold. if you do 
start to get squirrely, don’t over-react or 
you'll lose it all-together. Simply ease on 
the brake and then get yourself back in 
position to continue in the correct line. 


IB7: 
Miss the time mark or leave the course, 
and you fail the test. 


Bronze Time 22.600 
Silver Time 20.500 
Gold Time 19.750 


Car Used: Nissan Skyline GT-R V spec 


This Skyline gets launched out of the gate 
at 150 and quickly accelerates, so make 
sure you keep the car steady as you race 
down the left side. Shortly after passing the 
50m sign, hit the brakes and hold them 
halfway down the track. Let off the brakes 
and slide down to the infield, keeping your 
nose and front tires on the brake marker. As 
you straighten the car out, you should be 
lined up perfectly down the middle of the 
track, and can easily take the next sharp 
left with just a modest tap of the brakes, as 
your left tires run over the inside brake 
marker. Let off the gas, and let ‘er drift up 
to the top, keeping the wheel turned hard to 
the left. By the time you get to the top, you 
should be able to give it full throttle and 
keep the hammer down to the finish line. 


IB8: 
Miss the time mark, crash, or leave the 
course, and you fail the test. 


Bronze Time 21.700 
Silver Time 19.500 
Gold Time 18.650 
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Car Used: Honda $2000 


Oh oh, another slalom test! Fortunately, this 
one goes faster and uses the more nimble 
Honda S2000, so you’ll have more control 
of the proceedings. In fact, if you got 
through test number six, then you should 
be able to pass this one in relatively short 
order. Again, the key is to not over- 
accelerate, which would cause you to have 
to brake hard, thus sliding off course, and 
away from the “perfect line” that you’re 
attempting to stay on. Gold may seem out 
of reach, what with the minimalist time of 
18.650 but, if you can get through the first 
half under 9.500, you’ll have a chance. 


IB9: 
Miss the time mark or leave the course, 
and you fail the test. 


Bronze Time 26.000 
Silver Time 24.000 
Gold Time 23.800 


Car Used: Mazda RX-7 Type RS 


The secret to success on test #9 is keeping 
the RX-7 walking the fine-line between 
brake marker & “out of course”. As you start 
the test, stay high on the left until you reach 
the shadow of the overpass. Bring it down 
and head for the inside brake marker, 
keeping the gas steady the entire time. 
Once through, position the car down the 
center of the track, and let off the gas just 
as you’re about to touch the inside brake 
marker on the next left turn. Let the car drift 
up to the right brake marker, then step on 
the gas and punch it until you’re just about 
at the next left turn. This is a big left, but 
you'll only need to tap the brakes in the 
beginning of the turn, as you can coast 
through the big half, and then hit the gas 
again as you exit the turn. If you can keep 
the skidding to a minimum, you should have 
enough speed built up to grab the Gold. 


1B10: 
Miss the time mark, crash, or leave the 
course, and you fail the test. 


Bronze Time 25.700 
Silver Time 24.800 
Gold Time 23.200 


Car Used: Dodge Viper GTS 


Oh my! There’s a whole lot of horses under 
the hood of this Viper, and controlling all of 
them is akin to fighting a fire with a squirt 
gun. Fortunately, you bought this strategy 
guide just for this type of situation! After all, 
that’s what we’re here for. Anyway, as if 
you’re not going fast enough already, you'll 
still want to add even more gas as you bring 


this beast up the hill at Laguna Seca. The 


best way we’ve found to slow the Viper 
down is to “pump” the brakes—instead of 
holding down the brake button, repeatedly 
tap it. You’ll want to start this process just as 
you see the “Bosch” signs on the right side 
wall. Stay to the middle of the track until you 
see the red brake marker on your left, then 
hug the inside corner and tap the brake 
lightly. You should be at a reduced speed, 
allowing you to safely negotiate the famous 
Laguna Seca corkscrew. Try to keep the 
beast in the middle, and then quickly point 
the nose to the right, and take the turn as 
close to the brake marker as possible. You 
can now step on the gas, and be sure to 
keep the car on the right. You'll soon be 
coming to the last turn, a right that can be 
taken at a good clip. Start to go into the turn 
when you see the “Honda” overhead sign, 
and then gently tap the brakes once just 
before your tires hit the brake marker. This 
will allow you to pull the car tightly to the 
left, and then you can exit the turn full 
throttle and floor it to the finish line. 


INTERNATIONAL A CLASS 


IA1: 
Not finishing in the required time limit or 
leaving the track, will result in failure. 


Bronze 33.700 
Silver 32.500 
Gold 31.900 


Car Used: Viper GTS 


You want to feather the gas pedal all the 
way through the course, without your 
wheels losing contact with the road. Stay 
as close to the inside of the track as 
possible. This is not easily done, since you 
are dealing with the torque-heavy Viper. 
Keeping a consistent speed is critical, 
keeping your machine close to the edge 
and, at the same time, not letting the tires 
break free, causing you to lose your line. 
With this challenge, you might say that 
slow and steady will win the race. 


1A2: 
Not finishing in the required time limit or 
leaving the track, will result in failure. 


Bronze 26.800 
Silver 25.000 
Gold 23.900 


Car Used: Griffith 500 


Starting off at 100mph, you are behind the 
wheel of the Griffith. The test track is a tricky 
one which has a series of ‘S’ turns. As you 
get ready to take on the first ‘S’ turn, veer 
towards your left (getting close to the brake 
marker), then begin to move quickly to the 


right side of track, tapping your brakes (fairly 
hard) as you go through. As you pass that 
point, you'll find yourself slip-sliding along 
as you enter the short straight away. Prepare 
yourself for a left turn, as you want to ride 
up high, then come down low, hitting the 
brakes hard with two successive (medium 
hold) taps. You’ll soon come to another, 
gradual right turn, hugging the edge of the 
track as you go. From there, it’s hammer 
time to the finish! 


IA3: 
Not finishing in the required time limit or 
leaving the track, will result in failure. 


Bronze 26.800 
Silver 25.000 
Gold 23.900 


Car Used: NSX Type S Zero 


This time, you’re behind the wheel of the 
very slick and great handling NSX. Starting 
off the bat at 100mph, you’re traveling down 
a straightaway, picking up speed very 
quickly. You begin to prepare to take on a 
modified ‘J’ turn. Taking the first left of the 
turn, you want to position yourself on the 
right side of the track. As you take the turn, 
keep your foot on the gas the whole way 
through, gliding through the turn. As you see 
the last part of the turn come up, slam on 
the brakes hard and dive the nose of the car, 
near the left-side brake marker. As you come 
out of the turn, pound on the gas down the 
short straightaway. Drift up high as you 
approach the next right turn. Turn hard and 
tap the brakes, then sail down the next 
straightaway. Turn in close to the left-hand 
side of the next left turn and immediately get 
ready to nip the corner of the next right turn. 
As you come out of the turn, tap your brakes 
and then head down yet another short 
straightaway. From there, it is a small left 
turn, followed immediately by the finish line. 
This is a very fast-paced test course, with a 
great car to take on the challenge with! 


1A4: 
Not finishing in the required time limit or 
crashing, will result in failure. 


Bronze 31.000 
Silver 29.000 
Gold 27.800 


Car Used: Ford Escort Rally Car 


Here we see another Rally Course test. 
Wow, is this sucker HARD TO CONTROL! 
As you find yourself catapulted at a great 
speed of 100mph, you'll find that you need 
to quickly let off the gas, or you’ll soon go 
airborne with absolutely no chance of 
making a landing, going in the direction 
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that you intended. As you collect your wits, 
after bouncing down the track the first few 
100 yards, you'll realize that you’ll need to 
dig deep and use all those nifty steering 
skills that you acquired when you first 
began your license quest. The best advice 
is to keep as close to the center of the 
road as you possibly can. 

This allows you to better judge the 
slight twists and turns this course has to 
offer. By staying in the center of your dirt 
path, you will keep yourself from kissing 
the walls that outline the entire track. 
However, with one exception, as you near 
the end of your journey, you want to run 
close by the wall on the right, as you make 
a fairly sharp turn. (For rally cross racing 
it’s a sharp turn anyway) By positioning 
your vehicle this way, you can burn through 
the area a little quicker and, if you hit the 
wall, most likely it will give your machine a 
sweet kiss on its quarter panels, and direct 
its nose toward the finish line. 


IA5: 
Not finishing in the required time limit or 
crashing, will result in failure. 


Bronze 31.000 
Silver 29.000 
Gold 27.000 


Car Used: Escudo Pikes Peak Version 


This test is a hill climbing romp to the 
finish. The track is a combination of mostly 
gravel and some dirt on the sides of the 
track, which makes it a bit easier to 
maneuver your cool looking Escudo racer. 
Even though this is a license test, you still 
can’t help but smile, as you twist, turn and 
slide all over this fun little track. There are 
guardrail type fences and dirt 
embankments that line the entire course. It 
is possible, of course, to crash and burn 
your machine by running into these, but 
you'll find that occasionally smacking into 
these barriers can actually help you in the 
long run, as they can help straighten you 
out on your journey to the finish line. With 
this type of wild, hold-on-to-your-hat 
racing, anything is possible!! We start off 
screaming down this dusty trail at a speed 
of 100mph. As you reach your first right 
turn, you want to get as close as possible 
to the corner, as you slide through. Then, 
almost immediately afterward, you’ll need 
to turn your wheels hard to the left and 
feather the gas as you slide though a left 
turn. Proceeding up a straightaway, prepare 
to make another hard right turn. As you 
turn your wheels hard right, expect to do a 
little more sliding and fishtailing. After you 
have regained control, you’ll head down 
another straightaway. With the blazing 
speed you have built up at this point, you'll 
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need to start hitting your brakes hard, as 
you come to a very sharp, left turn. This is 
where kissing the wall just right, can really 
help you shave seconds off your finish 
time. After that, it is straight uphill with a 
right bend that leads you to the finish. This 
test is just plain ol’ good fun! 


IAG: 
Not finishing in the required time limit or 
crashing, will result in failure. 


Bronze 42.000 
Silver 40.000 
Gold 38.700 


Car Used: Peugeot 306 S16 


Same type of scenario on this test as what 
was described on the previous test, with the 
exception that you have a different car and 
this time you are going down hill instead of 
up. This time you are behind the wheel of a 
Peugeot, which is not as fast as the Escudo, 
but handles better around the turns. Starting 
off at 100 mph, you’ll approach an ‘S’ turn. 
Taking the first part of the turn rather easily, 
you'll approach the second part coming in 
with a lot of speed. Hitting the brakes and 
turning hard right, you’ll find yourself 
fishtailing as you take this sharp turn, sliding 
around it. After your vehicle straightens out, 
you’ll head down a straightaway, and 
approach a gradual left turn that leads you 
to a very sharp hairpin left turn. You'll need 
to really slam on the brakes and use your 
steering skills, as you once again, slide 
around this turn and hit the gas, without 
spinning out. After that, you’ll head down to 
another moderate right turn, which will lead 
you to another hairpin right turn. The same 
principle applies here, as you, once again, 
need to stomp on the brakes, turn hard, 
then give it the juice to control your slide. A 
moderate “S” turn awaits you and, from 
there, you’ll race for the checkered flag. 


IA7: 
Not finishing in the required time limit or 
crashing, will result in failure. 


Bronze 18.800 
Silver 17.700 
Gold 16.300 


Car Used: Alfa 155 Touring Car 


This test puts you behind the wheel of a 
very fast Alfa Touring Car. You’ll find yourself 
screaming down a road course that has a 
concrete wall on both sides, outlining the 
first half of the course. (You don’t want to 
hit this baby, it is guaranteed to hurt!!) You 
will soon approach a gradual right turn, as 
you go full blast through it, gliding by the 
seat of your pants. You’ll come down a 


short straightaway, and see that there will 
be signs indicating a very sharp left turn 
ahead. You will definitely want to hit the 
brakes hard as you approach this turn. As 
you continue to hold the brakes down, try 
to nip the brake marker with your left side 
tires, then let off the brakes. You will come 
around another left turn that is moderately 
sharp. You’ll want to tap the brakes just a 
little, then floor it home to the finish. 


IA8: 
Not finishing in the required time limit or 
leaving the track, will result in failure. 


Bronze 25.000 
Silver 24.000 
Gold 22.900 


Car Used: Jaguar XJ220 GT Race Car 


This test puts you behind the wheel of the 
very sweet-looking Jag. This car handles like 
a dream! Blasting off at 150mph, you'll 
encounter a moderately sharp left turn. Try to 
hit the brake marker with your left wheels as 
you tap your brakes, and feather the gas 
through the turn. From there, you’ll come 
down a fairly long straightaway, picking up 
big time speed. Next is a small “S” turn. You'll 
need to drift left towards the brake marker 
and dive immediately right, as you nick the 
right side brake marker—at the same time, 
hitting the brakes fairly hard going though the 
turn. From there, it is another short 
straightaway, with a wicked left turn fast 
approaching you. As you prepare to make the 
turn, hit the brakes hard and dive the nose of 
the car into the left side brake marker. 
Feather the gas as you come out of the turn, 
and punch it to the finish. This is a great test, 
if you like to drive fast with finesse. 


IAS: 
Not finishing in the required time limit or 
leaving the track, will result in failure. 


Bronze 22.000 
Silver 21.000 
Gold 19.900 


Car Used: Nissan R390 GT1 ‘98 


This test gets you into the first of the GT 
cars. Cool!! You are behind the wheel of the 
very fast and great handling Nissan. This 
track is one of the hardest, if not the 
hardest, tracks in the whole game. You start 
off at 150mph, going down a fairly long, 
uphill straightaway. Just before you reach 
the very top of the straightaway, you’ll want 
to start pumping your brakes quickly, so 
that you don’t lose control of the car but, at 
the same time, slowing down quickly. If you 
don’t slow down fast enough, you will be 
ejected off the hill, and you won't be able to 
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grab the road, to make it through the 
wicked, downhill corkscrew turn. As you 
approach the corkscrew, turn hard enough, 
so that you hug the left side brake marker. 
Your vehicle will drift right as you drop 
down through the turn. Tap the brakes a 
little more, as you get ready to take the last 
part of the turn, and hug the right turn 
brake marker. (Don’t get too close or you'll 
find yourself spinning out in the gravel.) 
From there, a short straightaway leads you 
to a fairly sharp left turn. Go wide right and 
attack the turn, diving left. As you begin to 
drift right, tap the brakes just a little and 
pour it on to the finish line. As mentioned 
before, this is a tough track to handle, and 
it will take lots of practice to master. 


A10: 
Not finishing in the required time limit or 
leaving the track, will result in failure. 


Bronze 20.000 
Silver 18.700 
Gold 17.750 


Car Used: Toyota GT-One ‘98 


Ahhhh... the final test!! You are strapped 
into the wild-looking Toyota GT-One. This 
baby is very fast, and fun to drive. You start 
off in your rocket ship, at 150mph, cruising 
a downhill straightaway, as your 
speedometer rapidly climbs up its scale. At 
this break-neck speed, you’ll encounter a 
quick “S” turn. You’ll want to position 
yourself in the middle of the first turn, 
diving in and brushing the brake marker as 
you tap the gas once. From there, it’s a 
short, uphill straightaway. Soon, you will 
encounter a hard left turn. You’ll need to 
really back off the gas, and rapidly tap your 
brakes, to get through the turn and keep 
control of your vehicle. You'll immediately 
approach a moderately sharp right turn, 
hugging the right side brake marker as you 
take the turn. One more straightaway, and 
the finish line is in your sights. Floor it the 
rest of the way, and it’s time to celebrate! 
You’re done, finished, ka-put! It’s time to 
rock and roll with the big boys, in all those 
cash and glory racing spectaculars! 


AUTO 


WARNING! Mature Audiences Only 


LIBERTY CITY 


LIBERTY CITY GARAGE 

Making money in Grand Theft Auto is 
mainly about cars and their values, so 
knowing the vehicles’ statistics is essential. 


LIBERTY MISSIONS 


These are just some of the missions found 
in Liberty City. If you can complete these, 
nothing will be too tough for you! 


1. GANGSTA BANG 


Crazy Jimmy’s Dumped Car 

This is a simple mission to start you off 
with. The car is parked in a side street to 
the northeast of the phones in the park. 
Simply drive to it 
and jump inside. 
You’re given 
instructions to take 
it to Dulli’s. This is 
off to the west, but 
you'll have to go 
around the park to 


get there. 
A Don’t try to outrun Wait for the 
police cars in a straight carage door to open 
race—they’re the fastest as Š 


before driving the 
car inside. You 
haven't completed the mission yet: you’re 
told that Jimmy needs a driver and you 
must head for the southwest Park subway 
where there’s a phone. There’s a strict time 
limit on this so don’t hang around—steal 
the nearest car and head off south. 

The next job is to pick up a taxi with 
fake license plates in southeast Island City, 
so go south over the bridge then to the 
west. The taxi is down an alleyway. Jump 
inside and head northeast again. You can 
tell when you’re nearing Jimmy as you can 
hear the alarm bells ringing at the bank. 
Slow down and pick him up, making sure 
you don’t run him down, then take him to 
Bubby’s love nest in South Island 
Heights—it’s northeast from here. The cops 
will be hot on your tail now and will try to 
block the road, so take the side streets to 
shake them off. Drive Jimmy inside the 
building and the mission is complete! 


vehicles in the game. 


GRAND THEFT 


Behind the controversial subject matter of this infamous title lies a fine 
game. This city-by-city walkthrough will show you all of it. 


Pick Up Cossie 

Another mission over the pager, the boss 
wants his Cossie picked up from northeast 
Island City. When you get there he tells you 
that Pablo needs picking up in a cop car 
that’s waiting in southwest Park. Go north 
and west to find the cop car then south to 
a diamond wholesaler—cop cars move fast 
so be careful you don’t blow it up! 

Pablo’s waiting outside. Again, make 
sure you don’t run him down or you’ll miss 
out on the dollars! Pablo is in a panic and 
wants to go to southeast Tellburg, so spin 
the car around and go southeast and over 
the bridge. The cops will have blocked the 
bridge halfway—head for the barriers to 
break through. Drive into the garage to 
complete the mission. 


Angels Have Wasted Dealer 

The Angels are a biker gang who deal in 
narcotics. They have killed one of Bubby’s 
dealers and stolen the goods—now Bubby 
wants them back! 

Head northwest from the phones until 
you find three motorcyclists in a row— 
these are the Angels. Knock the leader 
from his bike and steal it (the goods are in 


Speed Handling Damage 
7 


Vehicle 


4x4 

Beast GTS 
Bike 

Bug 
Bulldog 
Challenger 
Classic 
Coach 
Cossie 
Counthash 
Impaler 
Itali 
Jugular 
Limo 
Mundano 
Penetrator 
Pickup 
Porka Turbo 
Portsmouth 
Regal 
Repair Van 
School Bus 
Stallion 
Stinger 
Tanker 

Taxi 
Thunderhead 
TV Van 
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the gas tank). Head off to Diego’s in 
northeast Hackenslash. Go carefully 
northeast— bikes don’t bounce around too 
well! Enter the garage and you’re told that 
the stuff is Tony Dio’s. 

Head south in the fastest car you can find 
to answer the phone at north Fort Law, but be 
quick as there’s a time limit. Park the car near 
the phones. The stuff must be taken to the 
park in southeast Hackenslash, so jump back 
in your fast car and head northeast. 

There’s a hole in the center of the small 
park; this is where you must dump the stuff. 
To complete the mission, make sure Tony 
doesn’t get busted as he picks up the stuff. 


Police Chief Cut 

It seems that the police chief is just about 
as corrupt as the rest of this city! To leave 

the crime bosses alone, he wants a bigger 
cut of the money gained from their crimes, 
so Bubby wants him dead. 

There’s a truck packed with explosive 
in south Nixon Island, so head off east to 
pick it up. 

Next drive northeast to the police 
headquarters, where a tunnel leads under 
the building. Stop the truck dead before 


Value 


$4,000 
$12,000 
$2,000 
$2,000 
$8,000 
$4,000 
$8,000 
SN/A 
$12,000 
$12,000 


Availability Desirability 
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jumping out and 
running away. The 
truck should 
explode, taking the 
police chief with it! 
It’s important that 
you stop the truck 
completely before 
running off—if it’s 
still rolling forward, 
it explodes in front 
of the children’s kindergarten opposite! 

With that task complete, head to 
southeast Hackenslash where Tommy is 
waiting —it’s west from the police HQ. He 
pays you and asks you to follow Sonneti’s 
lawyer. Chase after him on foot, making 
sure you keep him in sight. If you have a 
machine gun in your arsenal, get it ready! 
The lawyer runs a couple of blocks before 
meeting the heavy mob. Kill them all to 
complete the mission. 


2. HEIST ALMIGHTY 

Sasha Kidnapping 

The daughter of the boss has been abducted 
and the kidnappers are calling for a ransom. 
Quickly head to the phones in northwest 
Ardler, northeast from the starting point—you 
only have a few seconds to get there! Answer 
the phone then go to the phone in central 
Estoria for another call, northeast from this 
phone. You have 30 seconds to get there. It’s 
always a good idea to follow the onscreen 
arrows, but remember that they only point in 
the direction of your goal—they don’t take 
bridges and dead ends into account! 

On reaching the second phone, the 
kidnappers tell you to bring the money to 
Law Island Bridge. They arrive by boat and 
take the cash. They have left the girl in the 
trunk of a car in east Eaglewood. Go 
northwest and collect her, then take her to 
the Splendido Hotel in north Island City 
(southwest). Mission accomplished! 


AShort of cash? Steal 
cars and sell them at 
the dock. 


Sonetti’s Shipment 

From the phones in the park, go southwest 
to find a van in west Guernsey City. When 
you jump inside, you discover the van is 
rigged with explosives! Whatever you do, 
don't start smashing into other cars with 
this vehicle—it’s highly volatile! 

Drive steadily to Vesuvio in northwest 
Hackenslash—it’s north from here. You get 
there faster if you take the long straight road 
to the left of Guernsey City. If you don't fry, 
Vesuvio tells you to head off to Seymour 
Reamer in west Guernsey City—go south. 

When you get there, Reamer won't take 
the pickup so the boss tells you to take it to 
Crazy Bob in east Hackenslash instead (it’s 
northeast from here). This time the pickup is 
accepted, and they now want Reamer dead! 
Kill him to complete the mission—running 
him over in the truck he rejected should do it! 


Remote-Controlled Cars 

This time head north from the phones to find 
a van in north Guernsey. Inside is a small toy 
car—it is fitted with a bomb and the boss 
wants the driver of an expensive sports car 
dead! The arrow shows you where the sports 
car is—it’s moving all the time. 

Drive the toy car toward the goal and 
you realize one cool thing: this toy will drive 
underneath all the other vehicles on the road! 
Wow-—you can have great fun whizzing 
through the city at full speed before reaching 
the sports car and blowing it sky high! 


Sonetti’s Deal 

In southeast Estoria there’s a deal going 
down, with Sonetti as the ringleader. 
There’s no messing around this time: the 
boss wants all of them dead. Head 
southeast to Estoria and make sure you 
collect some serious weaponry on the way. 

When you get there, try to drive over as 
many of the guys as possible. This makes it 
easier to pick off the few remaining with a 
good blast of machine gun fire, or whatever 
weapon you'd like to use. Except as a last 
resort, steer clear of the pistol, however— 
its single bullets often miss! 

With them dead, head for Vega’s pad in 
southwest Brocklyn (it’s southwest). He wants 
you to use a limo parked in north Island City 
to fetch the Mayoress. Go northwest to find it, 
then be careful—limos are large cars that 
need lots of room to maneuver. Arriving to 
collect the Mayoress in a battered limo isn’t 
going to go down too well! 


SAN ANDREAS 


When you have the limo, the Mayoress is 
opening a new building in northeast New 


Vehicle 


4x4 

Beast GTS 
Bike 

Bug 
Bulldog 
Bus 
Flamer 
Itali GTO 
Juggernaut 
Limo 
Limo 
Mundano 


Penetrator 


Pickup 
Portsmouth 
Regal 
Repair Van 
Roadster 
Speeder 
Stinger 
Stinger Z29 
Tanker 

Taxi 

TV Van 

Van 

Vulture 


Guernsey. Watch out as you pull up 
outside, though—her bodyguards open 
fire. Stay inside the limo and she comes to 
you. Now go northeast to Bubby’s to 
complete the mission. 


SAN ANDREAS GARAGE 

These are the car values for San Andreas. 
Many may look the same as Liberty City, 
but the vehicles have subtle differences. 


SAN ANDREAS MISSIONS 


1. MANDARIN MAYHEM 


Yu Pong’s Car 

From the phones, head toward the 
Marina—it’s to the southwest. You’re told 
that Yu Pong is dead and that you must 
recover his car with its cargo intact. 

You must first find a police car. You can 
do this by committing a crime—shooting 
someone is the fastest way to attract cops. 
Kill the cop when he jumps out of his car, 
then you can steal it! 

Now head for the police impound at 
northeast Aye Valley. The police will be hot 
on your trail so quickly drive inside and 
jump out of the cop car, into Yu Pong’s. 
Travel southwest to return the car—the 
hideout is in southwest Sailors Wharf. 


Killing Wun Tun Chun 
After successfully returning Yu Pong’s car, 
the boss finds his betrayer. Follow the 
arrow to find Wun Tun Chun, but make sure 
you don't kill him! Find yourself a machine 
gun for protection and follow him on foot. 
Eventually he arrives at Jimmy the 
Shovel’s place in northeast Market— 
remember this place. The boss wants his car! 


= 
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Remember these simple tips when playing 
Grand Theft Auto—they may just save your life! 
e When you’re given a new message, pause 

the game immediately to give yourself time 
to read it in peace, without worrying about 
what’s going on around you. 

e When the police erect roadblocks to stop 
you, they never cover the sidewalk, so you 
can simply drive on by! 

e You will find many bonuses hidden away in 
unexpected areas—search car lots and 
dead ends. 

e An essential tip for gun battles is to 
remember that you can fire your weapons 
while running backward. Never simply stand 

and fight. 


It’s the bug parked outside. Jump in and you 
have 60 seconds to get it to the Guns N 
Ammo garage in central Sailors Wharf. 
When the bomb has been fitted, return 
it to Jimmy the Shovel’s and watch the 
fireworks! Don’t hang around too long, 
though—the police will soon arrive! 


Uncle Fu’s Racket 

On returning to the phones, there’s a call 
from Uncle Fu, but Market is too public. You 
must go to Aye Valley for the next call, 
northeast in the corner of a park. He wants 
you to collect the premiums from restaurants 
he protects—the owners will be standing in 
the center of car lots around the city. 

First head southwest to meet Pu Ping 
from the Rancid Dragon, then northwest to 
see Ho Ching of the Belching Buddha, then 
southwest again to find Lei Ming of the 
Drooping Lotus, and finally Chu Wing Dung 
of the Rampant Cockerel is to the west. None 
of the restaurateurs give you any trouble, so 
head to Chinatown in the west to hand over 
the cash. The hideout is down an alleyway. 


Drunken Rabble 
After answering the phone, head for 
Woodside to the east to find a more secluded 
phone. It appears that Uncle Fu’s nephew has 
been misbehaving—he and all his friends 
must be killed! Go northwest to find them. 
The streets of San Andreas are long 
and straight, making them ideal for running 
along the sidewalk at top speed. Using this 
technique you can get around the city in 
next to no time! 


2. TEQUILA SLAMMER 
Killing Feds 
Go southeast from the phone to Excalibur. 
There’s a bet that you can kill eight federals 
in less than eight minutes! The timer is 
ticking so follow the arrows to find your prey. 
The easiest way to pick off these guys 
is to use the’car! Weapons are okay, but 
they leave you vulnerable while you do the 
deed. If a cop hides out in a corner where 
you can't get at him, jump out of the car for 
a few seconds and spray machine gun 
bullets in his direction. 


Dumping Cars 

In east Sunrise there’s an area owned by 
the gang where three cars are lying around. 
They want them dumped in the deepest 
part of the docks down on Woodside. 
Jump into them in any order you wish and 
take them off to the southeast—it’s the 
small dockside to the right of the Golden 
Gate Bridge that you need. 

Accelerate each car toward the 
dockside then jump out before they go 
over. Your little guy can only jump out when 
a vehicle is moving slow enough, however, 
so don't go too fast! If the car won't go in, 
use another car to give it a push. 


Chemical Truck 
The boss wants you to collect a truckload 
of unusual chemicals. Head southeast from 
the Wood Hill phone; the truck is cruising 
through Sunview. When you get there, the 
driver isn’t too pleased about you hijacking 
his truck and opens fire, so be prepared. 
Once in the driver’s seat, head west to 
find the nearest auto shop, where you can 
change the license plates. That done, 
follow the direction arrow north over the 
Golden Gate Bridge to the warehouse—but 
remember that the driver is still after you! 


TV Crew 
It turns out that a TV crew filmed one of 
your heinous crimes and are ready to go 
live with the broadcast! The boss does 
some investigating and discovers there are 
four TV vans in the city—you must destroy 
them all within a time limit. 

Head over to Richman first. If you have 
the rocket launcher, this is the ideal 


Speed Handling Damage 
8 


Vehicle 
4x4 
29 Special 


Juggernaut 
Jugular 

Le Bonham 
Limo 
Mundano 
Penetrator 
Pickup 
Porka 
Regal 
Repair Van 
School Bus 
Stinger 
Stinger Z29 
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weapon for taking out the van with little 
fuss—but make sure you’re well away from 
parked cars or you’ll blow yourself up, too. 
The next one is in Woodside, but be careful 
now as the police will be on to you! Off to 
Sunview next, then the final one is close by. 


VICE CITY 


VICE CITY GARAGE 

Check out the car values for this southern 
American city—there are some cool 
vehicles around here! 


VICE CITY MISSIONS 


1. BENT COP BLUES 
Pay Off Cops 
Things are tougher now. You don’t get an 
automatic pointer showing where the 
phones are; it only shows up when you get 
close. Learn the phone locations for 
yourself (Greek Heights, Vice Beach, and 
Vice Shores), and even mark them on the 
map enclosed with the game, if you wish. 
The boss is now the police chief, 
Deever, and has some cops working with 
him! Head over to Little Dominica to find 
the first one down an alleyway—it’s on the 
west side of the city. Whatever you do, 
don’t kill him! Walk up to the cop and talk 


with him to receive a message for the boss. 


Now head over to Vice Beach in the 
northeast to find Sergeant Roberts. Find all 
the cops and take their messages to 
complete the mission, but make sure 
you’re nice to them! 
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GAMESHARK CODES 


800204460009 
800204380003 
8002C45E0001 
D002C2F00000 
8002C2FOFFFF 
800204420063 
800204506300 


infinite Lives 
Bullet Proof Vest 
Get Out Of Jail Free Key 


High Score 

High Score 

Extra Bonus Points 
Infinite Pistol Ammo 
Infinite Machinegun/Rocket Ammo 800204526363 


Infinite Flamethrower Ammo 800204540063 


Steal Car Dealer’s Car 

One of the boss's car dealers is working for the 
Rastas! He wants his car stolen, so head over 
to central Vice Shores, in the northeastern part 
of the city. 

Pick up the car and get down to Little 
Dominica, and fast—it’s west. When you get 
there, it’s bloodbath time! Kill all the people 
standing around in the car lot by driving 
over them. If any escape, simply follow them 
and mow them down! 


2. RASTA BLASTA 


Rasta’s Car 


There’s a car 
belonging to a 
Rasta over in 
Richman Heights. 
Head to the 
southwest corner 
of the city to find it. 

Once inside, find 
the nearest bomb 
shop and have the 
car fitted with a 
surprise! You have 
120 seconds to get it there—the nearest 
one is in southwest Felicity, so take the 
southernmost road there for speed. When 
you return it to its original position, sit back 
and watch it fly! 


aes j : 
A Don’t get caught in 
the blast of any 
explosions you set off. 
It doesn’t look very 
cool. 


Cuban Shipment 

Banana Grove is in the far southeastern 
part of the city. The boss says there’s a 
shipment down there that he wants trashed 
down before it hits the street. 

Get there with the fastest car you can 
steal; the arrow points at a limo when you 
get close enough. Blast the car, but it turns 
out to be the boss’s woman inside, not the 
shipment! The Rastas offer you a way out, 
so find a phone to talk to them. They want 
you to do away with a guy they call the 
High Priest o’ Babylon. 


Vehicle 


Ambulance 6 4 9 
Boat 2 4 N/A 
Fire Engine 6 4 10 
Police Car 10 4 8 
SWAT Van 6 4 8 
Tank 3 1 10 
Train 3 4 N/A 


Speed Handling Damage 


SPECIAL CAR LOT 


These cars are seen as “special,” and 
although they don’t have a street value, 
they can be extremely useful when used as 
getaway vehicles. 


CHEATS 


Enter these codes on the character name 
screen. The cheat will be active the next 
time you play. 


GROOVY Access all weaponry 

WEYHEY Earn 9,999,990 points 

BLOWME Activates coordinates 
onscreen 

EATTHIS Maximum wanted level 

FECK Opens parts one and two 
of Liberty City 

TVTAN Opens parts one and two 
of San Andreas and 
Liberty City 

URGE Opens all cities except 
part one of Vice City 

CAPRICE Opens parts one and two 
of all cities 

CHUFF No police 

TURF All cities open 

MADEMAN All cities open and all 
weapons 

THESHIT All cities open, all 
weapons, and infinite lives 

BSTARD All cities open, millions of 
dollars, and 99 lives 

WEAPONS 


Learn the properties of the weapons in 
Grand Theft Auto —they’re all highly 
dangerous and could take one of your lives 
if used the wrong way! 


Pistol 

The smallest weapon in the game, these 
are found quite frequently, usually outside 
police stations or hospitals. You can use 
this weapon to taunt drivers out of their 
cars—this way you don’t get arrested for 
carjacking, only firearms offenses! It’s not 
so good for picking out specific people, 
though, as it only fires one bullet at a time 
at close range. 


Machine Gun 

A much more satisfying weapon and one 
that really makes people run for cover! 
Some missions involve taking out groups of 
drug dealers or thugs; the machine gun is 
the weapon to use in these cases, as it’s 
quick, giving them less time to react. 


Availability Desirability 


SN/A 1% 6 
SN/A N/A 2 
SN/A 2% 6 
SN/A 1% 10 
SN/A 2% 6 
SN/A 2% 9 
SN/A 1% 2 


Rocket Launcher 
Be very careful with 
the rocket launcher: 
if you fire it too 
close to a building, 
you can kill yourself 
in the explosion. 
Use the rockets 
sparingly and only 
for the missions 
where you really 
need to blow 
something up—any other use is a waste. 


A Try to avoid killing 
too many innocent 
bystanders when trying 
to complete a 
mission—it really 
annoys the police. 


e The number of police chasing you is 
measured in heads at the top of the screen. 
Only when you have four police heads 
onscreen will they shoot first. 

e When you’re fleeing from the police on foot, 
jumping over parked cars lengthens your lead 
on them and possibly allows you to escape. 

e If it’s big bonuses that you're after, scaring 
people onto the electrified railroad tracks 
gives megabucks! 

e To make sharper turns in fast cars, hold 
down the brake and hit the gas as you turn. 
This gives a power brake that slides the car 
around corners. 

e When operating the tank, you can hold down 
the (2) button and use the joypad to control 
the gun turret. 

e You can keep a police car without being 
chased by the cops by parking it close to an 
autoshop, stealing another car and driving 
this through the shop to respray it. The 
police will now ignore your antics and you 
can drive off in their car! 


Flame Thrower 

As with the rocket launcher, be careful 
when firing this weapon as it can blow 
back on you, and that’s not a pretty sight. 
The flame thrower can destroy a car in 
seconds, and if you’re feeling particularly 
nasty you can light up pedestrians and 
watch them run off in flames! But obviously 
that’s not recommended. 


A quick and easy way of bumping up your 
dollars is to drive around until you have found 
a machine gun, then find a secluded alleyway 
that’s near a street. Now go on a car-stealing 
frenzy and park them all in the alleyway close 
together. When you have piled up between 20 
and 30 cars, walk into the alleyway with the 
machine gun ready and blast the first one in 
the collection. It eventually blows up, starting 
a chain reaction of explosions through all the 
cars you stole. Each car gives you a dollar 
value when it’s destroyed—and you can earn 
mega dollars if your multiplier is nice and 
high when you try this particular tip out! 
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GTA VERSUS GTA2: 


THE DIFFERENCES 
WHAT’S NEW 


Although the top-down, car-chase action of 
the original GTA game remains mostly 
unchanged, a few improvements and 
changes make playing GTA2 a whole new 
experience. In essence, game developer 
DMA Design has been able to cram into 
GTA2 all the features and ideas that it 
couldn’t squeeze into GTA. These range 
from gang warfare to how the computer- 
controlled cars and pedestrians interact 
with the city around them. The hugely 
expanded game world of GTA2 also 
features completely new gameplay and an 
all new 3D graphics engine. 


GANG WARFARE 


The basic concept of gang warfare is that 
when you do a job for Gang A, the amount 
of Respect you have with that gang 
increases. This increased Respect gives 
you access to more of the gang’s missions. 
At the same time, however, your Respect 
level drops with Gang B, which is naturally 
Gang A’s deadly enemy. In the same way, if 
you try to regain favor by doing jobs for 
Gang B, Gang C will start firing on you 
whenever you drive into their territory; you 
just can’t please everybody all of the time. 
In GTA2, not only must you avoid cops on 
a day-to-day basis, but your travel plans 
can be upset by angry gangmembers who 
shoot first, and ask questions later. 


AMess up in GTA2 and not only will the city 
send in the cops, SWAT teams and the FBI, but 
if all else fails, they'll call in the Army. 


GRAND THEFT 
AUTO 2 


that and more. 


THE LAW 


Obviously, the police remain an integral part 
of GTA life, turning up just as you’re about to 
car-jack a Stretch Limo, or driving by at the 
exact moment you shoot a rival 
gangmember. Not only do the police patrol in 
some of the fastest cars available in the 
game, but beat officers wander the city’s 
sidewalks searching for trouble, too. And if 
the regular police can’t control you 
(especially if your Wanted level rises above 
three), they have the power to call in an 
armed SWAT team—armored super-cops 
packing automatic weaponry rather than the 
beat cop’s trusty Pistol. And if these guys 
fail, they have authority to alert the Special 
Agents: sharp-suited, armored Feds who 
pack silenced Uzi Machine Guns. Finally, as 
a last resort, the city can call in the Army. You 
really don’t want to be around when these 
guys show up—hundreds of soldiers patrol 
the streets, and Tanks, APCs and Jeeps 
make getaways practically impossible. 


ADVANCED Al 

With GTA2, you really get the feeling that 
you're playing in a fully functioning game 
world. Everywhere, citizens go about their 
business. Muggers rip off unwary passers- 
by, car-jackers (like you) operate at street 
corners and traffic lights, while drug- 
dealers push contraband to anyone 
prepared to pay the money. 

Want to find a Bus? They cruise the 
main highways. Need to summon a 
Medicar? Simply gun down a gangmember 
and, because organized crime boasts 
some attractive health benefits, a Medicar 
with paramedics will arrive quickly to pick 
up any remaining pieces. 


MISSIONS 


Each of the three city districts represented in 
the game—Downtown, Residential and 
Industrial—features 21 individual gang 
missions. Add to this up to 20 Kill Frenzies, 3 
Bonus Stages per level, and numerous 
secret ramps, jumps and hidden items, and 
you’ve got a game that will keep you going 
for months (if not years, judging by the harsh 
nature of some of the later gang missions). 
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It’s not every day you get to exterminate a Russian drug dealer or 
take part in a car chase so dramatic that the police are forced to 
call in the feds and the Army—well with GTA2 you can do exactly 


The three playable sectors in GTA2 are 
controlled by seven main gangs. To access 
the seven jobs per level that each gang has to 
offer, you must gain “Respect” with that 
particular gang. Causing death, damage and 
destruction in the name of one gang 
increases you Respect with that gang. Your 
character’s Respect meter is located at the 
top-left of the screen. 


GENERAL TIPS AND 
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TACTICS 


GTA DRIVING SCHOOL 


Ultimately, it doesn’t matter whether you can 
successfully kidnap a high-ranking henchman 
if you hit 17 cars, smack into a building, and 
alert the police along the way by running over 
pedestrians. There’s a time and a place for 
super-fast, over-the-edge driving. And for the 
most part, you can maximize your chances of 
completing a mission by sticking to a few 
simple, common sense rules. 


GTA2 WELCOMES “CAREFUL” 
DRIVERS! 


Drive slowly! Take your time while guiding 
your vehicle between mission waypoints. If 
there’s no time limit involved (and most of 
the missions don’t feature one), then 
there’s no need to rush. Whoever heard of 
a getaway driver speeding like a lunatic 
before a bank job? So don’t run over 
pedestrians, don’t hit other cars and don't 
collide with any buildings. Save it for the 
desperate, frantic car chases. You’ll have 
lots of those before the game ends. 


ad iniflative, € 
Mucsive the foolish Kovski- 


A Drive carefully whenever possible. Save the 
heroics for frantic car chases. 
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USE THE HIGHWAYS! 


While screaming down narrow city streets 
may give you an adrenaline rush beyond 
compare, veteran criminals maximize their 
chances of speeding and cop-fleeing by 
sticking to the city’s wider roads. Specifically, 
use the multilane highways as much as 
possible, using the central, grassy median to 
drive at ludicrously dangerous and reckless 
velocities. Not only can you speed up your 
journey time between far-flung mission 
waypoints by doing this, but the highways, 
have more space to evade pursuers and 
aren't filled with pesky pedestrians. 


STEAL A VAN! 


Worried about your speed? Driving just that 
little bit too fast? Slow things down by car- 
jacking a more versatile, sluggish vehicle. 
Stealing a Van, for example, provides you 
with a set of wheels that hasn't got the raw 
power to propel you at breakneck speeds. 
It is, however, just fast and sturdy 
enough to travel quickly and safely, and it’s 
able to make ramp-jumps just as 
successfully as cars that are half its size 
and weight. You’ll also find that the Van is 
handy if you need to pick up a gang of 
rent-a-thugs to help you during a mission. 


STEAL A BENSON! 


For fast, timed missions, you’ll need a 
roadster with good acceleration and an 
impressive top speed. The Benson, for 
example, provides you with both but 
sacrifices some handling for the speed 
bonus. This is the problem with all high- 
speed cars in the game; the faster you go, 
the more difficult they are to control. The 
Cop Car and the Zaibatsu Z-Type also 
make good, but twitchy, rides. 


AThe Benson is fast but tricky to control. 


THE GARAGE 


Strategically located around the three maps, 
garages provide a variety of in-game 
functions to help you either attract or escape 
police attention. One of the most important 
things to do when you play a new map is to 
locate the most accessible garages; these 


are often on the edge of main, multilane 
highways. Each one provides some or all of 
the following functions. 


RED ARMY SURPLUS 


Thanks to this drive-through bomb shop, 
you can rig any vehicle with a TNT charge 
for $5,000. Select the explosives as you 
would a personal weapon and press Fire to 
arm them. You then have about three 
seconds to get as far away as you can. 


HELL OIL 


For $25,000 you can rig any vehicle you 
drive through the Hell Oil garage with a 
James Bond-style oil slick dispenser. You 
get ten uses for your money, and the 
weapon can be selected in the same way 
as the dynamite mentioned above. Any 
vehicle that hits a released oil patch will 
skid wildly off the road. 


MAX PAINT 


Driving through the Max Paint garage (and 
paying $5,000) is the only way to reset your 
character’s Wanted level if it has risen to 
two or higher. The Max Paint shop will 
either spray your stolen vehicle a different 
color or switch the number plates. Both 
ensure that you can escape the deadly 
intentions of cops, SWAT teams, FBI 
agents and the Army. 


A You can reset you character’s Wanted level by 
driving through the Max Paint garage. 


GOLD MINES 
A cool $50,000 buys you possibly the most 


useful cop-evading add-on that you can 
get in the game: ten car-mounted mines. 
Again, once fitted to your vehicle, these 
can be dropped to destroy pursuing cars 
by first selecting the weapon and then 
pressing the Fire button. Yes, they’re 
expensive. But they’re worth it. 


SMITH & HESTON’S 


For a cut-price $25,000, driving through 
the Smith & Heston workshop fits your 
automobile with front-firing Machine Guns 
(plus 30 ammo). Useful for attacking other 
vehicles and pedestrians while on the 


move, these are selected and activated in 
the same way as ordinary weapons. 


MAKING MONEY 


As you'd expect, there are several ways to 
make money in GTA2—all of them illegal. 
Having a large cash reserve is vitally 
important not only because you need 
several million dollars to complete each 
level, but you also need disposable income 
to buy bombs and mines and to spray- 
paint your car if wanted by the police. Here 
are the main ways to make money. 


PERFORMING GANG MISSIONS 

Only by accepting and completing gang 
missions can you earn sizeable amounts of 
money—anything from $20,000 to $70,000 
at a time. The money you receive depends 
on the difficulty of mission you choose to 
accept: 


Green = Easy 
Yellow = Medium 
Red = Hard 


When you successfully complete a 
mission, your character’s Bonus Multiplier 
is increased by one. The higher your 
character’s Bonus Multiplier, the more 
money you receive for performing the 
various acts described here. 


CAR-JACKING 


Every time you stop and steal a car, you get a 
small cash reward for it. The higher your 
character’s Bonus Multiplier, the more 
generous this reward is. The amount of money 
you get from car-jacking vehicles is not 
enough to make it a get-rich-quick scheme. 
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A You won’t get rich by stealing cars, but every 
little helps. 


RAMMING CARS 


Just as you get a small cash reward when 
you steal a car, you receive a similarly tiny 
bonus when you ram, smash or destroy 
other vehicles in the game. Again, the 
higher your character’s Bonus Multiplier, the 
higher the scores for this car-carnage will 
be. Expect the values to be in the hundreds 


rather than the thousands unless you can 
line up several vehicles in a row and blow 
them up in a spectacular chain reaction! 


KILLING PEDESTRIANS 


Like destroying a car, running down or 
shooting a pedestrian in GTA2 also earns 
you a small amount of money. Typically, the 
higher your character’s Bonus Multiplier, 
the higher the bonus that you receive for 
squishing passers-by beneath your wheels. 


BEING A FUGITIVE 

As your Wanted level rises, you 
automatically receive a cash reward for the 
time you spend as a fugitive from justice. 
While your dollar total rises only slowly 
when your Wanted level is one or two, by 
the time it reaches SWAT team proportions 
at four, or FBI involvement at five, it 
increases at about $10 per second. All you 
need to do is find somewhere safe to hide. 


INSANE STUNT BONUS 

If you find a large ramp anywhere in the 
city, it’s been put there for one of two 
reasons. The first is to provide access to 
secret areas where you can find bonus 
vehicles, GTA tokens, or Kill Frenzies. The 
second is simply because it’s a good 
excuse for a spectacular jump. Players who 
charge up these ramps receive an Insane 
Stunt Bonus of about $1,000 per jump. 
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A Charge up a large ramp and you get a $1,000 bonus. 


ACCURACY BONUS 


Another hidden bonus is the Accuracy 
Bonus, a small $1,000 bank-boost 
awarded to players who get the majority of 
the bullets they fire to hit their target. 


CRUSHING CARS! 


By stealing a vehicle and driving it to one of 
the Crane/Crusher combinations dotted 
around the three city maps, you can earn 
money for turning Detroit’s finest into tons of 
charred scrap metal. Again, the rewards are 
not great (about $250 per car), but improve if 
you can boost your Bonus Multiplier. 


A Keep your eyes peeled for Kill Frenzies. 


KILL FRENZIES! 

On each of the three GTA2 maps are 20 Kill 
Frenzies—timed mini-missions that dare you 
to destroy 20 cars in 60 seconds with 
Molotov Cocktails or shoot 45 pedestrians 
with a Shotgun in 90 seconds. Available 
either as spinning green tokens or as primed 
vehicles (indistinguishable from other 
vehicles), the rewards for Kill Frenzies vary 
from map to map. Naturally, the higher your 
Bonus Multiplier, the more cash you receive 
for successfully completing a Kill Frenzy. 


EVADING THE POLICE 


Whether your Wanted level is one or five, 
you'll need to know how to make the best of 
your fugitive situation. This means knowing 
how to reduce your Wanted level, how to 
shake cops in a car chase, or how to lose 
pursuing officers on foot. For example, you 
may want to reach the safety of a paint shop 
to pay $5,000 for a new set of plates. Or 
you could choose to take advantage of your 
Wanted status by activating a Kill Frenzy 
and racking up more money. 


WAITING IT OUT 


If your Wanted level hasn't risen above one, 
you can easily wait until the police stop 
looking for you. As the cops generally 
manage to home in on your location 
wherever you are in a city sector, drive (or 
run) quickly to a gang HQ, where you can 
hole up until the heat is off. After a short 
wait, the single cop icon that denotes a 
Wanted level of one will disappear and you 
can resume your criminal activities. 


USE THE HIGHWAYS 


Not only are the multilane highways (those 
with the grassy central median) useful for 
traveling at speed, but they give you the 
widest area with which to avoid oncoming 
Cop Cars. When your Wanted level has risen 
to one or greater, Cop Cars approach you 
from every direction. If you choose to travel 
down the smaller, narrower roads, you run 
the risk of being rammed into a wall or boxed 
into a corner and forced to escape on foot. 
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CHANGE DIRECTION 


Use the brakes to dramatically change your 
direction of travel. By braking late, you can 
make Cop Cars overshoot corners, and by 
doing a U-turn in the middle of a highway, 
you can often damage the cars that are 
following you. Driving in a straight line is 
inadvisable because it gives the police time 
to drive alongside your car, where they'll 
attempt to run you off the road. 


i 


AChanging direction and braking late are good 
tactics for evading the police. 


USE THE TRAFFIC 


One of the best ways to get rid of pursuing 
Cop Cars is to use the traffic around you to 
your advantage. When speeding down a 
multilane highway, for example, overtake a 
computer-controlled vehicle and put it 
between yourself and the Cop Car that’s 
following you. The Cop Car will often 
smash into the car you’ve just passed and 
lose all of its momentum. 


USE THE ALLEYWAYS 


In the same way that the Cop Cars smash 
into traffic as they chase you, you can easily 
force them into the side of a building by 
driving down an alleyway. As your Wanted 
level is already greater than zero, it won't 
matter how many pedestrians you knock 
down in the process, just as long as the 
Cop Car is brought to a halt and you have 
time to drive closer to your destination. 


DRIVE A BUS 


Fast cars aren't always the best vehicles to 
drive when trying to elude the police. You 


A Use a Bus to ram vehicles out of your way. 
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may find that stealing a heftier set of wheels, 
say a Bus, is effective. After you’ve built up 
some speed, you can simply use the 
vehicle’s weight to ram cars out of the way. 
The same goes for the G4 Bank Van, and 
even the basic Van (or its TV Van variant). 


SEEK THE HIGH GROUND 


If you’re forced to abandon your vehicle for 
any reason (such as it’s on fire), you may 
be able to avoid the police for a time by 
escaping up pedestrian stairways to the 
roof of a nearby building. If you can make 
this journey before the occupants of a Cop 
Car spot you, then you may be able to find 
another escape route that allows you to 
pick up another car. 


RUNNING ROADBLOCKS! 

As your Wanted level rises, the police, FBI 
and eventually the Army will attempt to 
prevent you from using the wider highways 
by setting up roadblocks. Police and FBI 
roadblocks can easily be beaten by driving 
between the cars and over the tiny barriers 
placed between them. The Army’s roadblocks 
consist of three Tanks; avoid these rocket- 
firing machines completely rather than trying 
to speed your way past them. 


A LITTLE GANG HELP 


If you’ve got to stop anywhere, try to stop 
right in the middle of a gang-controlled 
neighborhood (preferably one that has 
Respect for you). By doing this, you can 
bring the police face-to-face with the 
gangs that hate them. So, by stopping a 
damaged car outside Zaibatsu gang 
headquarters in Downtown, you can 
escape while the Z-men open fire on the 
police that jump out to arrest you. 


o: i 1M 
A Get other gangs to do your dirty work for you. 
COPS CAN JUMP! 


Those of you who played the original GTA 
may remember that you could escape from 
Pursuing cops on foot by putting several 
cars between you and the pursuing officer. 


In the original GTA, the police couldn't 
jump over cars, meaning that they could 
only watch as you ran off to safety. 
Unfortunately, there’s no such problem 
here; if the cops can see you, they’ll keep 
chasing you until you’re busted. 


DON’T SWAT IT 


It’s worth noting that if you reach a Wanted 
level of four, not only do the police call in 
the assistance of a heavily-armed SWAT 
team, but they abandon trying to catch you 
and start opening fire. Make sure that you 
have maxed-out both your body armor and 
Uzi ammo before you embark on any 
journey or mission that might get you into 
trouble. Consider yourself warned. 


RESIDENTIAL SECTOR: MAP 2 

Map 2 contains eight hidden cars that, 
when collected, release eight vehicles for 
you to drive: 


1x Fire Truck (armed with a Flamethrower) 

2x Furore GT (armed with 50 Mines) 

1x Furore GT (armed with 50 Oil Slicks) 

1x Furore GT (armed with 50 Machine 

Gun rounds) 

1x Tank (armed with 20 Heavy Cannon rounds) 


1x Armored Land Roamer (armed with 
20 Heavy Machine Gun rounds) 

1x Special Agent Car (armed with 50 
Machine Gun rounds) 


When each secret car is found, just use the 
Enter/Exit Vehicle button to get in it. But 
instead of being able to drive it around, you 
are magically transported to an unassuming 
car lot in the middle of the city. This lot has 
eight doors numbered 1 through 8 that can 
only be opened when all eight secret cars 
are found. 


MISCELLANEOUS 


TACTICS 


THE BONUS MULTIPLIER 


Don't attempt any Kill Frenzy challenges 
until you have boosted your Bonus 
Multiplier to x4 or x5. You increase the 
Multiplier every time you successfully 
complete a gang mission, so if you finish 
all easy Green tasks for the three 
organizations on your map, you can go into 
your first money-boosting Kill Frenzy with a 
Bonus Multiplier of x6. Providing, of 
course, you haven’t been busted. 


SAVING YOUR PROGRESS 


There’s no real point in saving your game 
and blowing $50,000 of your hard-earned 
cash until you have achieved a healthy 
Bonus Multiplier. If you can safely and 
carefully complete a map’s Easy missions 
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without being killed or busted in the 
process, save the game to preserve your 
Bonus Multiplier. 

When you have completed a 
particularly difficult Medium or Hard 
mission, save it again. The $50,000 you 
spend isn’t as important as retaining a 
good Bonus Multiplier score. 


BE A G4 BANK VAN FAN 

It may not seem like the ideal vehicle to 
drive, but the G4 Bank Van certainly has its 
advantages. For starters, it can carry a 
squad of goons if one is assigned to you 
during a gang mission. It’s fairly quick for its 
size, yet heavy enough to smash past 
troublesome traffic and pursuing Cop Cars. 
Best of all, it has armor plating, allowing it to 
withstand a lot more damage than many of 
the vehicles in GTA2. In fact, the G4 Bank 
Van is second only to the Tank in toughness. 


AThe G4 Bank Van is one of the toughest 
vehicles in the game. 


COMBINATIONS! 


One of the more interesting ways of adding 
to your bank balance is to perform actions 
in combination with other actions. For 
example, if you must assassinate a gang 
member and there’s a Kill Frenzy nearby, 
why not combine the two and take him out 
while the Frenzy is in effect? Similarly, why 
blow up one car when you can line up 
several and destroy them all in an explosive 
chain reaction? 


V Get stocked up, ready to go and hit the road. 


So you just want to get started, eh? The 70 
page manual is too much to read, and you 
don’t need a manual anyway, do you? 


QUICK HINTS 


Learn to use the compass. You will need to 
switch the view often during the course of 
the game. Without the compass, you would 
be lost. Remember; the red side of the 


The world of Grandia is one of magic and mystery. 
As the young adventurer, Justin, you will travel to 
the far reaches of the known world—and beyond. 
So prepare to enter the world of Grandia brave 


adventurer—your quest awaits! 


compass is always facing north. 

Save early and save often. Save/recover 
points are everywhere. Use them. The 
screen will switch to an angle view right 
before a boss fight. If you’re not prepared 
to fight and the view switches, back off. 

Basic magic is “bought” with Mana 
Eggs. One egg will allow you to learn one 
type of magic. Each character can learn 
four types: Fire, Wind, Water and Earth. 


VW The room of illusion. Touch the glowing sphere in the center of the room to trigger another 


story sequence. 


PSX GAMER’S GUIDE VOL.1 


Justin and Feena are the only characters 
that will last from early on to the end of the 
game. Focus your character development 
on them. Later on in the game, Rapp and 
Liete will round out your party. 

Check your stashing place every so 
often. Characters who leave your party will 
leave items for you there. 

Make sure you save your game at the 
end of Disc One. You cannot start Disc Two 
without the proper save on a memory card. 
If you don’t have a memory card, it is 
impossible to move from Disc One to 
Disc Two. 


WEAPONS AND MAGIC 


A wise man once said, “Variety is the spice 
of life.” That same sentiment also holds true 
for Grandia. If you always use the same 
attacks while fighting, your characters will 
end up as poor performers. 

Every time you use an attack, be it a 
basic attack, a special attack or a magic 
attack, your character will earn experience 
points. Those points will be distributed as 
both general experience points and 
weapon and magic experience points. 
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TIME do you think ir is?! 


A Talk with Lilly and Sue over dinner to 
learn more about the Leck Mines and how 
to get there. 


For example, if you always use the 
sword as Justin, then you will not learn how 
to use the axe. If you can’t use the axe well, 
you won't be able to learn some of the 
more advanced special moves. The same 
goes with magic. If you always have Feena 
use fire magic, she will become quite good 
at it. However, she won't be very good at 
the other types of magic. As a result, many 
of the more advanced magic will be 
unavailable. The best way to ensure 
balanced growth is to simply switch off 
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between various weapons and magic types 
every so often. If you’ve been using a sword 
for awhile, start using an axe. If you have 
been using fire magic, use earth magic for 
awhile. Start doing this early and you'll have 
a powerful party by the end of the game. 


ITEMS 


There are plenty of items in the game, but 
you don’t need them all. In fact, you 
probably won't even see them all if you just 
play to win. Some items can be bought, 
but the best items can only be found. If 
you want to find something cool, you need 
to explore. Wander off the beaten path. Kill 
some extra enemies. 

Each character in your party can carry a 
maximum of 12 items. Extra items can be 
stored in the stashing place, but the 
stashing place is only available at certain 
points in the game. Typically, you can find a 
stashing place in town in the inns, and in 
dungeons near bosses. They can also be 
found near save/recover points. Items stored 
in a stashing place cannot be immediately 
used. They must be removed from the 
stashing place and given to a character first. 

It is a good idea to keep some space in 
your item list. Don’t max out every character 
with 12 items before you go adventuring. 
Why? If you are completely loaded up and 
you find something, you will either have to 
pitch something in your inventory or pitch 
the item you just found. Once an item is 
pitched, it is gone for good. You cannot 
come back and pick it up later. 


BUYING AND SELLING 


In short, stores will buy items for 50 
percent of their sale value. You might as 
well sell off anything you’re not planning to 
use. You can never have enough money. 


BATTLE MODE 


The game will switch to battle mode when 
you encounter an enemy. If you walk into 
an enemy whey they are flashing red, a 
normal battle will start. If you walk into an 
enemy that is not flashing (they have not 
seen you), you will surprise them and gain 
the advantage. If an enemy walks into 
another member of your party, the enemy 
will ambush your party and you will start at 
a disadvantage. 

Fighting in Grandia is near-real-time. 
The fight will pause to allow you to choose 
an attack, but once you have made your 
choice, things start to get interesting. There 
is an IP bar in the lower right hand corner 
of the screen that shows the “placement” 
of everyone in relation to their “turn.” 
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lest adventurer 


A You get to meet Feena, the greatest adventurer in the New World. 


Characters in the first section of the 
bar are waiting. Characters in the last 
section of the bar have chosen an attack 
and characters at the right-most end of the 
bar are executing an attack. 

There are a few different options 
available to you during a fight: 


e Combo: This is a series of two quick hits. 
Individually, the hits are weak, but together 
they can pack quite a punch. If the first hit 
kills an enemy, you will automatically hit 
the next nearest enemy. This will likely be 
your most common attack. 


Critical: This single hit is slower than the 
combo, and not quite as powerful but, it can 
cancel an enemy’s attack. While you 
wouldn't want to use this attack every time, 
It does have its place. Because of the 
cancellation effect, a series of critical 
attacks can be used to keep an enemy at 
bay. The downside to a critical attack is the 
long execution time. While waiting to 
execute a critical attack, your characters are 
themselves susceptible to counter attacks. 


Moves/Magic: This option allows you to 
execute either a special attack (using SP) 
or a magic attack (using MP). You’ll want 
to use these every so often in order to 
gain access to the more powerful special 
attacks and magic types. Also, be sure to 
use your defensive magic to build it up. It 
is a mistake to ignore defensive magic, 
because it will prevent you from learning 
the “really cool stuff” later on. 


e Items: This is pretty self explanatory. It 
allows you to use an item. 
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e Tactics: Setting tactics allows the 
computer to do the fighting for you. You 
don't have to worry about the nitty gritty 
if you don’t want to. There are eight 
different methods: 


1) Manual: This is the default. You do 
everything. 

2) Play Fair: Fight with normal attacks. 
You will beat on your opponents until 
they die. Your characters will not use 
magic attacks. 

3) Power Up: As it says, power up. Your 
characters will use magic and items to 
boost their abilities before attacking. 

4) Withdraw: If you’re a wimp, this is the 
way to go. 

5) Each Own: Party members will “do their 
own thing.” 

6) Safety: Heavy use of recovery items and 
magic to keep party members healthy. 

7) Go Wild: Attack with the most powerful 
special moves and magic. 

8) Meanie: Make it difficult for the enemy 
to retaliate. 


e Defend: You have the option to endure 
(hunker down and only take 1/3 damage 
from attacks) or evade (move around on 
the screen to avoid an attack). 


e Look: Look at the enemy. Check out their 
stats. See how much HP they have left. 


e Escape: Use this command if you ever 


face a killer rabbit. In other words—Run 
away!!! 


THE GRANSTREAM 


GAME BASICS 


SCEPTER 

The Scepter is an unusually powerful 
artifact that has been with you ever since 
you can remember. No one knows where it 
came from or what its true purpose is, but 
you can never let it out of your sight. 


VALOS’S SCEPTER RESEARCH 


The Scepter can duplicate anything not 
living, broken or 
not, and 
communicate with 
the deceased. 

It has the ability 
to replicate any 
7 object through a 
process of 
memorization. It can convert energy into a 
crystallized form and reproduce the object. 
During a battle, you can maintain your 
equipment as long as you aren't injured. The 
crystal in the Scepter will grow, but if you 
are attacked or use magic or any other 
items, the replica will disappear. If you win, 
the Scepter’s energy contained in the crystal 
will increase and change color every eight 
levels. As you defeat more enemies and 
your power level increases, you’ll be able to 
acquire stronger and more powerful 
weapons and items. Be aware, winning 
alone does not raise the Scepter’s energy 
level. You must defeat a variety of stronger 
enemies quickly. Sometimes, a special 
enemy or particular location causes the 
Scepter’s formation to disappear. 


INTERACTION 


They say 
information is free 
as long as you’re 
willing to ask for it, 
so don’t be shy 
around the many 
people you'll come 
4 across during your 
travels. They’ll often reveal important and 
vital information. Whether it’s a fighting tip 
or directions, you’ll want to make sure to 
talk to each and every individual you meet. 


MERCHANTS 


In almost every town, check into each 
building and you'll find a merchant 
somewhere along the way. They’re the 
reason you’re collecting gems, so you can 
pick up those incredibly useful items you'll 
need on your journey. Occasionally, you'll 
also find a Pawn Shop, where you can get 
rid of things like Gold and Silver Bars in 
exchange for more money. 


CHURCH 
pe Each town has a 
Church where you 
check in and 
receive a blessing 
from the priest. 
The Priest will not 
only restore your 
health completely, 
but will also give you the opportunity to 
“record your journey” or, in other words, 
save your game. If you can’t find a Church, 
look for an Inn or talk to the locals until you 
find someone who can lend a helping hand. 


BATTLE 


Your journey toward heroism couldn't 
possibly be fulfilled if there weren’t nasty 
evil beasties running amuck across the 
countryside. As a budding young hero, it’s 
your moral and civil duty to go hand to 
hand with each and every one of them, 
even if they do happen to be three times 
your size and particularly gross. 

Battle mode begins whenever you 
encounter a wandering monster and either 
of you come in contact with the other. 


DEFENSIVE MOVES 


Note: The following moves are based on 

the default control pad settings. 

Rush Toward Double-Tap Toward 

Side-Step Double-Tap € or > 

Slide Backward Double-Tap + 

Guard Break From a distance, Double- 
Tap and hold Toward 
until you run into the 
opponent 


Defend Hold the @ button 
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The four continents, raised above the waves a century ago by the power of 
four magic orbs, are beginning to sink. Can you find the Lifting Verses and 
save the world? You can with this guide. 


DAGGER ATTACK MOVES 


Overhead Slice Hold + and press the 
x button 


Double Strike Tap the x button once 
Triple Strike Tap the x button twice 
Special Attack > 4 é+ xX button 
AXE ATTACK MOVES 

Side Slice Hold + and press the x 


button 
Press the x button 
€ 4 > + X Button 


Overhead Slice 
Special Attack 


SWORD ATTACK MOVES 

Side Slice Hold é or > 

Overhead Slice Press the x button 
Double Strike Tap the x button twice 
Triple Strike Tap the x button three 
times 

€ 4 >+ X button 

> é+ xX button 


Special Attack 
Special Attack 


BATTLE TIPS 


e Before battle 
begins, if you 
want ensure 
getting the initial 
attack on any 
enemy, approach 
it from its side or 
from behind and 
touch it to begin battle. You may also 
approach and begin battle facing it, but it 
won't always work if the enemy is agile. 

e If any enemy 7 
begins battle 
with you and you 
are not facing it 
or are not 
prepared to 
attack, 
immediately 
press and hold the ® button. This way, 
Eon automatically swivels toward the foe 
with his shield at the ready. 

e The most typical 
and best offense 
with any 
opponent is the 
counterattack 
method. Simply 
hold your shield 
up and wait until - 
your opponent attacks, then throw your 
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own attack and hold up your shield until 
your foe attacks you again. 

Get the heck out of the way or knock 
your opponent out of its attack if it 
begins to sparkle purple. This means it’s 
a moment away from using a special 
magic strike on you and this, 
unfortunately, can’t be blocked. 

During battle, if 
your opponent 
just refuses to let 
its guard down 
long enough for 
you to geta 
palpable hit, 
back off and wait 
with your shield 
up. If it still won't 
attack, drop your 
shield and wait 
for your 
opponent to get 
within weapon 
distance (usually 
within a few steps but not close enough 
to attack you). 

During battle, if you just can’t seem to get 
an attack in anywhere, back off a little 
and then charge at the enemy using the 
Guard Break maneuver. If successfully 
executed, your foe’s attack or defense 
will be broken and it will be become 
momentarily stunned. 

When facing an enemy with a shield, the 
easiest way to break down its defenses is 
to side-step quickly to the side opposite 
its shield and strike. It will have to turn 
toward you in time to defend and is 
most-often too late. This also applies to 
any foe with a fairly large and seemingly 
difficult weapon. 

Any opponent’s weakest side is its 
backside. There are only one or two 
enemies with the ability to roll backward, 
and it’s awfully hard for a foe to defend 
its rear. This tip is most useful against 
those big hulking mechanical adversaries 
who are obviously unable to stop and 
turn on a dime...er, gem. 

If you can defeat an enemy quickly and 
take little or no damage, you will get the 
option to open up a Blue Scepter Force 
and also receive a reward. 

If you Know where 
you’re going and 
you want to avoid 
getting into 
another encounter, 
watch the monster 
from a distance 
and wait for an 
opportunity to get safely past. You don’t 
need to fight and defeat every monster in 
every area to obtain your objectives. 


WEAPONS AND ARM 


DAGGERS 


Although daggers give you the fastest 
attack speed, they don’t do very much 
damage to your opponent. It’s best to use 
daggers on slow-moving, slow-reacting 
adversaries. 

The dagger’s special attacks are 
somewhat more effective than either the 
sword’s or axe’s special attacks because 
they begin with a dash forward and 
conclude with a jumping strike. 

Even if the enemy succeeds in blocking 
the initial strike, any counterattacks will be 
snuffed by the jumping strike. Try 
experimenting with the special attack by 
advancing from different distances for 
maximum effect. 


DIRK 

Description: Simple, lightweight 
dagger. Good for 
nimble attacks. 

Attack: 12 

HOLY KNIFE 

Description: A dagger with Holy 
Powers. Increases 
the probability of 
obtaining items. 

Attack: 30 

EXECUTOR 

Description: Increases damage 
against magical 
creatures. 

Attack: 20 

AVENGER 

Description: Produced from a 
special metal; 
absorbs enemy’s MP. 

Attack: 45 


Axes are the most powerful weapons 
available. However, the price for having 
such a strong weapon is in its striking 
speed; the axe is very heavy and slow. 

The axe’s special attacks are also slow 
(sometimes to the point of being 
completely ineffective), so they’re best 
used on a rising enemy or against a 
severely slow foe whose backside is 
directly in front of you. Although the 
damage potential is high, you’ll most likely 
get slaughtered trying to use the axe on 
fast-moving enemies. 


BATTLE AXE 

Description: Steel axe. Slow, but 
increased attack 
power. 

Attack: 40 
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TYRANO FANG 

Description: 

Gives a powerful hit 
with its sharp edge. 

Attack: 80 


GAIA EDGE 
Description: 
Blade of the 
Spirit King. 
Attack: 120 


OMEGA MACE 

Description: Mace with sacred 
powers. Increased 
damage. 

Attack: 18 


A sword is the weapon of choice because 
it’s so well balanced. Not only is it useful in 
close quarters, but the sword can also be 
effective for mid- to long-distance attacks 
because it has the ability to close in on the 
opponent with side slashes and multiple 
attacks. 

The sword’s special attack is also well 
balanced and well-suited for surprise 
attacks from the side or, better yet, from 
behind the enemy. Just try not to get too 
hooked on using the special attack 
because you can be knocked out of it very 
easily by faster-moving, more advanced 
enemies. 


BROADSWORD 

Description: Long blade sword. 
Quick, with good 
attacking power. 

Attack: 20 

BASTARD SWORD 

Description: Forged wide-blade 
sword. Long reach 
with high attack 
power. 

Attack: 30 

ARC BLAZER 

Description: Increases damage to 
enemies that are 
weak against ice. 

Attack: 50 

FLARE SABER 

Description: Sword concealed 
with Fire Spirit 
powers. 

Attack: 50 


<4You'll travel 
to many strange 
lands...You’ll 
travel to many 
strange lands... 


> ...and uncover 
dozens of secret 
areas. 


VALHALLA 

Description: Sword concealed 
with Ice Spirit 
powers. 

Attack: 50 

AERO FORCE 

Description: Best sword to use 
against the Allied 
Spirit Army. 

Attack: 90 

ZERAN SWORD 

Description: Best sword to use 
against the former 
Imperial Wizardry. 

Attack: 95 


SPECIAL ATTACKS 

Occasionally when you find a weapon, you 
will also gain a special move attack along 
with it. The special move you attain also 
gives you the ability to use that special 
attack with any of the same type of weapon. 


DAGGER’S SCREW CUT 
Receive with: 


>VE+X 
Holy Knife 


AXE’S ROLLING CUT 
Receive with: 


PIVEREX 
Tyrano Fang 


AXE’S CYCLONE CHOP 
Receive with: 


€U9+X 
Gaia Edge 


etx 
Valhalla 


SWORD’S WIND BUSTER 
Receive with: 


SWORD’ S SPINNING BLOW 
Receive with: 


2be+X 
Arc Blazer 


ARMOR 


BATTLE SUIT 

Description: Thin partial armor. 

Defense: 20 

PLATE MAIL 

Description: Steel armor. 

Defense: 30 

REFLECT MAIL 

Description: Armor covered by 
reflective material. 

Defense: 28 

PLATE ARMOR 

Description: Armor made from 
alloy. Thick, but 
lightweight. 

Defense: 66 

WISDOM CLOAK 

Description: 


Magical armor with 
sacred powers. Good 
for avoiding enemy 
attacks. 


A Equipment can be 


Defense: 54 
found everywhere. 

AIR GUARD 

Description: Best armor for use 
against attacks from 
Allied Spirit Army. 

Defense: 7 

ZERAN GUARD 

Description: 


Best armor for use 
against attacks from 
the former Imperial 
Wizardry. 


Defense: 87 


ee 3 


A Always check every 
town for new gear. 


STEEL SHIELD 

Description: A small lightweight 
shield. No special 
effect. 

Attack: 12 

Defense: 20 

NEPTUNE 

Description: Shield with special 
magic.Resists ice 
attacks. 

Attack: 13 

Defense: 19 
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MERCURY 

Description: Shield with special 
magic. Resists fire 
attacks. 

Attack: 13 

Defense: 19 

JUSTECATION 

Description: Shield concealed 
with sacred powers. 

Attack: 14 

Defense: 21 

AIR BARRIER 

Description: Best shield for use 
against attacks from 
the Allied Spirit 
Army. 

Attack: 12 

Defense: 23 

ZERAN BARRIER 

Description: Best shield for use 
against attacks from 
the Imperial 
Wizardry. 

Attack: 17 

Defense: 18 

THE SCEPTER 


The Scepter not only memorizes and 
repairs broken artifacts, it collects the life 
force of each enemy you’re able to defeat 
without taking any damage. This Life Force 
is called a Scepter Force. With each new 
memorized Scepter Force you collect, 
which appears in the shape of 
a cube, the color of the Scepter Force 
grows and changes color. 

The rules to collecting the Scepter 
Force are as follows: 


a 


. To obtain higher level Force Scepters, 
when the question “Would you like to 
open the (color) Force Scepter” appears, 
say “No” to memorize it. You must then 
defeat the next enemy without taking 
damage to receive the next higher 
ranked Scepter Force: 

2. You can’t use magic to defeat an enemy. 


A You must perform 
certain actions during 
combat in order to 
gain higher ranked 
Sceptre Forces. 


A Watch out for 
enemies with magical 
abilities of their 
own—be prepared for 
some nasty surprises. 
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3. You can’t go back and defeat the enemy 
whose Scepter Force you already hold. 
(But only until you choose to finally open 
the Scepter Force you hold. Then that 
enemy is once again fair game.) 


Here are a few elements that will aid you in 

getting higher ranked Scepter Forces: 

1. Make the first attack. 

2. Perform a Command Skill (special attack 
move specific to a weapon). 

3. Finish your enemy off with a Command 
Skill (special attack move specific to a 
weapon). 

4. Defeat the enemy in less than 
13 seconds. 

5. Try to make powerful attacks that hit for 
greater than 70 percent damage. 


The following elements lower your Scepter 

Force’s rank: 

1. Fighting against an enemy of the same 

level. 

2. Fighting against an enemy of a lower level. 

3. Not performing a Command Skill. 

4. Holding your shield up for more than six 
seconds at a time. 

5. Attacks that hit for less than 30 percent. 


THE ONIMARU 


Using the Onimaru will make you so powerful 
that playing the game will be less challenging! 
The Onimaru is the most powerful sword in 
the game. Its attack power tops out at 250, 
and it has a double-hit attack. 

Unfortunately, you have only one chance 
at the beginning of the game to obtain it. It 
can be found in the Church Basement on 
Arona, just before your first vision of Arcia. 


NORMAL AND BATTLE SPELLS 


Name Description 
Restores a low amount of L Points; on par with a Dried Herb 
Restores a medium amount of L Points; on par with a Fresh Herb 70 


Cure Heal 
Fine Heal 


NORMAL (NON-BATTLE SPELLS) 


Name Description 

Returns you to the entrance of any maze; works the same as a Red Crystal 
Freezes enemies for a short time 120 
Deciphers ancient letters 1 
Kills all unarmed enemies 250 


Airlim Return 
Evil Stop 
Translator 
Genocide 


BATTLE SPELLS 


Name Description 
Increases attack power for 20 seconds 


Power Plus 


A You'll fight battles in all kinds of places, some mundane, and others literally out of this world! 


Instead of going straight down the steps to 
Arcia’s Silver Comb, turn and face south 
toward the door you just came through. Take 
tiny steps toward the door and stop just 
before you actually step through it and back 
into the church. Then, face east and use a 
Panther Eye on the wall. This will reveal the 
Onimaru’s hiding place. Once obtained, you 
will be able to do things like defeat Boldrang 
within six or seven hits. 


Infinite GP 

Infinite GP 

All Weapons 

All Shields 

All Armor 

Infinite Health In Battle 


8010915C869F 
8010915E0001 
80109140FFFF 
80109144FFFF 
80109148FFFF 
800C0F04001E 


Magic Points (MP) used 
40 


Magic Points (MP) used 
90 


Magic Points (MP) used 


Guard Plus 
Silence 
Flame Shot 
Heat Storm 
Lightning 
Disrupt Bomb 
Arc Blazer 
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Increases defense power for 20 seconds 
Enemy magic sealed for 10 seconds 
Fireball attack 

Fire wall attack 

Lightning attack 

Huge explosion 

Ultimate magic attack 


THE a AE 


Unfortunately, every Who in Whoville recognizes 
the Grinch. Little Whos think you need hugs 
(shake left and right to shove them away), bigger 
Whos like to pelt you with snowballs, and worst 
of all, the police can flock you with fake snow in 
just one shot! This means you’ll need a disguise 
to get around town to do your dirty work. 

From the Vacuum Tube, run straight for the 
giant Christmas tree in the town square and look 
for the snowman-shaped building with the “030” 
on top. This is the “Countdown to Christmas” 
clock tower. Tiptoe (4) to the door behind the 
snoozing policeman and step inside to find the 
Who Cloak. 

To put on your new disguise, step into any 
red telephone booth and press 4. No Who will 
recognize you with your disguise on except the 
police, so tiptoe past every policeman you see! 


500 GIFTS 


Now that you have the Whos fooled, you’re free 
to begin ruining Christmas. No time like the 
present...hmm, presents—what a great idea! The 
easiest way to break the Christmas spirit is to 
destroy as many of the 500 Gifts in Whoville as 
you can find! Look everywhere—on the streets, 
in the buildings, on the rooftops, up on high 
ledges, etc. Jump or Butt Bounce on each Gift to 
destroy it. 


SNOWMEN 


Oh, but let’s not forget the Grinch’s favorite 
Christmas tradition: stomping Snowmen! Perform 
a Butt bounce on all 10 of the irritating Snowmen 
in Whoville. 


Snowman Locations 

e A Snowman sits directly in front of the 
Vacuum Tube. 

e One sits on a blue platform on your way from 
the Vacuum Tube to the town square. 

e Two Snowmen stand next to the Christmas 
tree, one on each side. 

e Two are next to the “Countdown to 
Christmas” clock tower, one on each side. 

e Two more stand near city hall, one on each side. 

e One Snowman sits on a platform between the 
Christmas tree and the painter’s scaffolding. 

e One Snowman stands between the painter’s 
scaffolding and the post office. 


ROTTEN EGG LAUNCHER BLUEPRINT 
AND THE SHUFFLE THE MAIL 
MISSION 


It’s time to go to the town-square and look for the 
Blueprint pieces. Start by looking to the left of 
the steps of city hall. There is a high ledge up and 
to the left of a napping policeman. There’s the 
first piece of your Rotten Egg Launcher Blueprint! 
Jump to the ledge to collect it. 


THE GRINCH 


Just left of the clock tower and above a Who 
listening to Christmas music, you'll see a ledge. 
As luck would have it, a piece of your precious 
Rotten Egg Launcher Blueprint is on that ledge! 
Being the nimble Grinch that you are, use the 
blue pole to the right of that Who to swing up 
onto the ledge. 

Stand under the pole, jump onto it, and hang 
on. Then, press and hold ™ to swing around the 
pole. Right before swinging up into a vertical 
position with your toes pointed to the sky, press 
X to let go of the bar. It helps to spin around 
several times to get the timing of the jump just 
right. The Grinch’s feet should just begin to point 
diagonally toward the sky when you let go of the 
bar. If you time it right, you land right on the 
ledge to collect the second Blueprint piece. 

Next, tiptoe up to the door behind the 
policeman in front of the post office and step inside. 

Proceed slowly down the hall to the right, 
being careful not to step into the red lasers of the 
security system. Wait for each laser to swing 
away from you and shut off, then run by as it 
momentarily shuts off. Stand in front of Door 1 
(the purple door) and Call Max (press G3). 

As Max, go through the hole in the wall 
across from Door 1 and make two lefts into 
Mailroom 1. Step on the floor button to open 
Door 1, quickly switch back to the Grinch and 
step inside. Hurry, you have only 10 seconds 
before Door 1 automatically shuts again! 

As the Grinch, step up to the mail slots and 
press A to shuffle the mail. Jump on every Gift in 
the room and step back out into the hall. Repeat 
this process for Doors 2, 3, and 4. Remember, as 
you lead Max through the vent system, the 
mailrooms that correspond to the doors in the 
hall are always the same color. 

After you’ve shuffled the mail in Mailrooms 1 
though 4, Door 5 opens. Step inside, and collect 
the “Heart of Stone,” which you can use to open 
the next level. This last room in the post office 
also contains the third piece of the Rotten Egg 
Launcher Blueprint! You'll find the final piece of 
the Blueprint waiting for you in front of the post 
office entrance. 

When you have all four pieces of the Rotten 
Egg Launcher Blueprint, return through the 
Vacuum Tube to the Computer Room and 
assemble the Rotten Egg Launcher, then use the 
vacuum tube to return to town. Packing the Rotten 
Egg Launcher, make your way through town and 
fire stinky Rotten Eggs into every open window 
you see. That’ll teach the Whos a thing or two! 


Window Locations 

e At the Vacuum Tube, the window is on top of 
the building directly above the tube. 

e To the left of the first Musical Horn, the 
window is at the top of the short, plain 
building. 

e At the Christmas tree, face toward the 
Vacuum Tube to find the window on top of the 
brown building. 

e Just to the right of city hall, the window is 
near the top of the building with the green 
and gold railing on the top. 
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To the right of city hall, the window is just 
slightly above the Musical Horn in the wall. 

e Between countdown tower and city hall, the 
window is at the top of the “pot-bellied” 
building. 

e On the tall building to the right of the 
countdown tower, the window is above the 
second ledge. 

e Opposite City Hall and beyond the Christmas 
tree, you'll find a window at the top of a tall 
building. Watch out for the Musical Horn at 
the bottom of this building. 

e Just on the other side of the previous 
building, the window near the top. 

e At the post office, find the window high above 
the entrance. 


DEFACING THE MAYOR’S POSTERS 


Ooohh—that rotten mayor just can’t get enough 
of himself! Hmm...this situation needs your 
immediate attention! 

Find the scaffolding near the post office and 
use the nearby stairway to climb to the 
neighboring roof. Jump onto the first pole, swing 
for momentum, and jump to the next pole. Then, 
swing for momentum once more and jump over 
to the scaffolding. 

Does this painter really need to be painting 
such awful colors on the wall here? Be an art 
critic and perform a Butt Bounce on the end of 
the scaffolding. With the painter way out of the 
picture, the Paint Bucket is all yours! 

Now seek out every aggravating poster with 
the mayor’s face on it, stand in front of it, and 
press 4 to decorate it in your own special way. 


Poster Locations 

e Located left of the Vacuum Tube, you’ll find 
the poster on the wall above the ledge. 

e Look left of the first Musical Horn, the poster 
is on the side of the building above the ledge, 
near the mailbox. 

e To the left of the Christmas tree, the poster is 
above the ledge on the tall building. 

e Look to the right of the previous poster for 
another poster on the side of the small 
red house. 

e Head to the right of city hall. The poster is on 
the wall just to the right of the Musical Horn. 

e Located left of the countdown tower, this 
poster is on the wall above the ledge. You 
must swing from the poles to reach it. 

e To the right of countdown tower, the poster is 
on the dark brown building, on the left side of 
the wall above the first ledge. 

e Heading from the countdown tower toward 
the Christmas tree, the poster is located 
to the left of the Christmas tree, on the 
orange building. 

e On the second floor of the same building as 
the last poster, another poster is located to 
the right of the small fence. 

e To the left of the post office, the poster is 
located on the side of a short orange 
building, very close to the mailbox. 
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These tips on venue objectives and 
strategies will help you squirrel your way 
through to the top level at Huntington, where 
all of the respect points you've totaled will 
help you unlock the secret Dream House. 


DA BANKS (NYC—NEW YORK CITY) 


First, head straight, then right. The 
warehouse door opens as you approach. 
At the far end, you'll find a half pipe. Hit it 
and grind the catwalk above all the way to 
the meat locker. Knock down the balcony 
for 200 points a chop. Earn 10,000 points 
to boost your respect point total and 
advance to the next level. 

Throw down some combos for 
maximum points, but don't try to cram too 
many tricks into a jump, or you'll end up 
with zilch. Knock over the boom boxes to 
earn vandal points. There are 10 scattered 
around the venue; some are perched high 
and out of the way. 

Earn more points and time on the clock 
by following the Technical Lines. These lines 
are pretty standard here, but they get 
tougher in other levels. Collide with the 
boxes to earn additional vandal points. The 
more vandal points you earn, the more 
respect points you receive. 

There are plenty of good, straight rails 
to grind. Take advantage of them and earn 
some points while you pass from one vert 
to the next. If you're out to rack up trick 
points, jam as many tricks into your allotted 
time as possible in the half pipe/bowl. You 
can grind the rail right into it. 


SAN FRANCISCO MISSION 


You need to nab 10,000 trick points to earn 
pro point respect. Mix vert action with 
grinds and use the circular wall 
surrounding the escalator for high-flying 


VENUE TIPS 


combos. Earn vandal points and respect 
knocking over all 10 garbage cans. Trick- 
wise, you need 10,000 points to earn 
respect points. For an awesome and totally 
destructive trick, grind the railing on the 
escalator, then press X to leap through the 
ticket booth window. 

Want to earn respect? When you hear 
the train whistle, head for the tracks. Pop a 
spin and grab over the passing train for 
extra points. Get possessed before doing 
long grinds. Reel off a series of hardcore 
combos to set the possession meter on fire, 
then go after a long grind. After the train 
passes, grind the rail. The box and quarter 
pipes beneath the escalator are perfect for a 
high-point transfer. This is one of the blue 
Technical Lines; you'll get bonus points as 
well as five seconds added to the clock. 


BURNSIDE 


You start earning pro points after you earn 
your first 12,000 trick points. Scare 
pigeons for vandal points. As far as other 
vandal objects go, Burnside is empty. This 
venue features a few short Technical Lines 
that have you grinding the perimeter and 
jumping up a ramp. It's an easy way to 
pick up some respect points and boost 
your trick point total at the same time. 
Hang out in this bowl if you want to jack up 
your trick point total. One wall is mega high 
and just right for mondo combos. If you 
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feel the urge, jump on this fence and grind 
the sharp edges off of it. Try dismounting 
on the other side. 

Get some serious momentum by ripping 
back and forth in the biggest bowl (the one 
with the flat wall), then jump onto the upper 
deck. There is a long guardrail with a 
Technical Line for your grinding pleasure. To 
get outside the fence, hit the upper deck as 
described above. Then use the wooden 
ramp on the far left to jump onto the wall 
and grind the edge to the other side. 


SLAM CITY JAM 


Slam City Jam is a unique competition level 
where you compete against computer- 
controlled skaters in three challenging events: 
Street Course, Vertical Challenge, and Best 
Trick. You have to place third in the overall 
competition to advance to the next level. 


Start with the Street Course. Cover as 
much of the course as possible, but spend 
most of your time in areas where you can 
rack up points. Technical Lines and vandal 
points don't count toward respect points. 
Use the quarter pipes to pad your score. 

In Vertical Challenge, pocket the most 
points by busting combos at every 
opportunity. Add a grab and spin to every 
trick you can. Wipeouts kill you in any of 
the three competitions. Rule one: Don't 
bite it. Rule two: If you do bite it, press X 
to jump up fast. 

In the Best Trick competition, you've 
got one chance to pull the sickest, most 
wicked trick combo you can imagine. Don't 
waste time setting up your trick; you only 
have 30 seconds. If you wipe out, you 
don't get any points. 


ATLANTA 


This multilevel course is hard impact. You 
find major drop-offs around every corner. 
You must get 20,000 points to clear the 

level. First, either let it fly off the lip of the 


BETIST ~ CORNEL 
THLE ~ GRRE 


AN 


roof, or go down the roofed ramp 
immediately to the right of the starting 
point. The latter approach allows you to 
work down the levels one by one. If you 
leap, you can work up the levels. 

Knock down the roadblocks to max out 
your vandal points. Like other vandal 
objects, they don't slow you down. Hit the 
quarter pipe to open the warehouse door. 
Inside are more roadblocks, Technical Lines, 
and ramps where you can throw down. 

Earn a boatload of points working the 
swimming pool. After you've had your fill, 
press ®f to exit and move to other 
challenges. The rooftop section is tough to 
get to, but the verts are well worth the 
effort. From the starting point, head forward 
and to the right side. Give it all you've got 
to leap over the gap and land safely on the 
rooftop, then leap again to make it to the 
flat roof. Next, knock down the roadblock, 
then go to work on the half pipe. If you miss 
the rooftop, you plummet to the lower level. 


PLAYSTATION PARK (LONDON) 


Pro points start at 30,000. Add grabs, 
spins, and grinds to every trick possible to 
boost your point total. You should have 
earned some cool tricks by now. Hit a Back 
Flip/Madonna/Roast Beef Grab for a huge 
point multiplier. Knock over all 10 bottles to 
max out on your vandal points. There is a 
lot of technical ground to cover here; you 
have to work to get to most of the bottles. 
Consider taking a separate run just to 
boost your vandal point total. Hit the 
transfer from pipe to pipe to earn trick 


points and complete a Technical Line. This 
one is on the other side of the room from 
the starting point and adds five seconds to 
the clock. 

At the top of the ramp is a ton of 
action. Grind the rail along the right wall 
around the corner to complete another 
Technical Line. The far room offers 
awesome vertical action with a double half 
pipe. Boost your point total, then hop on 
the rail to grind over one of the more 
challenging Technical Lines in the game. Be 
careful not to destroy these homemade 
ramps. They lead to some awesome 
grinding and Technical Lines. 


DETROIT 


Pro points begin at a daunting 40,000. But 
don't fret. There are so many surfaces to 
grind and jump on that you can really run 
up the points. Just remember to stay busy 
the whole run, and keep those time- 
burning wipeouts to a minimum. The large 
switch levers open doors. Grind the red 
pipes to trip the switches and access more 
ramps, rails, and Technical Lines. The first 
pipe is located behind you at the starting 
point. Next, leap off the green ramp onto 
the pipe, then ride it into the next room. 
Leap off of one of the bright green ramps 
to crash through the large window. Inside 
are ramps, pipes, and rails. 


Just to the left of the starting point is a 
long, narrow half pipe with short, steep 
walls. It's a prime spot for showing off your 
hand plants, stalls, and grinds. The 
Technical Lines at Detroit are the toughest 
in the game. You really need a lot of speed 
to maintain your momentum over these 
long, grueling grinds. Nail the photo shoot 
and pick up a new board. The new board 
doesn't increase your power or abilities, 
but it's a pretty sweet swag. Try a Rocket 
(#,#+@) combined with a No Comply 
(€,%+4) to get a good score. 


HUNTINGTON 


Huntington is a three-part tournament 
competition where you have to score big in 
each round to nab a top-three overall score. 
Barrels count for 1,000 points each. The 
first round is the Street Course: Cover the 
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whole course, pulling aerials and grinds. 
Max your point total by hitting the big stuff 
with combos, and add points by grinding 
between ramps. Technical Lines don't count 
to your overall score, but they do add time 
to the clock. Complete one if it's 
convenient, but don't waste time setting 
one up unless you're right on top of it. 

Round two is the Vertical Challenge. 
Only points awarded for tricks you perform 
in the half pipe and bowl count to your 
score. Hit 'em big and hard to rack up as 
many points as possible. 

The third round is the Best Trick round. 
You have only one chance to perform a 
trick, and the point total counts as your 
third-round score. Try a Christ Flip for style 
points. Make it big, and don't wipe out. 


CHEATS AND SECRETS 


ALL TRICKS 


Pause the game, then press 
$,E,7,9,9,6,7,9. 


GET ALL SKATEBOARDS 

At the start menu hold @9), (83, and then 
press @,4,4,¢,€,%,. If you entered it 
correctly, you'll hear the sound of a gong 
and you’ll have access to every deck in the 
game. 


GET ALL STATS AND INFINITE 
GRINDS 

Pause the game in Tournament mode, then 
press t,4,9,@,4,4, m (13) (Ri). 


PLAY AS MASTER AO 

Get all keys, photos, and coins in both 
wings of the Dream House with any 
character to unlock Master Ao, the ultimate 
skater ( he can perform the full vert, street, 
balance meter, plus every trick). Coins glow 
and are readily visible. 


Pictures 

After you gain all the points for a photo 
shoot, you see different pictures, such as 
drawings of the New York City area. 
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Your Farm 


Blacksmith 20 


Aja Winery 
Mary’s House 
Library 

Ellen’s House 
Mayor’s House 
Karen’s House 
Supermarket 
Clinic 

Church 
Harvest Sprites’ Home 
Mineral Beach 

Yodel Farm 

Poultry Farm 

Inn 

Gotz’s House 

Hot Spring 

Base of Mother’s Hill 
Peak of Mother’s Hill 


Spring Season Goals 
Target Percentage: 9% 
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Summer Season Goals 
Target Percentage: 17% 


Get to Know Your Neighbors 
Reclaim the Field 
Plant Your First Crops 
Get the Fishing Rod 
Mine Ore 

Adopt a Horse 

Grow some Grass 
Buy a Chicken 

Buy a Larger Rucksack 


Replant Your Field 

Buy a Cow 

Begin Gathering Lumber 
Train the Harvest Sprites 
Plant Some Flowers 
Remodel Your Chicken Coop 


HARVEST MOON: 
D NATURE 
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1 


18 17 16 


Fall Season Goals 

Target Percentage: 26% 

e Replant Your Field 

e Gather More Lumber 

e Upgrade Your House 

e Buy a Sheep 

e Work with the Harvest Sprites 


Winter Season Goals 

Target Percentage: 33% 

e Visit the Winter Mine 

e Collect Some Power Berries 
e Improve Your Relationships 

e Chop Some Wood 

e Upgrade Your Tools 

e Upgrade Your Farm Buildings 
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7 9 
8 jo 11 
12 


14 13 


SPECIAL EVENTS 


Harvest Moon: Back to Nature features 
many special events that you can 
participate in with the other villagers, 
including random events you may or may 
not be a part of. 

Attend all of the special events you can. 
Strengthening your relationships with the 
other villagers is always a good idea. Just 
be sure to finish your chores beforehand: 
Most special events last all day. 


FESTIVALS 

New Year Festival 

e Year: Any 

e Season: Spring 

e Day: ist 

e Time: 6 p.m. 

e Location: Rose Square 

You can have a nice dinner at the Inn, or 
you can dance with the girls at Rose 
Square. 


Goddess Festival 

e Year: Any 

e Season: Spring 

e Day: 8th 

e Time: 10 a.m. 

e Location: Rose Square 

If a girl in town has affection for you, ask 
her on the seventh day of spring to attend 
the festival with you. 


Spring Thanksgiving 

e Year: Any 

e Season: Spring 

e Day: 14th 

e Time: Any 

e Location: Various 

Because you probably won't have a 
Kitchen until Year 2, you won't be able to 
participate in this celebration the first year. 


Local Horse Race 
e Year: Any 

e Season: Spring 
e Day: 18th 

e Time: 10 a.m. 

e Location: Rose Square 
If you have an adult Horse, you can enter 
the Horse Race. 


Cooking Festival 
e Year: Any 

e Season: Spring 
e Day: 22nd 

e Time: 10 a.m. 

e Location: Rose Square 

Villagers bring food they’ve prepared to 
Rose Square to enter it in the Cooking 

Festival. 


Swimming Festival 

e Year: Any 

e Season: Summer 

e Day: 1st 

e Time: 10 a.m. 

e Location: Mineral Beach 

The festival is a swimming race in the 


ocean. Swim to the rock as fast as you can. 


Chicken Festival 

e Year: Any 

e Season: Summer 

e Day: 7th 

e Time: 10 a.m. 

e Location: Rose Square 

If you have a Chicken, enter it in the 
Chicken Sumo Contest at the Chicken 
Festival. 


Tomato Festival 

e Year: Any 

e Season: Summer 

e Day: 12th 

e Time: 10 a.m. 

e Location: Rose Square 

To celebrate a big Tomato harvest, teams of 
villagers stage a mock battle, throwing 
Tomatoes at each other. 


Cow Festival 

e Year: Any 

e Season: Summer 

e Day: 20th 

e Time: 10 a.m. 

Enter a Cow with very high affection toward 
you. Winning Cows begin giving Grand Milk. 


Fireworks Festival 

e Year: Any 

e Season: Summer 

e Day: 24th 

e Time: 6 p.m. 

e Location: Mineral Beach 

The Fireworks Festival officially ends the 
summer season. 


Music Festival 

e Year: Any 

e Season: Fall 

e Day: 3rd 

o Time: 6 p.m. 

e Location: Church 

When you arrive at the Church, speak to 
Pastor Carter. He gives you an Ocarina to 
play in the festival. 


Harvest Festival 

e Year: Any 

e Season: Fall 

e Day: 9th 

e Time: 10 a.m. 

e Location: Rose Square 

Take a vegetable you’ve grown or foraged 
to the Harvest Festival at Rose Square. 


Moon Festival 

e Year: Any 

e Season: Fall 

e Day: 13th 

e Time: 6 p.m. 

e Location: Mother’s Hill Peak 

Go to the peak of Mother’s Hill at 6 p.m. 
to meet the girl with the greatest affection 
for you. 
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Sheep Festival 

e Year: Any 

e Season: Fall 

e Day: 21st 

e Time: 10 a.m. 

e Location: Yodel Farm 
To win, you need a Sheep with a high level 
of affection toward you. If your Sheep wins, 
it will grow Grand Wool. 


Dog Race 

e Year: Any 

e Season: Winter 

e Day: 10th 

e Time: 10 a.m. 

e Location: Rose Square 
If your Dog is well trained, 
enter it in the Dog Race at 
$3) Rose Square. 


Winter Thanksgiving 

e Year: Any 

e Season: Winter 

e Day: 14th 

e Time: Any 

e Location: Your Farm 

Girls with a high amount of affection 
toward you will bring you Chocolate. 


Starry Night Festival 

e Year: Any 

e Season: Winter 

e Day: 24th 

e Time: 6 p.m. 

e Location: Various 

The Starry Night Festival is an opportunity 
for you to join your favorite girl at her home 
for dinner with her family. 


Year End Festival 

e Year: Any 

e Season: Winter 

e Day: 30th 

e Time: Midnight 

e Location: Mother’s Hill Peak 

At midnight, go to the peak of Mother’s Hill 
and welcome in the New Year sunrise with 
some of the other villagers. 


-NOOIN LSSAUVH 


JUNLVN OL HIVE 


HEART OF 
DARKNESS 


HEART OF DARKNESS 


Alt would be comforting if Andy had the gun, but 
on levels 3, 5 and 7 he’s lost it. Make good use 
of his magic until level 8. 


LEVEL 3: MAGIC LAKE 


When you regain control after the 
cutscene, immediately press 2 to dive deep 
in the lake and avoid the fiery bursts 
launched from above. Touch the green rock 
on the lake bottom to max your power, 
then swim to the right. Navigate the 
twisting cave and walk into the cavern 
beyond. Use your zapping power on the 
rocks blocking the path and walk to the 
right again. Move the seed to the black cliff 
and then blast it with your new-found 
powers. When the seed has grown into a 
vine, climb it and jump right into the next 
screen. Avoiding the water, nudge the next 


VSwim through the underwater tunnels—Andy won’t 
drown, but he can be attacked by the tentacles on 


the cave wall. 


ae 


seed into the water. Crouch and fire at the 
seed to make it grow. Finally, start climbing 
the purple wall so you can leap over to the 
far right and climb the newly-planted vine. 

Getting back in the water, dive down 
and navigate the passages. Beware the 
creatures that try to grab you with their 
tentacles or suck you into their gaping 
maws—the bigger ones also affect the 
water current in the passageways. In the 
last cave before dry land, swim between 
the tentacled nasty on the ceiling and the 
‘sucker’ on the cave bottom. When you’ve 
negotiated these tricky sections (and it 
might take you some time), you will face a 
number of Vine Snakes. Blast the enemy 
nearest to you, jump right, and shoot a 
second snake hidden on the right-hand 
wall. Climb down to the exit. 

The aim on this screen is to get the 
floating seed onto the small bit of dry land. 
To do it, head left, blast the Vine Snake, 
and scale the tree to the level above. Push 
the boulder into the hole and crawl left to 
avoid the snapping jaws from above. Circle 
all the way around to the left until you can 
jump into the water and swim along the 
narrow passage that runs the length of 
several screens. Push the boulder that you 
find and then retrace your steps (and 
strokes) to the area with the small bit of dry 
land. The water flow should now have 

washed the seed into place. 
Head left once again and 
zap the vine there with your 
special 4 powers. Kick the 
seed to the screen on the 
right so it lands in the water, 
knocking the seed that’s 
already there into the next 
screen. Grow the vine, leap 
across to it, and then leap to 
the ledge on the right—also 
holding a vine. Destroy this 
vine and kick the seed so 
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After several long years of development, Heart Of Darkness made a name for itself by combining tricky platform puzzles 
with the high-quality cinematics of a cartoon. Many have tried to finish it, but few have succeeded. Brainpower and 
inch-perfect movement are required to guide Andy from the Canyon of Death to the very Heart of Darkness itself. Levels 
3, 5, 7 and, of course, 8 are the hard ones. Unlock their secrets with the tips on these pages. 


A Use Andy’s magical abilities to temporarily 
stun these giant, man-eating plants. It’s the only 
way you can get to the exit. 
that it drops into the lake. On the next 
screen, both bits of dry land should now 
have seeds on them. Grow the nearest one 
and jump to the vine. Grow the second 
one, leap to the vine, and climb. 

Ascend through the following screens, 
destroying the troublesome Vine Snakes 
clinging to the walls. At the top, run to the 
left until you reach a seed on the ground. 
Quickly zap the seed and climb the vines 
that grow to reach the safe ledge. Blast the 
pursuing Shadows, then walk left across 
the rock bridge to the end of the level. 


AAs on most of the screens on this level, Andy 
has to climb the back wall to avoid spurting fire 
and scuttling spiders. 


LEVEL 5: RIVERS OF FIRE 


Jump down from the leaf, run to the edge of 
the screen (to the right), then turn and destroy 
the Shadows that run after you. Kill the 
enemies infesting the next screen (taking care 
to avoid the fiery bursts from the flying 
demons), then run to the right. Hit the first 
floor trigger and jump over the second—keep 
running to avoid the large black slab that 
emerges from the ground. 


AThe flying shadow demons will surely kill you 
if you don’t deal with them as soon as they 
appear. Fire from distance. 


In the first lava room, leap from stone 
to stone to make your way to the right- 
hand side—watch out for the belching lava 
and the sinking platforms! Grab the wall on 
the right and move quickly onto the next 

screen where you 
can sneak past 
the scuttling 
Shadow Spider 
on the wall. Act 
swiftly on the 
following screen 
by climbing to 
the top and 
blasting the 
Spider located on 
the tall pillar. This 
guy has the ability 
to shake the 
screen, making you lose your grip unless 
you recover your hold by pressing the x 
button. When he’s dead, destroy the 
nearest Spider and then head right to 
stand on the now-vacated tall pillar. Move 
to the right again and climb the wall. 
Avoiding the green slime from the three 
Spiders on this screen, shoot them and the 
three worms burrowing through the wall. 
Climb to the ledge. 

Head right, kill the flying Shadow, 
dodge the lava spurts and keep heading 
right until you find a seed. Kick the seed 
into the nearby hole, destroy the Shadows 
that try to grab you, and zap the seed to 


AWatch out as you jump 
across this screen—fire 
will spurt up from the 
lava and the stepping 
stones will sink as you 
stand on them. 


transform it into a vine. Head back to the 
previous screens. Locate the newly-grown 
tree and climb it to the top. Walk right to 
end the level. 


THE EVEN TO 


LEVELS 


LEVEL 7: INTO THE LAIR 
7 Run to the right. 
Shoot the Shadow 
and the flying 
Shadow that flaps 
in. Exit right and 
destroy the 
Shadows so you 
A You should run straight past C2" Climb the wall 
this ambling, two-brained, and head back to 
metallic monster. Kill itand the previous 
you could easily have two of Screen on the left. 
them on your hands! Blast the rock-fall 


to the left to clear it and walk through the 
hole that is revealed. Note the metallic 
monsters on this level. These split into two 
pulsating brains when you hit them— 
quickly destroy these gray blobs before 
they transform into new metallic enemies. 
When you encounter the first one, shoot it 
quickly and eliminate the two brain pods 
that are left behind. Head to the right to 
find the chain bridge. Edge slowly across 
the chasm, taking out the two flying 
Shadows that appear. 

In the next room, destroy the shrieking 
Shadows before killing the metallic 
monsters. Walk right again to destroy 
another horde of Shadows. Don’t step on 
the pink floor switch in this room (it 
activates a crusher above your head). Leap 
over it and run beneath the remaining two 
crushers. At the chain wall, shoot or avoid 
the burrowing worms and make your way 
down the screen to the bottom right. Blast 
the Shadow lurking on the ground, then 
press the pink switch on the right-hand 
wall to activate the blocks in the wall. 
Climb the bricks to reach the left ledge on 
this screen. Exit left, shoot the Shadow 
guarding the next pink switch, push the 
switch, and exit right. Return to the chain 
bridge screen above. 

This time, fall down the chasm (run or 
jump while on the bridge itself), kill all the 
enemies at the bottom of the screen, and 
head to the right. There are three pink 
buttons on this screen that must be 
pushed in the correct order. 

Climb across the central brick column 
to push the first one, then down the brick 
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AThe three pink switches need to be pressed in 
order—top-right, bottom-right, center. Be sure to 
get it right first time. 


column to push the pink switch on the far 
bottom-right. Shoot any Shadows that 
appear, trip the last switch and run to the 
bottom-left. Climb down the ladder you 
find there and throw the switch at the 
bottom. Make your way back to the room 
with the brick column and three pink 
switches. Head right and down the other 
ladder. 

Shoot the metallic monster you find, 
but don’t shoot the 
two gray brains that 
are left. When these 
have been 
transformed into 
two new metallic 
grunts, blast these 
to leave four brains. 
Again, don’t shoot 
the brains. Allow 


ABe quick and accurate 
as you use your magical 
power to blast a path 


them to grow into through the chattering 
ae : Shadows that are trying 
full-size enemies. to eat you. 


When the four are 

grown, the wall burrowers will eat them and 
you can pass along to reach the top left. 
Jump to the brick on this next wall and 
another will magically appear. Keep 
jumping until you reach the exit bottom left. 
Kill the Shadow and get captured. 

After the cutscene, escape your cell by 
charging up your power with the 4 button 
and blasting the seed directly above you. 
Climb up the vine that grows, then push 
the boulder that you find up there and the 
button behind it. Head left into a big cave 
guarded by one of those regenerating 
metallic enemies. Deal with this bad guy in 
the same way as the previous one: by 
creating four of them on which the wall 
burrowers will happily feed. Jump left and 
hit the switch to activate the pillar on the 
left. Now head left onto the next screen. 

Shoot all the Shadows in this next room 
(aim at the flying ones first) before stepping on 
the floor switch to reveal a way up. Climb the 
wall and move to the left toward an exit. After 
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HEART OF DARKNESS 


CONTINUED > 


AClear the screen of the burrowing worms before you attempt to climb 
down the chain wall. And be quick about it! 


A Escape from the monster’s belly by 
repeatedly firing your gun. The poor guy will 
then explode from the inside-out. 


a cutscene that strips you of all your magical 
powers, drop down the nearby hole and incite 
the metal bad guy to attack you with a fireball. 
Jump his flaming burst (which burns up the 
wooden boards covering another hole) and 
drop down the gap. Now quickly run to the 
right, leap over the Shadow there (you can't 
shoot it, remember?), and continue on until 
you reach a chain bridge. Next cross the 
bridge, head right again, drop down and crawl 
through the low passageway on the left. You 
should keep moving left until you reach a 
switch. Hit the switch, then leap the 
approaching Shadow and crawl back through 
the tunnel. Run to the right, climb the wall, 
then run to the left—avoiding any danger. 
Jump to the hole and get warped to the very 
last level. 


<Use your high 
=} vantage point to rain 

4 electric-death on the 
creatures that infest this 
room. Move on only 
when they’re dead. 


LEVEL 8: HEART 
OF DARKNESS 
Inside the giant 
monster’s belly, 
grab your gun and 
kill the Shadows 
that infest this 
particular section of 
the beast’s innards. 
Run right and kill 
the Shadows in the 
next screen—take 
care: They come 
from all sides 
(including above). 
When they’re all 
dead, go right 
again. Blast the 
three metallic bad 
guys and their brains before climbing up 
and to the right. Hit the switch to open up 
an exit to the right. Run right, drop down, 
and hit the next switch. Now head left 
again and use the higher platforms to move 
toward the upper-right. Blast the Shadows 
in the next room, dodge the fireballs and 
zap the enemy guard. Go right once again, 
destroying any bad guys you encounter 
until you meet the pink monster who will 
initiate another plot-advancing cutscene. 

Run right, leap over the crystal shard, 
then move it back toward the pink monster. 
Head right again, climb up the ladder, and 
crawl to the left. Blast the Shadow hiding 
here, plus another in a tunnel above you. 
Climb the next ladder, kill two more 
Shadows, and run to the right. Trip the floor 
switch, run left and leap over the gap to 
find the second piece of the crystal. Return 
to the right—pushing the crystal—and drop 
it down the hole in the floor. Drop down 
yourself and move the crystal piece to the 
pink monster. 

Only two bits left to find. From the pink 
creature’s room, head right, go up the 
ladder, and crawl to the left. Climb the 
following ladder activate the switch and 
leave by climbing 
up another ladder to 
the left. There’s a 
Shadow below 
walking over a set 
of switches. When 
the bad guy steps 


on the right switch, 
climb up and leave 
via the right-hand 
side. Destroy the 


ASearch for the crystal 
shards and then bring 
them back to this pink 
guy in the middle of 
the level. 


two metallic enemies here, climb up again, 
and shoot two more. Head towards the 
right. Shoot the last piece of crystal onto 
the moving platform. Return left and move 
onto the bottom-left switch. Next, shoot 
the crystal piece onto the next platform 
and activate the other switch to raise it. 
Climb up the ladder again and blast the 
piece into the hole on the right. Go down, 
then down again. Walk to the right. Destroy 
any enemies you find and move the piece 
left, past a crusher and down a hole. 
Return it, like the others, to the pink 
monster in the large cave. 

To find the final piece, run left until you 
face two metallic bad guys. Kill both of 
them and drop down the nearby hole. 
Destroy all the Shadows on this next 
screen, then head right. Blast away at the 
next legion of Shadows before the Master 
Of Darkness appears and starts to lob 
fireballs at you. 


THE FINAL CONFRONTATION 


Leap over the fireballs with a double-jump 
and move to the right. Destroy the 
Shadows and the metallic soldiers here 
while dodging the fireballs thrown by the 
Master. It’s very hard. Make your way to the 
right again to find the final crystal piece. 
Dropping into the darkness, hit the ghosts 
that appear (with the @ button) and dodge 
the large one. If you fail, you’ll be crushed 
and choked by a giant hand. When you’ve 
killed all of the ghosts, a beam of light 
illuminates the blackness and the “Game 
Over” sequence begins. Congratulations! 
You’ve finished Heart Of Darkness. 


ACCESS ANY LEVEL 

Plug a second controller into your 
PlayStation. Before you switch the game 
on, use one hand to hold down the 

13), (Ri), (L2)and Ra buttons on that 


controller. Keeping the buttons held 
down, switch on your console. At the 
main Heart of Darkness game menu, 
choose the Options subscreen and the 
Load Game function. You'll now be able 
to start the game on any level and from 
any of a level’s restart points. 
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HOT SHOTS GOLF 


Anyone who thinks golf games aren’t any fun obviously hasn’t played this 
quirky, easy-to-pick-up little gem. Here’s a general overview of each of the 
five courses available and how to beat them. 


GENERAL GOLFING 


e The weather in Hot Shots Golf can 
change very quickly—you can find 
yourself playing in rain at a moment’s 
notice. Rain affects the game in a 
number of ways, all of which must be 
considered when playing a shot. For 
example, when putting in rain the “run” 
of the green is much slower, so the ball 
won't travel as far as it normally would. 
Compensate by using more power or 
you’ll come up short. The distance the 
ball travels when you play a fairway or 
tee shot is also affected by rain; both 
flight length and how far the ball rolls 
on the ground are reduced. You should 
either use a more powerful club to 
ensure your shot goes far enough— 
particularly important when playing 
over water or sand traps—or play it 
safe and take an extra shot. Don’t think 
of the rain as just a graphical effect or 
your score will suffer! 

e Before you swing, always check wind 
speed by looking at the arrow in the 
top right-hand corner of the screen. 
The arrow indicates wind direction and 
the number underneath, wind speed. 
Any wind speed over 10 miles per hour 
can cause problems. Sometimes 
direction only is indicated and speed is 
not. In this case you must use the 


“scatter grass” option to get an idea of 
how strong the wind is blowing. Only 
experience will tell you the wind speed 
from the grass you scatter, but you'll 
quickly master this essential skill. 
Checking the wind can make the 
difference between hitting the green 
and going into the water, so take the 
time to do it before you take your shot. 

e The “super shot” is one of the most 
useful extras, allowing your character 
to hit the ball 10 to 40 yards farther 
than normal. However, if you mis-hit the 
shot, accuracy is drastically affected! 
Also, you only get 12 super shots per 
course, so use them wisely. 


COURSE 1: 
AMATEUR TOURNAMENT 


As the amateur status implies, the opening 
course is a cakewalk. The holes feature 
wide, open fairways that give you plenty to 
aim for. Even if you make a big mistake, 
you’ll probably still be able to find the 
green with a good recovery shot. 

Par for the course is 72, so you have a 
real shot at scoring impressive below-par 
scores! The course has four par 5s that 
offer the best chances for birdies, and with 
a little practice the ten par 4s also offer 
excellent opportunities to get under par. 


This course is the place to get a grip on the 
game and prepare for the challenges to come. 


COURSE 2: 
WAIKIKI PRO-AMATEUR 


This second course is set in the resort of 
Waikiki, and this means one thing—water, 
and lots of it! Huge lakes, creeks, and 
ponds on many of the holes make accurate 
shots essential. Despite these hazards, the 
fairways are quite wide and hitting the 
greens in a couple of shots is no problem, 
provided your first shot avoids the rough. 

The greens are quite tough—you have 
to make some difficult putts to birdie. The 
difficulty of the greens is the biggest 
difference from the first course. Par for the 
course is an average 72 and there are four 
par 5s that offer your best chances at a 
sub-par score. 


COURSE 3: 
JAPAN TOURNAMENT 


This is your first full-pro tournament and 
your first real test. You’re up against better 
players who won't go easy on you. To win 
you must score about two under par for the 
course, which on this course is a real 
challenge. Par for the course is again 72, 
but this time the holes, as well as the 
players, are much tougher. 

The wind isn’t as much of a problem as 
it was at the Waikiki Pro-Am, but it can still 
cause problems. By this stage of the game, 
however, you should be used to 
compensating for wind. 
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TOURNAMENT SELECT 
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COURS 


A After playing the other courses, go back to the 
first and see just how far below par you can get. 
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The long par 4s are the greatest difficulty 
of the Japanese course; hitting the 
fairways is essential. If you find yourself in 
the rough, you won't reach the green in two 
shots, forcing you to “one-putt” the green 
to save par. The key to this course is to 
play it safe, stick to the fairways, and play 
the percentage game. 


COURSE 4: AMERICAN CLASSIC 


Things really heat up here. The American 
Classic is the first major tournament and 
you’re up against the best players in the 
game. Nothing less than a round of three 
under par will get you into the top three, 
but the rewards are huge: if you win this 
tournament, you gain around 1000 
experience points. Even third place 
normally yields about 500 points. 

Par for the course is 72, an average 
goal made difficult by tough holes. The par 
4s, of which there are 10, tend to be long 
with narrow, undulating fairways. Not only 
must you aim your shots accurately, but 
you must position them to set up the next 
stroke. For example, you may drive a shot 
250 yards, but if this leaves your line to the 
flag blocked by a tree, it’s not much use. It 
would be better to take a shorter tee shot 
that leaves you with a good approach to 
the green. 

The American Classic course also 
features lots of water—even more than the 
Waikiki course—so accurate driving and 
fairway play is essential. To win this 
tournament you need all the skills you have 
acquired so far, and more than a little luck. 


COURSE 5: NATIONAL OPEN 


The final course in the regular section of 
the game is the ultimate challenge. Only 
the very best players compete here, and to 
finish in the top ten, you need to shoot a 
round about five below par. 

The fairways are very narrow, undulate 
considerably, and the location of cacti and 
sand traps makes positional play critical. If 
you mis-hit a tee shot, you have little 
chance of making par. The greens are the 
most difficult to read so far; you have to 
make double-breaking putts that test your 
judgment to the maximum. 

Basically, this final course tests all of 
your skills to the extreme. Don't take 
unnecessary risks, play the percentage 
game, and the birdie chances will come. It 
is possible to complete several holes under 
par, but it’s up to you to keep your head 
and hold your game together. Good luck! 


spot mistakes. 


RIGHT- OR LEFT- 
HANDED? 

When you choose a 
character, you'll notice that 
some are naturally right- or 
left-handed. You can change 
this with a simple cheat; first 
highlight the character you 
want to change, then hold 
down the © button and 
press X. 


REVERSE THE COURSE 
This cheat lets you play any 


the reverse direction. At the 
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course you have uncovered in 


AThe replays, as well as allowing you ample 
chance to gloat over a good shot, can help you 


Y Make sure you get a good view of the 
surroundings before deciding on what club and 


shot to play. 


selection screen, simply 
highlight the course you want 
to attempt, then hold down 
{a and ©2) and tap the X 
button. 


SOUND TEST 

This little cheat serves no 
real purpose but it sure is fun 
to play around with for a 
while. Begin a multi-player 
game, then on a controller 
not currently in use, press the 
x,4,@ and ® buttons to 
play various sound effects. 


RESET THE GAME 

For some reason, the 
programmers didn’t include 
the usual quit option, so here 
is how to reset. Simply press 
(13), t2 (Ri), R2), cand 
together and you return to the 
title screen. 


HOT SHOTS 


A Unlock all the characters plus three secret 
characters with the Ultimate Code. 


ULTIMATE CODE 


At the Name Entry screen, enter 2GSH as 
your name, then proceed into the game. 
You’ll notice the addition of Sweet Tooth, 
Sir Dan, and Gex. This also unlocks the rest 
of the regular Hot Shots Golf characters. 


PUTTING SPIN ON THE BALL 


At times you want your ball to curve or 
spin. To do this, press the directional pad in 
a specific direction at the end of your 
swing. To cause the ball to hook (curve to 
the left) or slice (curve to the right), press 
Left or Right respectively. 

To give the ball topspin, press Up. After 
the ball hits the ground, the spin makes it 
roll even farther. This is great if you have a 
long fairway with lots of room. However, 
don’t apply topspin if the ball could roll into 
the rough, or even worse, a bunker. You 
have much less control over the ball with 
topspin. 


On the other hand, backspin provides 
more control over the ball. A ball with 
backspin stops when it hits the ground, or 
even rolls backward a bit! To put backspin on 
a ball, press Down at the end of your swing. 


A Check out the lay of the course to figure out 
how to hit your ball. 
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A Press the directional buttons to add a curve 
or spin to your ball. 


Y Try to stay out of the bunkers. However, if 
you do land in one, hit the ball hard so it gets 
out and past any obstacles such as rises. You 
don’t want the ball to roll into the bunker again. 


WATCH THE WIND 


Take the wind into consideration when 
setting up a shot. The blue arrow in the 
screen's upper right shows the wind’s 
direction and velocity. Press R3 to toss 
some grass clippings to gauge the wind. 
Light winds usually have little effect on your 
ball in flight. However, if there’s a breeze that 
blows across the course from side to side, 
take steps to counteract the wind’s effects. 
The longer the ball is in the air, the 
greater the wind’s effect on it. Therefore, 
using larger clubs for long drives with low 
trajectories allows the wind to affect your 
ball less than using smaller clubs with 
higher trajectories. Therefore, in windy 
conditions, use a heavier club and don't hit 
the ball as hard. This keeps the ball low. 
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A Heavy wind can even affect your putting. 


You can change the direction of your 
drive also. Turn into the wind a bit and let 
the breeze carry your ball toward the hole. 
Slicing or hooking causes the ball to curve 
into the wind. Choose the method that best 


suits your style. 


Player 1 Hole in One, Hole 1 
Player 1 Hole in One, Hole 2 
Player 1 Hole in One, Hole 3 
Player 1 Hole in One, Hole 4 
Player 1 Hole in One, Hole 5 
Player 1 Hole in One, Hole 6 
Player 1 Hole in One, Hole 7 
Player 1 Hole in One, Hole 8 
Player 1 Hole in One, Hole 9 
Player 1 Hole in One, Hole 10 
Player 1 Hole in One, Hole 11 
Player 1 Hole in One, Hole 12 
Player 1 Hole in One, Hole 13 
Player 1 Hole in One, Hole 14 
Player 1 Hole in One, Hole 15 
Player 1 Hole in One, Hole 16 
Player 1 Hole in One, Hole 17 
Player 1 Hole in One, Hole 18 


Player 2 Hole in One, Hole 1 


D3046A660001 
80046A660001 
D3046A680001 
80046A680001 
D3046A6A0001 
80046A6A0001 
D3046A6C0001 
80046A6C0001 
D3046A6E0001 
80046A6E0001 
D3046A700001 
80046A700001 
D3046A720001 
80046A720001 
D3046A740001 
80046A740001 
D3046A760001 
80046A760001 
D3046A780001 
80046A780001 
D3046A7A0001 
80046A7A0001 
D3046A7C0001 
80046A7C0001 
D3046A7E0001 
80046A7E0001 
D3046A800001 
80046A800001 
D3046A820001 
80046A820001 
D3046A840001 
80046A840001 
D3046A860001 
80046A860001 
D3046A880001 
80046A880001 
D3046A8C0001 
80046A8C0001 


Player 2 Hole in One, Hole 2 


Player 2 Hole in One, Hole 3 


Player 2 Hole in One, Hole 4 


Player 2 Hole in One, Hole 5 
Player 2 Hole in One, Hole 6 
Player 2 Hole in One, Hole 7 
Player 2 Hole in One, Hole 8 
Player 2 Hole in One, Hole 9 
Player 2 Hole in One, Hole 10 
Player 2 Hole in One, Hole 11 
Player 2 Hole in One, Hole 12 
Player 2 Hole in One, Hole 13 
Player 2 Hole in One, Hole 14 
Player 2 Hole in One, Hole 15 
Player 2 Hole in One, Hole 16 
Player 2 Hole in One, Hole 17 


Player 2 Hole in One, Hole 18 


Player 1 Stroke Play Total -327 


Player 1 Wins Match Play 
Player 2 Wins Match Play 
Unlock Semi-Pro 

Unlock Pro 

Uniock Tour Pro 

Unlock Top Pro 


Max Spring Pts Am/Top Pro 
Max Spring Pts Semi-Pro 
Max Spring Points Pro 

Max Spring Points Tour Pro 
Max Summer Pts Am/Tip Pro 
Max Summer Pts Semi-Pro 
Max Summer Points Pro 
Max Summer Points Tour Pro 
Max Fall Pts Am/Top Pro 
Max Fall Pts Semi-Pro 

Max Fall Points Pro 

Max Fall Points Tour Pro 
Max Winter Pts Am/Top Pro 
Max Winter Pts Semi-Pro 
Max Winter Points Pro 

Max Winter Points Tour Pro 
R1/R2/L1/L2 To End Tourn 


Unlock All Characters 


D3046A8E0001 
80046A8E0001 
D3046A900001 
80046A900001 
D3046A920001 
80046A920001 
D3046A940001 
80046A940001 
D3046A960001 
80046A960001 
D3046A980001 
80046A980001 
D3046A9A0001 
80046A9A0001 
D3046A9C0001 
80046A9C0001 
D3046A9E0001 
80046A9E0001 
D3046AA00001 
80046AA00001 
D3046AA20001 
80046AA20001 
D3046AA40001 
80046AA40001 
D3046AA60001 
80046AA60001 
D3046AA80001 
80046AA80001 
D3046AAA0001 
80046AAA0001 
D3046AAC0001 
80046AAC0001 
D3046AAE0001 
80046AAE0001 
D1046B5EFC19 
80046B5EFC19 
D1046B5E0001 
80046B5E0001 
D1046B5EFFFF 
80046B5EFFFF 
D200364E0001 
8000364E0001 
D20D364E0002 
800D364E0002 
D20D364E0003 
800D364E0003 
D20D364E0004 
800D364E0004 
80046BD0270F 
80046BD2270F 
80046BD4270F 
80046BD6270F 
80046BD8270F 
80046BDA270F 
80046BDC270F 
80046BDE270F 
80046BE0270F 
80046BE2270F 
80046BE4270F 
80046BE6270F 
80046BE8270F 
80046BEA270F 
80046BEC270F 
80046BEE270F 
DOO46BEE270F 
800466600012 
D2046B5EFFFF 
80046B5EFFFF 


HOT WHEELS 


DRIVING A HOT 


WHEELS CAR 


In the game it is your ability to turn free 
flight into a series of creative stunts which 
allow you to maximize the potential of a 
Hot Wheels car. 


SPIN 
Spinning is an easy way to pick up stunt 
points on short jumps when you lack the 
necessary air to complete a somersault. It 
is also useful when you 
are airborne but unable 
to flip, due to a low 
hanging bridge or 
other overhead 


obstacle. aS | i 
APick up stunt points 
BARREL ROLL with a spin. 


To send your car into a 
tumbling, barrel roll, tap the left or right 
directional arrow to get your car sideways 
to the track, and then hit the emergency 
brake. This technique can be performed in 
the air or on the ground. Just like in the 
somersault, it is 
critical to land on 
your tires when you 
come out of the roll. 
A few seconds on 
your back can lead to 
a sudden and 
unwanted explosion. 


FLIP 


A somersault is more difficult than a spin, 
so it earns more Turbos. The flip is tough 
enough, but the landing is even more 
critical. It is best to stop rotating one flip 
too soon than to end up on your back. 
Although it is possible 7 
for a car to right itself iff 

it is still moving, more : 
often than not the 
vehicle explodes after 
just a few seconds 
upside down. 


BRAKING 


There are three ways to 
brake in Hot Wheels Turbo Racing: 


A Perform this in 
the air or on the 
ground. 


AMake sure you land 
the Flip. 


TURBO RAGING 


Emergency Brake, Panic/Recover, and 
Brake/Reverse. Each one has its merits, as 
described in the following sections. 


Emergency Brake 

Pressing the Emergency Brake brings your 
car to an immediate stop. This is the best 
way to stop if you are 7 

about to pass a critical pre 
turn, or if you are going 
too slowly to make an 
upcoming jump. 
However, keep in mind 
that your braking is A Take the road surface 
affected by the surface into consideration 

on which you are driving, before performing 

It takes considerably this maneuver. 

longer for your car to stop on ice than on a 
dirt road. 


“o g 


Brake/Reverse 

For most situations, press the 
Brake/Reverse button 
to slow down or stop 
your car. This is the 
best way to control 
your speed without 
stopping completely, 
so it is ideal for 
negotiating twists and 
turns. However, unlike 
the Emergency Brake, 
your car stops gradually, so be sure to 
allow enough time for the required stop. 
Depressing the button after your car has 
come to a complete stop causes the car to 
go in reverse. 


A Negotiate those 
twists and turns with 
the Brake Reverse. 


Panic/Recover 
Although this is not a 
traditional braking 
command, pressing 
the Panic/Recover 
button stops your car 
and returns it to a 
forward-facing position 
on the track. This is 
especially useful if your 
car is locked in an uncontrollable spin, or if 
your car is just about to hit an obstacle. You 
can even use Panic/Recover to halt the 


A Stop your car and 
return it to a forward 
facing position by using 
the Panic/Recover 
button. 


progression of a crash, bringing your car back 
to the track without the usual delay penalty. 


TURBO RACING 


POWER-UPS 


It is possible to win a race without grabbing 
a single power-up. However, your chances for 


_ | success are greatly improved by collecting 


power ups for added speed, and specialty 
Turbo Racing Power Ups to negotiate 
specific aspects of a track. Power ups are 
usually easy to spot in the middle of the 
road. However, you can also uncover 
valuable power ups by finding shortcuts or 
secret paths, or by smashing into a crate or 
similar object. All power-ups last for 
approximately five seconds (a corresponding 
icon appears on the screen). The following 
table lists all of the power-ups that you 
encounter in Hot Wheels Turbo Racing. 


NG STRATEGIES 


DRIVING FAST 


Hot Wheels cars are the fastest toy cars in 
the world, the action is furious, and 
sometimes unpredictable. A good portion of 
the tracks have raised edges, so you can 
pretty much go all out and your car will stay 
on the road. However, alternate surfaces, like 
ice or railroad tracks, limit your car’s top 
speed and acceleration, so it is a good idea to 
use Turbos to make up for the speed penalty. 

At high speeds, the cars respond 
immediately, and sometimes violently when 

they encounter bumps, obstacles, and other 
cars. The obvious recommendation is to 
slow down through tight curves, or when 
you must negotiate a precision jump 
(launching from the ramp on an angle to 
reach a target). However, the very act of 
slowing down on a jump may keep you from 
completing a maneuver in one piece. 

Here’s a little trick for making minor 
adjustments in the air. When you go off a 
ramp too fast, and your car flies straight 
toward a wall instead of the path or tunnel, 
use the Spin button to correct your flight 
path. If your car is missing to the left of your 
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target, spin rotate your car 90 degrees to 
the right. When you hit the wall, the impact 
centers on the back half of your car, 
flipping the vehicle back to the left. The 
adjustment is equal to the width of your 
car, so apply this technique only when the 
target is within reach. 

The best way to drive fast is to pick 
and choose your spots for applying Turbos. 
Don’t waste one if you are in the lead and 
the trailing cars are nowhere in sight. Wait 
until you are challenged and then use the 
Turbo to surge ahead and cut off the other 
cars. You'll retake the lead, and in the 
process, you might cause a major pileup 
that will give you additional breathing room. 


MAXIMUM AIRTIME 

The single best way to increase your air on 
a jump is to apply a 
Turbo just before 
the top of the ramp. 
However, it is even 
more important to 
know the track. Your 
best potential for i 
airtime comes offa A Scream around the 
ramp that sends your track like a ball of fire. 
car into a valley 

below, giving you added height along with 
extra descent time. This is your best 
opportunity for combination stunts. 


00:39.77 


PRIMA’S 


CRASHING 
TO WIN 
Sometimes 
all you need 
Power-up Description is a big old 
Hammer Steel (invulnerability); especially car that is 
valuable for small, weak cars; tougher than 
doesn’t let cars crash into you anything in 
Gyro Stunting ability; lets you perform its path. 
stunts better You’re better 
Rubber Car Similar to Steel; lets you bounce off picking 
the other cars in the direction and choosing 
you are traveling your 
Sticky Tires Improves your car’s grip on the road collisions 
rather than 
Super Brakes Car can stop on a dime rumbling 
through a 
Shock Super Handling; increases grip, a k 
downforce, and engine power, LACS Ke a 
and lowers the car’s center of Sherman 
gravity Se tank. Look 
Turbo Bottle Adds Turbo (speed burst) to Turbo for 
meter r opportunities 
4x4 Any non 4x4 car gains 4x4 ability to cut off 
Mystery Power-up Any of the above ie ers 
at once. This 
Mystery Car Unlocks a new car for your next race Kae thé 


added effect 
of forcing the 
trailing cars to veer away, often causing 
fatal cartwheels along with a spectacular 
multi-car pileup. 

If you prefer ramming other cars from 
behind, try not to hit them squarely in the 
rear bumper. Clip a fender, or better yet, 
deliver a broadside (watch for opportunities 
when you take 
shortcut loops that 
cross the main flow 
of traffic). You can 
even kill two cars 
with one jump by 
pulling off a stunt in ss Ld 
the air and then A More air equals 
colliding with an more stunts. 
opponent on the way down. 


STUNT MOVES 


Every stunt has three 
stages: takeoff, 
airtime, and landing. 
If you miss one 
segment, you can 
forget the stunt. True, 
you might salvage 
100 points for Big 


Alt takes finesse to 
Air, but that’s nothing weave your way 


to write home about. through a crowded 
Here are some tips for track. 
getting the most out of your car. 


you can’t land it. 
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Takeoff 

You can “feel” the difference between cars 
when you drive. So if you are 
predominantly a stunt driver, you should 
drive lighter, more nimble cars instead of 
heavier, more durable models. 

Plan and execute your 
takeoff carefully. First, 
think about what is on the 
other side of your jump. If 
the landing area is wide 
open, you can come off 
the ramp on either side or 
in the middle. However, if 
you are leaping across a 
chasm or aiming for a 
narrow ledge or opening, 
you must position your car 
in line with your target. 

It is important to position your car 
properly on the ramp as you zoom toward 
the takeoff. You must take extra care when 
approaching a narrow ramp, especially if 
you are travelling at a high rate of speed. 


Alt is the smart driver 
who takes advantage of 
every mini-jump to 
squeeze out a flip, roll, 
or spin. 


Airtime 

Two spins and one roll earn a 360 point 
bonus on top of the individual values for 
each stunt. However, you have to fly before 
you can soar, so complete a few basic 
somersaults and flips to gauge how long 
each maneuver takes. 


Landing 

Nothing is more frustrating 

than pulling off a 1,600 

point Tornado, only to land 

on your back, blow up, and 

lose the stunt. At some 

oint in every stunt, look at : 

x ground iA make sure A Tha more stunts you 

can complete, the 


that your tires are pointed in higher your point total, 
the right direction. especially if you 


Gs 


If the jump is over a level combine different 
path, you can drop back to 
the road and resume your run. However, if 
you fall short over a chasm, there is no way 
to go but down, and the landing will be 
anything but smooth. 


stunts together. 


OT gi A Trying to do too 
Zoh À much can rob your 
A You lose your stunt if car of the momentum 


needed to span a 
wide break. 


LEVEL THREE: NEW YORK 


Objective: Another recon mission. Here 
you must destroy the satellite links installed 
by the aliens for communication. 

The aliens on this level really get in the 
way. When attacking a ground-based 
installation, you often lock onto an alien 
craft instead of the satellite uplink you 
hope to topple. If this happens, blast the 
alien and make another pass—don’t slow 
to a near-stop and expect to get everything 
in one pass. It just doesn’t happen. 

Like the generators on Level One, 
trashed uplinks leave an icon that freezes 
aliens for 15 seconds. Use this precious 
time to find the next one. 

Don’t hug the ground too closely. The 
aliens have two new weapons for this level: 
the Tumbler and the Blinder. When hit by a 
Tumbler, your plane is thrown around, while 
the Blinder reduces your visibility to almost 
zero for a few seconds. If these weapons 
hit when you’re riding close to the ground, 
you could suffer heavy impact damage. 

And don’t waste too much time 
dogfighting—go all-out for the uplinks, then 


Washington Tokyo 
Easy: DBKHN Easy: R39JD 
Medium: DBKMO Medium: R39NF 
Hard: DBKQO Hard: R39RF 
New York Oahu 
Easy: GBKHW Easy: TS9HW 
Medium: GBKMX Medium: T59MX 
Hard: GBKQX Hard: T590X 
Paris Las Vegas/ 
Easy: LLSHW Area 51 
Medium: LLSMX Easy: Z99HY 
Hard: LLSQX Medium: Z99MZ 
Hard: Z990Z 
Moscow 
Easy: NLSHW The Mothership 
Medium: NL9MX Easy: 399HG 
Hard: NL9QX Medium: 399MH 
Hard: 3990H 


Think you can do a better job than Will Smith and 
Jeff Goldblum? Here’s your chance to prove it in the 
game of the film—and if you’re having trouble, you 
can always use these specially honed hints and tips. 


hit the primary weapon. By all means take 
out an enemy that flies across your sights, 
begging to be shot down, or a stationary 
installation which is targeted as you head 
for your next uplink, but don’t be distracted 
from your main objective. 

One of the problems caused by so 
many primary targets is that, while equally 
close to two generators, the waypoint 
indicator on the radar’s edge often flicks 
from one to another. If this happens, just 
head for the white spot on the radar itself 
to determine the target’s precise location. 

The ground-based generators are 
often found near the edge of the force 
field. Approach alongside the barrier; 
don't fly straight toward it. 

Watch out for aliens who cling to ship- 
based generators under attack, forcing you 
to lock onto them. There’s little you can do 
about this other than blast them out of the 
way and move forward. 

Look out for a new icon which gives 
Laser LRGs for 30 seconds. There are 
several over the Seine. 

Time is of the essence. You only have 
12 minutes to complete this mission, so 
there’s not a second to spare. Look for the 
icons that give extra time—and aim straight 
for the primary targets. 


UPLINKS 


This is where you find the satellite uplinks. 


NEW PLANE 


The F-15 is found under the suspension 
bridge down here. 


LEVEL FOUR: PARIS 


Objective: Your objective here is much the 
same as in Level One, but the generators 
are ground- and ship-based. 

Because there are so many generators 
to destroy, you’re never too far from the 
next one. Use this to your advantage. 

Smash a generator, pick up the “freeze 
aliens” icon it leaves behind, and use this 
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safe time to get 
to the next. It 
should be easy. 

Approach 
with the brakes 
on and take out 
the PDAs with your guns—save your 
missiles for the actual generator itself. 
Approaching slowly from a long distance 
away, you should clear a generator in a 
single pass, but don't try this while the 
aliens are mobile. 

The generators are ground-and ship- 
based so it’s easy to fly past one without 
noticing it. As you approach, weave your 
plane up and down, pointing alternately 
groundward and skyward. This way you 
should spot the target in plenty of time. 


NEW PLANE 

You'll find the Eurofighter 2000 here. You 
can see the tell-tale icon in the top-left 
corner of the screen. 


„LEVEL FIVE: MOSCOW 


Objective: Not much is new on this level— 
destroy the aliens’ Earth-based power 
plants to bring down their shields. 

This mission’s more of the same—head 
for your primary objective, blast it (three 
missiles do the trick), grab the “freeze 
aliens” icon, and move on to the next. 

Because all the targets are ground- 
based, you can afford to fly low and weave 
in and out of the buildings. Use your radar. 

Three missiles are enough to destroy a 
power station, or even better still, use two 
missiles and concentrated gunfire. Fire 
your guns during, not after, your missile 
attacks, and you can topple the target just 
as quickly as you would with three missiles. 

There are no real surprises. Use the 
warp for added entertainment (at last you 
get to see the sky—there’s no City 
Destroyer over the secret level), but fly 
back as soon as possible. As always, time 
is of the essence. Take too long and 


A Concentrate on taking 
out the ground targets 
quickly and efficiently. 
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Moscow is razed. This may sound obvious, 
but the game is so generous regarding 
collisions, it’s easy to take too many risks. 
Bounce around like a pinball and your 
energy decreases more rapidly than you 
may realize. 


NEW PLANE 

You'll find this level’s new plane, the 
SU-27 Flanker, next to this building in 
the north of the playing area. 


LEVEL SIX: TOKYO 


Objective: Another “save the city” mission. 
Here you have to trash six alien BAC-R 
squadron leaders before destroying the 
primary weapon. 

You have 15 minutes in which to 
complete this mission. For once, there’s 
not much point chasing the radar’s primary 
target indicator—these enemies are mobile, 
and using the white pointer just takes you 
round in circles. 

Like most alien craft, they prefer to fly 
around you and attack from behind. In 
order to out-maneuver them, you should 
accelerate to full speed, moving away from 
the squadron leaders (these are shown as 
white spots on the radar), then jam on the 
brakes and perform a tight 180-degree turn 
to catch ’em unawares. 

Another winning tactic is to perform a 
tight circle, bringing the stragglers on the 
fringe of the dogfight into your sights. Blast 
anything your craft targets immediately; the 
less cluttered the battle zone, the more 
chance you have of toppling a target on 
future attacks. 

The Tokyo skyline is full of towering 
skyscrapers. So, when you’ve locked onto 
an enemy craft or installation, be sure 
you’re not aiming straight through a 


Here are some level codes and cheat options 
to help you on your way. 


FAST RELOAD, DAMAGE 

BONUS, WEAPONS 

Enter your Player Name as GO POSTAL. On 
the main menu, enter ¢, >, m, @, A, A, +. 
You get a cheat menu, but the only things you 
can adjust are Fast Reload, Damage Bonus, 
and Unlimited Weapons. 


INVINCIBILITY 
Enter your name as LIVE FREE, then at the 
main menu enter the code ¢, >, m, @, A, 4, 


building. This just wastes ammo. With so 
many tall buildings in the area, you must 
also make sure you don’t clip them as you 
fly by, for obvious reasons. 


NEW PLANE 


This level’s newie, the F-16 Falcon, is right 
here near the pagoda. 


Objective: Destroy the alien troop 
transporters, then take out the primary 
weapon straight afterwards. 

The troop transporters are mobile, but 
slow. It is worth using your indicator arrow 
on the radar’s edge to find them. 

When you’ve got a transporter in your 
sights, let loose with every weapon at your 
disposal. Fire off your missiles and guns at 
the same time, but don’t slow down— 
crawling craft are sitting ducks for the 
aliens on this level. Never fail to fire at an 
alien fighter, either—the fewer there are, the 
safer the skies. 

If you manage to grab a temporary 
invincibility icon, line yourself up with a 
transporter (they’re not hard to find), slow 
to minimum speed and pound the sucker 
to death, safe in the knowledge you can’t 
be harmed yourself. Be prepared to 
accelerate out of trouble when the power- 
up wears off, though. 

The enemies here use a ridiculous 
number of Tumblers to knock you around. 
Keep weaving, or you’ll never regain control 
of your craft. It also becomes impossible to 
collect a power-up, and this is the source 
of untold frustration. 


NEW PLANE 
You can grab the YF-22 here, in the 
northwestern village. 


+. On the cheat screen described in the 
paragraph above, you can now adjust the 
Invincible option. 


KILL CIV, KILL WING 

Enter GODZILLA, then the code ¢, >, m, @, 
4, 4, +. On this new cheat menu, you can 
now use the Kill Civ (destroy civilians) and Kill 
Wing (blast that irritating Steve Hiller) options. 


TOURIST, CITY, DEMO CAM, NO TIME 
Enter your name as TOURIST and input the 
code &, >, m, @, 4, A, + on the Main Menu. 
On the cheat menu, the options Tourist 
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LEVEL EIGHT: LAS 
VEGAS/AREA 51 


Objective: Destroy the alien ground 
sweepers which are leveling the city and 
terrifying its citizens. 

This level is very similar to the first, 
with the city sweepers behaving much like 
the troop transporters found in Oahu. 
Unsurprisingly, though, it’s even trickier. You 
need all your weaving and blasting skills to 
topple the prime targets here, or end up as 
so much alien battle fodder. 

Never fly in a straight line for too 
long—you’re a sitting duck. By all means 
slow down to get in that extra shot, but just 
don't stay slow too long. 

Vary your speed at all times. Accelerate 
toward a target, slow to minimum and 
shoot off a few missiles, then speed away 
in a different direction. Be unpredictable. 
This scrambles your opponents’ attempts 
to second-guess your next move. 

When under fire, it’s often a good idea 
to hide by flying low between buildings. 
Great care must be taken when attempting 
this—not only might you clip the sides of 
the towers and lose energy, but if an alien 
gets on your tail and hits you with a 
Tumbler, you bounce across the city like a 
rubber ball in a drainpipe. It’s also a good 
idea to keep your eye on the radar and 
make sure nothing is following. If there is, 
throw it off the scent. 

Vary your turns. By all means perform 
slow, tight turns to close in on a target or 
to turn and face your foes, but also 
execute long, high-speed turns—these are 
difficult to follow, even for the alien craft. 

When you get to Area 51, look for the 
ultra-powerful missiles. They’re great for 
taking out the sweepers. 


(remove all aliens), City (choose level), Demo 
Cam (move camera), and No Time (stop timer) 
are available. 


PLANE SELECT 

Enter your name as MR HAPPY. On the Main 
Menu, enter €, >, m, @, 4, 4, +. On the 
cheats menu, you can now select your plane. 


CHOOSE LEVEL 

Enter your name as FOX ROX, then input 

+, >,m, @, A, 4, + on the Main Menu 
screen to activate nothing but the City option 
(a level select). 


JERSEY DEVIL 


Feel like treating yourself to yet more 3D adventuring fun in the bat-winged, be-horned shape of the cutest devil ever 
seen in digital form? Then be warned—this game is huge, complex and convoluted levels are packed with tricky 
puzzles, Devil-squishing foes and fiendishly well-hidden secrets. This starter’s guide will get you off on the right foot. 


NEW JERSEY? 


If you’re unfamiliar with Jersey Devil, it is 
essential to understand the basics. You 
won't survive very long if you don’t have full 
control of this multi-talented little devil! 


e Don't forget that Jersey Devil can push 
objects such as wooden boxes with 
relative ease—even boxes that are many 
times bigger than himself! So if you find 
yourself unable to get over a high fence 
or wall, look for a crate; if you find one, 


A On the later levels you can’t afford to make a 
mistake, so master jumping on the early ones. 


all you have to do is simply push it 

nearby and use it as a stepping stone! 
e On the early levels, you should practice 
jumping around the scenery. Try 
performing tricky jumps and generally 
getting to grips with how Jersey Devil 
moves. The first level of Jersey Devil has 
hardly any bad guys, and dying is almost 
impossible, making it the ideal place to 
perfect these skills. On the later levels 
you have to make pinpoint jumps—failing 
to do so often results in death, so it’s 
best to get things sorted out before you 
make any significant progress. 
In the same way that it pays to get to 
grips with JD’s jumping ability, it’s also 
essential to understand, and then more 
importantly perfect, his floating ability. 
You must understand how this skill 
affects his control while in mid-air—and 
how long it can keep him airborne. Once 


collect. Grab 100 of these Halloween fruit 
and you receive an extra life! Pumpkins 
are often found in boxes; smash them 
and the pumpkins hop away, so run after 
them! It’s worth finding and smashing all 
these boxes, except in situations where 
doing so would put JD’s life at serious 
risk. The more lives you can amass on 
earlier levels, the easier things will be 
later in the game. 

Never forget that Jersey Devil is a 3D 
game and you have the ability to rotate 
the entire playing area through a 
complete 360 degrees! This means that if 
you reach a section where you can’t see 
around a corner or over a ledge, you can 
rotate the screen around the Jersey Devil 


again, use the first few levels to get to 
grips with this ability. You need expert 
control of your character as the levels 

get harder and harder, so don’t avoid 
sharpening these skills while you can. 

On each level you must collect the five 
letters that spell out the word “KNARF,” 
which allows you to move on to deeper 
levels. However, finding these letters is a 
much harder task altogether. On the early 
levels they’re simply found in crates and 
boxes, but as you progress through the 
game they’re hidden in increasingly 
difficult places, so always be on the look- 
out for these invaluable pick-ups. You 
must explore each level thoroughly to find 
all five letters and unlock all the secrets in 
Jersey Devil. Remember that the letters 
are always on the level somewhere—just 
because you can't find them doesn't 
mean they don't exist! 

As JD explores each level, 

he comes across numerous 
pumpkins. These may seem 

like useless pick-ups, but in 

fact they’re very useful things to 


Vv Remember, 100 pumpkins equals an extra 
life—and the more lives you have, the better. 


A Use the camera controls to get a better view on the action—and investigate every nook and cranny. 
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until you get the best view possible of 
where you’re headed. You can check out 
what’s waiting for you around the next 
corner or make some of the trickier 
jumps easier to judge. Always use the 
“camera” angle to your advantage! After 
all, that’s what it’s there for. 

e As well as the letters that you must 
collect on each level, you should also 
find all 25 of the special boxes that are 
branded with the letter “K.” These are 
dotted throughout the game and finding 
them uncovers secrets! 


INTRODUCTORY LEVEL 


The first part of Jersey Devil is quite 
puzzling for the very beginning of a game, 
and working out what to do can take time. 
The following information walks you 
through this section of the game and tells 
you where to find those five elusive letters: 
1. You start in the center of a deserted 
town, with seemingly nothing to do. 
However, to the north of the fountain that’s 
found in the middle of the town you should 
find a pair of huge metal gates. Approach 
these and JD enters the first real section of 
the game. 

2. Once you’re inside the grounds of the 
haunted house, smash the three crates that 
lie in front of you—they should yield some 
pumpkins, so grab them! Now just to the 
west you should see another create, but 
this once is marked with the letter “K? 
Walk over and smash this, too. 

3. Now go north up the steps and 
approach the main doors to the old house, 
where you find another box to smash. If 
you stand at the front door, you’ll discover 
you can’t enter the mansion yet, so instead 
turn to the east and enter the garden. 

4. In this area, you’ll find more boxes to 
smash, plus your first bad guy! This small 
creature has a pumpkin for a head and 
throws bombs at our hero. You can either 
jump on his head or use Jersey Devil’s 
claw attack to kill 
him—whichever way 
you choose, he 
takes two hits to 
kill. There’s a large 
tree in this section. 
Stand underneath 

it and jump—you’re 
rewarded with an 
extra life! 

5. If you continue to 
follow this turfed 


è Mt ll: 
A While it’s nice to be 
able to look before 
you leap, you don’t 


always get the chance 
in Jersey Devil. 


section, you reach the rear of the mansion, 
where you'll see a large wooden door. Walk 
over to it and press the X button; JD 
opens it up to reveal some boxes. Smash 
them to receive the letter “R,” as well as a 
few other goodies! 

Continue to walk around to the back of 
the mansion, where you’re attacked by 
another pesky pumpkinhead, so kill him as 
you did the last. At this point, you should 
see a small wooden building. Use the large 
wooden crate to gain access to the roof of 
the outhouse, then smash the two boxes 
you find. The first holds the letter “A,” the 
other is a “K” box. 

6. Now jump off the roof and begin to push 
the small wooden crate back the way you 
came until you reach a raised platform with 
a flagpole on it. This crate allows you to 
jump up and smash another “K” crate, 
while at the same time giving you the 
chance to climb up the flagpole and get 
your hands on some of those deliciously 
valuable pumpkins. 


A Open every door you come across—the 
alcoves behind them hold more boxes. 


7. Once again, walk around to the back of 
the house, but this time keep going, past 
the small wooden building. You should find 
another large wooden door, so as before, 
open it up. You’ll receive the letter “N.” Now 
push the large box around the house until 
you reach another raised platform, like the 
one that you found on the other side of the 
building. Use the box to gain access to this 
section, then smash the “K” crate. With this 
done, go north and smash open the crate 
to find an extra life and a few pumpkins. 

8. With the extra life and pumpkins 
collected, jump over the small wall and 
through the gap in the nearby fence to 
gain access to the bottom section of the 
garden. If you remember, you couldn't 
access this area through the gates, as they 
were locked! Smash the crate and grab the 
pumpkins, then walk to the far left-hand 
corner of this area and open the large 
wooden door (press the X button). Here 
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you find three crates: one is a normal box, 
the second a “K” branded box, and the 
final crate holds the letter “F” Grab the lot! 
9. Push the small crate over to the fence 
and jump over. This brings you back to the 
start of this mansion area. Go back up the 
steps and turn to the east. There’s another 
gap in the fence, so leap the wall and once 
again you find yourself in the other locked 
section of the garden. 

10. Smash the small crate lying in the 
center of the garden and grab the many 
pumpkins that are revealed. Walk over to 
the large wooden door and open it as you 
did the others. Inside is a single box—but 
it contains the letter “K”! You now have all 
five letters! Use the tree in the corner of the 
garden to jump over the fence and out of 
this enclosed section. 

11. Now go back to the raised platform at 
the side of the house and climb to the top 
of the flagpole. From here, jump across 
onto the roof of the mansion. Once you 
have made the initial leap, hold down the 
4 button to make JD float across the gap. 
12. Now walk to the rear of the roof, leap 
into the air, and hold down 4. You should 
float gently down onto a balcony. Here’s a 
large door with the a crest on it, and 
because you have collected all five letters, 
you can open this door and enter the 
mansion itself. 

From this point, you’re on your own— 
it’s up to you to discover what lies behind 
the door, inside the old, spooky mansion! 
Just remember all the basic tips we gave 
earlier, and if you apply the same kind of 
logic that we used to complete this first 
section, you shouldn't go far wrong! 


A Another door, another box—you need to grab 
each and every one of these to complete this 
introductory level. Our tips show you how. 


Infinite Health and 
Nitro Boxes 
Pumpkins 


800100446348 
800100400063 


JET MOTO 2 


Half motorbike sim and half Wipeout-style futuristic driving game, this arcade racer is just the thing when you feel 
the need for speed. But did you know that many of the courses have secret shortcuts or alternative routes to find? 


AFTERSHOCK 


Check out the map to the Aftershock track 
and look for the two squares on the bottom 
group of roads. On your jet-bike, head to 
the top of the second square you reach 
and look for a small hole in the crash 
barrier. Drive straight on through the hole 
and to the right—you end up landing ina 
small canal. Keep to either the left or the 
right here and hit the Turbo button to whizz 
on through at high speed. 


A At the bottom-right of the course (the top 
of the second “square”), you’ll find a shortcut. 


MELTDOWN 

You can get yourself some really cool air on 
the Meltdown course. Set off at top speed 
and just after the first turning, where the 
track does a 90-degree twist and comes 
back on itself, hit the Turbo button to send 
the jet-bike careering up the side of the 


track boundary. Your bike spins and twists 
in the air for what seems like forever—it’s a 
really cool and impressive display of “True 
Physics Design”! 


SLICKROCK GORGE 


Race through the gorge as normal until 
you’re heading around one of the final 
turns in the track, down on the river. You 
should notice a massive hole sticking out 
of the water from the canyon wall up 
ahead. Drive directly at the wall and 
through the hole. Now keep following the 
river over to the left. You crash back onto 
the track, heading directly for the finishing 
line. Useful, that! 


KA-MA-TE 

You don’t get to race far on this track 
before encountering a shortcut. Right at 
the beginning, before you enter the swamp 
area, there’s a green ramp on the left. Send 
your jet-bike flying onto this ramp and you 
gain enough height to reach a bridge 
above. This cuts through much of the track, 
then you drop back onto the main raceway. 


A Access the 
shortcut on Ka- 
Ma-Te via green 
ramp near the 
start of the race. 


A Hit the turbo 
button as you 
come around 

the first turn on 
Meltdown, and 
you'll use the track 
boundary as a 
ramp to get some 
seriously big air. 
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ROLLERCIDE 
You can cut out 
much of this tricky 
track if you’re a 
skillful driver! To save 
yourself lots of time 
and get your name 
up on that high 
score table, race on 
through the track 
until you reach the first suicide bend, 
where there’s a bell. Now, instead of 
turning a complete circle, keep going 
straight on and aim between the two signs. 
If you get it just right, you fly through 
the air, over the main section of the track! 


THE SHAFT 


This is a trick you can use if you’re racing 
neck-in-neck with a pack of competitors. 
As you go through the tunnel on the first 
bend of the track, you always have to make 
a jump. As you exit the tunnel in a pack, 
head over to the left of the large rock that’s 
positioned in the center of the track. You 
will jump awkwardly and land almost hitting 
the right-hand wall—but trigger the 
checkpoint on the next bend and push 
yourself up the ranking! 


Ze: 


A Head through the 
large hole near the end 
of Slickrock Gorge to 
find the secret route. 


You can earn yourself bonus characters 
and tracks if you win on all ten tracks at 
the “Master” difficulty setting. You get to 
play as Enigma on a new difficulty setting 
called “Insane!” Completing the game 
also opens up all kinds of cheat codes, 
depending on the character you used to 
complete the game. Here’s a list of what 
you receive with each character: 


CHARACTER 
Lil’ Dave Upside-down cam 
Wild Ride Super brakes 
Blade TV cam 
Technician Cyberspace cam 
The Max Unlimited turbos 
Vampeera Super agility 
Gadget Unlimited grapple 
Steele Remote control 
The Hun Ice racing 
Bomber Zero resistance 


CHEAT 


¢ OLON Lif 


JUGGERNAUT 
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JUGGERNAUT 


Death, revenge and greed all surface during a bizarre and tortured journey 
that takes the player through time and space to confront the many faces of 
pure evil. Here’s how to confront the final section of the game—and win! 


In this final section of the game, you defeat 
the demon sorcerer and save Sarah’s soul 
once and for all. This is not a difficult part 
of Juggernaut, but it’s the only part where 
you must experiment with the objects you 
pick up. All of them have some effect on 
the demon at different times. 

You start the finale in a pleasant field. 
You hear upbeat music. Things don’t stay 
this way for long. Move forward to reach a 
tombstone. Click on the tombstone twice. 
You see a close-up of the tombstone and 
an arm sticking out of the ground. 

Use the Pendant on the hand. The 


A You see a close-up of the tombstone and an 
arm sticking out of the ground. 


hand takes the Pendant and disappears 
into the ground. The sky turns black, and 
pillars rise from the ground. Move forward. 
Turn left. Move forward. Pick up the Coin 
you find on the ground. 

Move back across the pentagram, and 
then forwards until you find a Cross. Pick it 
up, then move back across the pentagram 
again. Turn right, move forward and pick up 
the Garlic. Move to the center of the 
pentagram. You now see the evil entities 
from the Microcosms and an evil version of 
Sarah. You talk to Sarah and she asks for 
your soul. This is definitely not the Sarah 
you know and love, so don’t be fooled. 

The fearsome demon now rises to 
attack you. Remember the symbols of the 
cross and circle on the wallpaper in the 
Mansion? Use the Cross. The demon 
knocks it away and hits you. Use the Coin 
instead. It burns the demon. Click on the 
Coin to pick it up. The glowing Coin 
vanquishes the demon. It disappears, and 
you’re left with Sarah. 

Click on Sarah. The demon sorcerer 
from the bottle talks to you from inside her. 
Click on Sarah again, and she attacks you 
with her swords. Then she offers you a 
choice. Agree to make a deal. The sorcerer 


Y Sarah asks for your soul.... Can you trust her? 


Give me your soul. 


ii. 


A You carefully fight off the possessed Sarah, 
and she falls to the ground senseless. 


A Once discovered for what it really is, Pure 
Evil comes out of her mouth and crawls away. 


shows Sarah's true face. Don’t fall for this 
beguiling ruse, though. Make the second 
selection on the screen. Close your eyes 
and don't look at her. In this last choice, 
don't give in to temptation. You know it’s 
not really Sarah, so tell the sorcerer that 
you won't be deceived. 

Knock Sarah to the ground and pick up 
the Sword. The two of you now square off. 
You fight off Sarah, and she falls to the 
ground, defeated. Pure Evil now comes out 
of her mouth and crawls away. Use the 
Sword to kill this hideous beast before it 
can cause any more damage. Sarah 
recovers and returns to her bed! 

Things are happy once again. 
Congratulations! You saved Sarah from 
the demon sorcerer! 


This is where you can experiment to get 
different reactions from the demon. There’s 
only one way and order of items that will 
make the demon go away, but all three 
objects affect the demon in some way. Try 
them all to see what happens. 
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JUMPING FLASH 


The evil Aloha is set on enslaving the entire universe, and the only hope for the innocent inhabitants of the worlds 
that have fallen under his sway is the plucky Robbit. Help him succeed in his quest with the following hints and tips. 


ROBBIT’S GAME- 
WINNING SECRETS 
BONUS ROOMS 


Each world has a bonus area that you 
should visit before going to the exit. Make 
sure you take advantage of these bonus 
areas. Some are difficult to reach and take 
some looking, but they’re well worth the 
effort for all the extra stuff you can pick up. 

Bonus areas are represented by 
floating rings. Clear the bonus area by 
popping all the balloons before time 
expires and get an extra life—even if it 
means wasting all the special weapons you 
have in your current arsenal. These areas 
also allow Robbit to stock up on special 
weapons. Keep missing a balloon? Just 
remember to look behind you when 
entering a bonus area. 


BEATING THE BOSSES 


Because you’re in a 3D world, you’re not 
confined to standing in front of a boss 
and firing away—you can jump over and 
above them if you 
like. In fact, in 
many cases this is 
actually the safest 
place to be. Once 
you jump above 

a world boss, 

use your special 
weapons and rain 
all the firepower 
you have down 
upon him. Jump 
and bounce off the boss, gaining altitude 
and firing down again. Continue this 


A The entrances to 

bonus areas are easy 
to spot—just look out 
for big floating rings. 


pattern as long as possible until he expires. 


Dragon (World 1-3): Get above him and 
fire down until he’s destroyed. Use the 
small mountains for protective cover and 
play a game of cat and mouse with the 
dragon, firing at him only after his fiery 
breath has dissipated. 

Scorpion (World 2-3): This pesky boss can 
trap you against the pyramid walls. Stay 
away from his pincers and stay above him 
(using basically the same technique that 


you used on the dragon). Use special 
weapons sparingly and always make sure 
the boss is in range. 
Tea Break (World 3-3): Not only are the 
tea cups rotating, so is the platform you’re 
standing on. Keep jumping to maintain 
your balance while firing down on the 
teapots. When the clown appears, use 
special weapons to finish him off. 
Tortoise and the Hare (World 4-3): Stay 
above the turtle and continue jumping as 
much as possible. When the turtle lets 
loose his bombs, get in the air. Special 
weapons can make a quick kill but 
shouldn’t be wasted. 
Street Fighting (World 5-3): The key here 
is knowing what’s coming next, and you 
can do that by jumping on top of the 

_. shape-shifting 
aT. boss as he begins 
to change form in 
the middle of the 
city. The star-like 
=| symbol is a cluster 
bomb that you 
must hide from. As 
soon as the shape 


A On most levels, get 
airborne as quickly as 
possible, then strafe the appears, carefully 
baddies from above. 


jump behind one of 
the buildings, using the small ledge to keep 
Robbit from falling (don’t worry, you’ll be 
safe). When the shape begins to change 
form again, go back on the attack! 
Sky Park and Baron Aloha (World 6-3): 
Aloha fights you in the final normal world. 
Again, make sure you get in the air quickly 
and keep on moving. Only use special 


A When fighting bosses, keep moving and use 
the boss itself as a springboard for your jumps. 
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weapons if you get into a critical situation. 
When Aloha breaks into his formidable 
second attack, maintain a safe distance 
and keep on firing at him. 


EXTRA WORLDS 


When you have finally beaten Aloha, 

you get the chance to conquer the Extra 
Worlds. You’ve ultimately got to beat 
these to beat the game. Use the same 
techniques you’ve learned during the 
first six worlds, along with a special Extra 
Jumping Power that will be given to you 
for beating the normal worlds. 


LOOK OUT, ROBBIT! 

Use the or R3) buttons to look around. 
Look before you leap. Know where you’re 
going and how you plan to get there. You 
can also fire special weapons in the 
direction you’re looking. Use this technique 
to get rid of pesky enemies. When Robbit 
gets aTime Out special item, the radar 
lights up. This indicates the location of 
special items and jet pods. 


JET PODS 


These are what power each world. Aloha 
has scattered them in various locations 
around each world. When you collect all 
the pods from a world, you can free it 
from the Aloha’s clutches. Jet pods are 
sometimes located in places that you 
may not see from up in the air. You should 
use Robbit’s onscreen radar to find them. 
Always try to remember that you are in a 
3D world. 


JUMPING TECHNIQUES 


Possibly the most important weapon 
Robbit has is his ability to jump to high 
places and escape trouble. Here are some 
jumping techniques you should use: 

e “Here you go!” Listen carefully for 
Robbit—he drops subtle hints warning 
you when you get close to a Jet Pod or 
special item that you need. 

e Robbit can jump sideways, don’t forget. 
This is especially useful if you’re attacked 
from above or stuck in a corner. 
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KAGERO 


DECEPTION Ii 


Taking the fine art of trapping to a new level, Kagero employs a brand new 3D game world. It will immerse you in the 
gritty feel of castle haunting and the bloody work of human-trapping. Don’t be surprised if, after a few hours with this 
game, you find yourself surveying the rooms of your home for potential trap sites! You say you can’t set your Floor Pike 
correctly, and you find your Vacuum Floor just doesn’t have enough sucking power? Well, the tips assembled here will 


help you eliminate all your enemies and rack up the “Perfect Genocide Bonus.” 


TRAPPING 101 


You know your traps. You know how to link 
them together. You know what effects they 
have on wandering enemies. This selection of 
Kagero information and hints will help you 
put all that knowledge into practice. You'll be 
taken through the basics of trap selection, 
placement and execution. Once you’ve 
mastered these basic skills, more advanced 
techniques will be added to your repertoire, 
including combinations and the incorporation 
of devices. But first, it’s time to learn to trap. 


THE ART OF TRAPPING 


Obviously, the only way to be adept at the 
art of trapping is to practice, practice and 
then practice some more. And the early 
levels of Kagero 
VThe Lumber Saw: Cuts provide many 
anyone walking across opportunities for 


its path to bloody just that. Still, 
ribbons. Causes serious there are many 


and spectacular damage. lessons. both 


subtle and 
obvious, that can 
be best imparted 
by someone who’s 
J been there. 
Before 
cranking up the PlayStation, have 
a seat and consider these elements, both 
basic and advanced. They will enable you 
not only to trap and win in Kagero, but to 
do so with style. 

This guide assumes that you 
understand the basic PlayStation controls 
for accessing and manipulating the Trap 
Planning Interface. If you don’t, go back 
and read the manual. We can wait. 


BASIC TRAP PLACEMENT 


There are important rules governing how 
and where you can place traps on a given 
map. Additional guidelines govern the 
degree to which many traps can target the 
same spot. 


PRIMA’S UNAUTHORI 


TRAP ICONS 


Each of the three varieties of traps have a 
colored icon that indicates (to you, others 
can’t see them) where the trap is placed: 
Blue—Floor Trap, Red—Wall Trap, Green— 
Ceiling Trap. When you enter the Trap 
Interface and select your trap, you’ll place 
one of these icons in a square (or squares) 
on the map. When you return to the 3D 
world to do battle, the traps will be 
represented by large glowing spheres in 
one of the three colors. 


ONLY ONE TRAP PER SQUARE 


Only one trap can occupy any square. How 
then, you ask, can you set up multi-trap 
combos? Well, the answer lies in where the 
trap comes from. A Floor Trap occupies 
one square on the floor—nothing else can 
be placed there. A Wall Trap, not 
surprisingly, is placed on a wall. Its area of 
effect may be shown as colored floor tiles, 
but the reality is that the trap placement 
target is on the wall, not the floor. 

This same fine distinction, alas, doesn’t 
hold for Ceiling 
Traps. Although 
the trap is 
coming from 
above, not 
below, you 
won't be 
permitted to 


A The Trap Interface is where Sesame 
you select and place your 

array of pitfalls, pendulums, ©" the same 
floor pikes and hooks. floor grid 


square. Note 
that castle devices occupy space just like 
normal traps. You can’t, for example, lay a 
Bear Claw on the same square as a Volt 
Chair. That’s obvious. 

What might surprise many, however, is 
that you can’t place Floor or Ceiling Traps 
on the squares under a ceiling-based 
device. This means, for example, that you 
can't put a Lift Floor directly under a Death 


eee 
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Fan even though 
the Death Fan 
doesn’t touch the 
floor. The same is 
true of Guillotines. 
How then, 
-| you ask again, can 
you set up multi- 
AA blue trap marker is trap combos? 
used to identify floor- When you construct 
based devices. a triple-trap combo, 
place the Floor Trap, 
then the Wall Trap to affect the chosen floor 
square. Place your Ceiling Trap so that it 
affects the chosen square without being 
assigned to it. You can do this, for example, 
by placing a Mega Rock on a slope in line 
with the Floor/Ceiling Trap spot you have 
chosen. This way, the first two traps will do 
their work, and the Ceiling Trap will roll into 
the square. There are countless ways to 
work around this placement restriction—the 
only limit is your own creativity. 


DOORS AND FURNITURE 


Each castle is decorated with a variety of 
doorways and furnishings that give the 
world a sense of realism and complexity, 
but impose important limitations upon your 
trapping ability. You can’t place Wall Traps 
on doorways. You also can’t place them on 
walls above floor-based furniture. For 
example, in the King’s Palace Torture 
Chamber, the wall is lined with coffins on 
the floor. Although they don’t go up the 
wall, you won't be permitted to put a Wall 
Trap above the spots they occupy. 


SUB-WALLS AND COMPLEX ROOMS 


Most rooms don’t have just four walls. 
Where a room contains a raised landing, 
what you see is five walls: four forming the 
room and one created by the side of the 
raised area. 

Unfortunately, you often can’t use these 
walls to set Wall Traps. There are rooms in 
which the only useful ones are these “sub 


V Notice the light- 
colored squares 
emanating from the 
Wall Trap. These show 
you what area the 
device affects. 


AA green trap marker 
is used to identify 
ceiling-based devices. 


walls,” but you 
aren't permitted 
to use them. The 
7 ee same limitation 
l; A a exists on the 

— ? Ka] sides of 

: - - a staircases—they 
AA red trap marker is used Jook like walls, 
to identify wall-based but the Trap 
devices. Interface doesn't 

see it that way. 

Remember, though, that the rules that 
govern this limitation are not exactly precise. 
When you want to place a Wall Trap, try it to 
see if the Interface will accept it. 


RULES FOR GOOD TRAP 
PLACEMENT 

Within these limitations, you can place traps 
just about anywhere your imagination wishes. 
Still, your imagination might not always 
consider whether a trap will actually work. 
Here are some general principles that ensure 
a high success percentage for your traps. 


Place rolling traps (Mega Rock, Spike 
Ball, Iron Ball, Volt Rock, and Flare Rock) 
on slopes like staircases or ramps. 
Dropping one of these traps on flat 
ground may crush an unsuspecting 
victim, but it won't roll. To make the trap 
mobile, use gravity to drive it. 


Use corners. Once you meet foes with 
long-range attacks, you won't be able to 
just stand and wait for an Invader to walk 
toward you. Learn character pathfinding 
patterns, set your traps to exploit them, 
and hide around corners to protect 
yourself from harm. 


Plan ahead. Whenever you enter a room, 
set some traps in likely locations. It only 
takes a minute, and time doesn’t pass 
while you work. If you have a pretty good 
idea of how foes will enter the room, set 
a focused trap on the appropriate door. If, 
however, you’re just building random 
traps, distribute them all around the 
room. You can always move other traps to 
work with a previously set one. 


e Run away! When being chased, bring up 
the Trap Interface the instant you enter a 
room and set a triple-snare just inside the 
door. Get to a safe distance and wait for 
your pursuer to enter. 


e Cover me! You can also set traps to cover 
an escape. If, for example, you know that 
a trap won't finish a foe, set a bomb or 
gas attack just inside your planned exit 
door. Remember not to set the trap too 
close to the door, or you’ll be a victim of 
your own devices. Place the trap at least 
three squares from the door and, as you 
exit the room, hit the trigger button. If 
you’re lucky, your foe will get caught by 
the trap as you exit or will at least be 
slowed. The Landmine works well for this 
purpose because it’s on a timer but can 
also be set off by contact. 


e Take time. Remember that each trap has 
a fixed charge time. Recall also that traps 
that stay visible for a time after being 
executed won't begin recharging until 
they disappear. Consider these times 
when you set traps. If you’re setting an 
emergency set, make sure that you pick 
traps that charge quickly. 


BASIC TRAP EXECUTION 

Even the best laid traps are useless if you 
can’t trigger them properly. This is an issue 
of timing and skill learned primarily through 
doing. There are, however, a few lessons 
that will help you get up to speed quickly. 


INDICATOR 


Down in the bottom right corner of the 
screen, you’ll see the trap indicators. 
They’re the colored bars that let you know 
two things—when a trap is charged and 
when someone (not necessarily an 
Intruder) is on the trap. When a bar is 
completely full, a trap is charged and ready 
to be set off. Simple. When a bar flashes, it 
means that someone is on the trap. If you 
see an indicator flashing, it’s ostensibly 
time to execute the trap. 


WATCH YOUR TRAPS 


Buy Kagero: Deception Il—Prima’s Official 
Strategy Guide tor an exhaustive rundown on 
each trap, map and castle-invading opponent. 


This method of consulting your overhead 
map and watching the flashing trap 
indicators is necessary in certain 
situations. However, your best indication 
that it’s time to launch a trap is your own 
eyes. You won’t have much success setting 


a 
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off your traps 
blind. Position 
yourself where 
you can have a 
view of the trap, , 
and when the xa 
unknowing victim The slippery slope will 
is in position, let Serve you well. You can 
‘er rip. incorporate it into many 


of the game’s best and 
most deadly traps. 

LOOK AT IT ts 

FROM 


ANOTHER 
ANGLE 

Change your angle 
of view to get a 


better look at the 
trap site. Beware 


AGet a good view of 
that you can’t move traps to judge the best 


while your view is time to set them off. 
shifted, so be sure 


there are no Invaders heading your way. 


DON’T TRUST INDICATORS 


Don't rely exclusively on flashing trap 
indicators. They’re not accurate enough to 
be your only guide for when to launch a 
trap. They often flash too early or too late. 
They even (if the trap is next to a wall) flash 
when someone walks by them in the room 
next door. They also flash when you are 
standing over the trap—don't laugh, you'll 
do it eventually. 

On the other hand, you’ll eventually 
learn to read the pace of the indicators’ 
flashing to exploit them despite their limits. 
You'll also find situations in which the 
indicators really do help. For example, if 
you are running out of a room and see your 
Cold Claw trap flashing, there is no harm in 
pushing the button. If you catch someone, 
great. If not, you only lose a few seconds 
while you stop running and launch the trap. 
This might, however, allow your pursuer to 
catch you, so use this technique wisely. 


WITH PRACTICE COMES WISDOM 


Use many traps and use them many times. 
This is the only way to learn how long it 
actually takes a trap to develop. Spike 
Rock, for example, doesn’t fall the instant 
you touch the button. First, it takes time for 
the ball to break free of its magical bonds. 
Then, you must take into account the 

time the ball takes to plummet to floor 
level. The lower the ceiling, the faster the 
ball drops. Anticipating these times will 
become instinctive eventually, so if you’re 
constantly mistiming your traps, don’t 
despair. 
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BAITING 


Placing traps is only one part of the 
equation. You must also get people to step 
into your traps. Fortunately, none of the 
Invaders can see your traps or even 
anticipate or remember where traps are. 
Still, you need to know a few techniques 
for luring them into the proper places. The 
easiest and safest way to get visitors into 
traps is to place the traps where they can’t 
be avoided. A one-lane staircase is an A- 
list spot. So is just inside most doorways. 
And keep your eyes peeled for these 
bottlenecks through which Invaders 

must pass. 

Experience will give you the ability to 
spot patterns. Notice how Invaders handle 
certain rooms. They may appear to roam 
freely, but they don't. In part, the route they 
take depends on where you are in the 
room, but generally they follow established 
paths. Plant traps along these routes for 
more subtle, but no less certain, traps. 

Finally, you can lure others into your 
traps using yourself as bait. When you 
place a trap in a large room, keep the trap 
between you and the victim (sidestep to 
make adjustments). The Invader will 
eventually walk right 
into it. 

You can also affect 
how an Invader 
travels by where you 
stand in a room. For 
example, if you set 

traps on a wide 
staircase, it helps to 
know which side of 
the stairs the 
Invaders will take. To 


VW The victim is 
nowhere near your 
trap, yet the trap 
indicator is flashing. 
Don’t trust indicators. 
They’re helpful, not 
perfect. 


ensure the correct 
approach, stand 
off to the side of 
the staircase on 
which you set the 
traps. The Invaders This Cold Claw needs 
will typically take to thaw out a bit before it 
the shortest route can begin recharging. 

to your tender 

throat, and you’ll make them pay for it. 
Beware this method, however. 

Invaders with ranged attacks will stop 
advancing when they reach minimum 
attack range. If you just stand there and 
wait for them to resume advancing, you’re 
a sitting duck. Some Invaders attack with a 
sudden and speedy jump when they reach 
a certain range. In this instance, your 
timing on the trap will have to be that much 
better and faster. 


V The taller the ADVANCED 


ceiling, the longer that TRAPPING 


traps such as this take 
to drop. Consider 
issues like this when 
triggering traps. 


While you can get 
through all of Kagero 
using only single 
traps, you can do it 
with a bit more style 
and a lot more 
points by using 
combinations and 
devices. Each of 
these aids takes time 
to use properly. 


COMBINATIONS 


Combinations are essential to many of the 
game’s later levels. They are effective, 
powerful, and elegant. They’re also 
surprisingly easy. 

To perform a combination, simply place 
two traps in complimentary positions 
where they can be set off in sequence. The 
most basic combination trap is to place a 
Bear Trap on the floor and an Arrow Slit on 
a wall. That way, the arrow’s path intersects 
with the Bear Trap. Spring the Bear Trap; 
then fire the Arrow. Instant combo. 

As you play, you’ll learn more complex 
ways of combining traps. For instance, you 
can throw someone from one trap to be 
held by another and struck by yet another. 
And the nice thing about combinations is 
that, unlike in 
fighting games, they 
$ really don't take 

J] much fine timing 
after the initial trap is 
triggered. As long as 
the Invader is never 
free of a trap or 
device at any time 
during the process, 
it will be counted as 
a combination. 

Although you 
don’t get any extra points from 
combinations, their benefits should be 
obvious. The more quickly you finish off 
opponents, the fewer chances they’ll have 
to attack you. Also, the faster you finish a 
level, the better the bonus you'll get at the 
end of the level. 

Finally, a warning. There are times when 
a story point depends on your pushing 
Invaders to near 
death, but not 
{ killing them. This 
often triggers a 
dialogue that 
allows you to 
choose your path. 
If you go and finish 
off someone 
important in one 
hot combo, he or 
she never has a 
chance to talk 


t ts 


Alf an Invader has no 
choice but to pass 
through an area or 
point, it’s a must for 
trap placement. 


AA good kill is a 
multiple kill. Try 
creating trap groupings 
such as this to get a 
taste for trapping 
Invaders in combo 
situations. to 
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WORKING WITH DEVICES 

The earmark of an advanced trapper is the 
ability to use the devices in a room. Sure 
you’re limited to three traps at once, but 
you may find there are ways to double that 
amount with creative use of devices. Keep 
in mind these general principles: 

1. Many devices work automatically if 
someone walks under or near them. Only 
once in a great while will an Invader 
accidentally walk right into a device. It’s 
rare, but it does happen. Normally, you 


must force 
Y Remember that someone into the 
Invaders will head kill zone 
straight for you. Use of a trap. 
this predictability to 2. Some devices 
influence where can only be 


thay wak: 7e activated by 
another trap (for 
example, Powder 
Boxes, Pillars, or 
Oil Barrels). 

3. You can be 
caught in devices, 
so be careful where you step. 


There are many ways to include 
devices in your traps: 


Throwing or Flinging 

The easiest way to get enemies into a 
device is to throw or fling them using traps 
such as Spring Floor or Smash Floor. This 
is the only realistic way to get anyone into 
a wall-based device such as Volt Wall or 
Casket. 


Pushing 
Just like throwing, pushing is a great way to 


: force an Invader to 
Y Sometimes the plot step into a device. 


een you Attack Wall, Spike 
kill this girl too Wall, and Press Wall 


serve this purpose 
nicely. Obviously, the 
device must fall into 
the range of the 
pusher trap to be 
effective. This method 
works well with Pit 
Falls, Floor Spikes, 
Pendulums, and 
some Guillotines. 


quickly, you'll miss 
out on alternate 
chapters. 


Pulling 

If you can’t push (for instance, when an 
opposing wall is too far away), you can 

pull. Using any of the game’s floor or wall 
Magnets, you can draw your opponent over 
or into devices within the range of the 
Magnet’s effect. This is one of the best 
ways to get Invaders under the Guillotine or 
onto the Floor Pike. 


Blasting 
Most explosive traps 
send a victim flying 
through the air on 
impact. This throw 
can send a victim 
into the arms of a 
device. It is, 
however, extremely 
unreliable. Even if a 
trap specifies its 
throw range, the 
direction can never be predicted. If you’re 
in a room that’s thick with devices, put an 
explosive in the center and maybe you'll 
get lucky. 
Lifting 
Sometimes you just need to get a lift. This 
is the case with a Ceiling Device like the 
Death Fan. Simply place Lift Floor or Rising 
Floor below the fan, then lure someone 
onto the trap, and splat! Remember that 
you can’t put the trap in the square directly 
under the Ceiling Device. You must locate it 
in one of the squares surrounding the trap. 


ASome Invaders 
attack you with a 
sudden, speedy jump. 
When you lure anybody 
towards a trap, remain 
a little cautious. 


Triggering 

Some devices can be triggered only by 
certain traps. The huge Boulder devices, for 
instance, can be unleashed only by firing 
off Quake Bomb or Cataclysm in the 
appropriate place. Pillars can be caused to 
fall only with a nearby explosion or with a 
push from Attack Wall, or one of its 
cousins. 


Exploding 

Some devices can be ignited by fire or 
explosive traps. This creates a sympathetic 
explosion that does some extreme extra 
damage. Oil Barrel and Powder Box, for 
example, can be ignited by aiming a Fire 
Arrow or a Fire Ball in their general 
direction. 


Electrocuting 

All of the game’s electrocution devices can 
be used in two ways. You can either throw 
people into their range or harness their 
energy through Spark Rod, Thunder Volt, or 
Judgement. These traps pull electricity 
from these devices, creating a “rope” of 
electricity running from device to trap. 


Guiding 

Sometimes, you can only use yourself to 
lure visitors into devices. Occasionally, 
Invaders will simply walk too close to a 
device in an effort to find the shortest path 
to you. 

More often, Invaders’ final leap attacks 
won't account for devices, and they'll jump 
through areas they wouldn’t normally walk 
over. In one instance, the only way to 
trigger a trap is to draw an Invader in with 
your presence. 


This is in the Ruins where you can only 
lure someone into the False Roof by 
entering the room yourself. If you move 
quickly enough, you can get out before the 
device falls. 


ARemember that Invaders will head straight 
for you. Use this predictability to influence 
where they walk. 


ABombs away! You never know which way 
they'll fly. 


VIL 


AThe most satisfying thing about bringing 
electric traps into battle is the black 
smoke that rises from the victim’s head. 


AFind the spot under a Death Fan and put a 
Rising Floor next to it. 
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A Don’t forget the rewards for seeing each of 
the game’s victory endings. You'll be able to 
use some of the Secret Traps. 


800E7C4E0196 
800E7C5C2710 


Infinite Health 
Infinite Ark 


THE DNA IMPERATIVE 


KILEAK 


KILEAK- THE DNA 


IMPERATIVE 


Unlike many 3D blasters, this deadly game requires caution and guile to complete—you can’t simply go charging in, all 
guns blazing. To get you started, here are some vital tips and maps of the first levels. 


BLUEPRINTS FOR 


SUCCESS 


If directions aren’t your strong suit and you 
have spent countless hours exploring level 
one, only to pass the same room 15 times, 
here’s a helping hand. We can’t kill the 
enemies for you, but with these floor plans 
for the first five levels you’ll at least have 
one less thing to worry about. And you'll 
know just where to find the energy station 
when you really need it. 


WINNING GAME STRATEGIES 


e Patience is the key. If you’re planning on 
charging head-first into one battle after 
another, you won't make it very far. 

e Be sure to find the ID and record cards 
on each floor, then use them at a 
computer console. The ID card replaces 


ALevel 1 Map 
V Level 2 Map 


ALevel 3 Map 


your map with a complete one, and 
record cards play a video message or 
give you a Clue. 

e When you find the elevator, don’t use it until 
you have found everything on that level. 
Once you leave, there’s no going back. 

e If you encounter an adversary face to 
face, back up, out of its shooting/attack 
range. Fire down the hallway until you 
hear it explode. 

e Your radar indicates if there is an enemy 
on the other side of a door. If there is, 
open the door and hammer the fire button 
as quickly as possible. The sooner the 
enemy dies, the less damage you take. 

e Nearly every stretch of hallway houses an 
enemy creature. Play it safe by firing into 
the darkness and listening for when your 
bullet hits something. If you have just 
entered a hallway and the bullet hits 
soon, it’s likely to have struck a foe. 

On later levels, start by using an ammo 
weapon and locate an energy station as 
soon as possible. Blaze paths from there 
using your most powerful energy 
weapon, then return and recharge when 
its energy level gets low. 

e There are several puzzles that can be 
solved through trial and error or using 
advice given on a record card. A weapon 
is usually your reward. 
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ALevel 5 Map 


800B629403CE 
800B629803E8 
800B62C801EF 


Infinite Energy 
Infinite Shields 
Infinite Wales Ammo 


KLONOA: DOOR 
0 PHANTOMILE 


If you like your gaming weird, wacky and packed with cutesy characters and colorful scenery, helping the young 


Klonoa in his quest to save the world from the vile Ghadius will be just the thing. 


THE BEGINNINGS OF GALE 


Your journey starts in your home village, 
which has been overrun by puffed-up 
rabbits and parrot-style Moos. Getting 
through this area is easy. Simply make your 
way round the village, using the baddies to 
jump around, collecting the power-ups and 
freeing the buddies littered around your 
route. Entering the door at the end of the 
track, Balue tells you about Lephise the 
Diva. Go to the top of the tower, around the 
windmill, and after another bout of baddy- 
bashing and bonus-bagging, the first 
mission is over. 


THE DIVA AND THE DARK SPIRIT 


Continuing the journey of discovery, you 
now guide Klonoa through glistening 
tunnels, where you find foes and power- 
ups similar to those in the previous level. 
You’re introduced to the joy of air vents 
and dangerous baddies that you can pick 
up only from behind. However, it’s easy to 
make your way through the enemies 
without losing much energy, especially 
since you have infinite continues. Through 
the door here you find a speedy but 
harmless mine cart ride. You can’t fall off, 
but it’s a challenge to collect all the gems. 
Another door marks the beginning of 
another air vent-littered trek, where you 
must throw an enemy at the stone slab to 
create a bridge, making a path that leads 
to this vision’s demon. 


RONGO LANGO 


Because you’ve overheard the despicable 
plans of Ghadius and his colorful flunky, 
Joka, they send 
their lumbering 
monster, Rongo, 
to destroy you. 
Most importantly, 
avoid the boss’s 
attacks, looking 
out for his 
ground tremors 
and claw swipes, 
which become 
more dangerous 


GE) 5 
AThe strange world of 
Klonoa is full of 
surprises—some are 
pleasant, but many are 
quite deadly. 


the longer you let him live. Jump over these 
appendages, and when his scarlet bottom 
is in clear view, pick up a Moo and hurl it at 
him. A few hits knocks him into the abyss, 
completing your first vision. 


VISION TWO 


DEEP IN THE DYING FOREST 


Traversing the once-prosperous forest, you 
learn one of the most important truths of 
the whole game: One step wrong and it’s a 
long way down! Falling between platforms 
means you lose a life, and you often need 
to use an enemy double-jump to clear a 
gap. Other ways to get safely across the 
first plane are via an inflated giant Moo or 
by surfing on leaves. Eventually you reach 
a guard who teaches you the obvious 
about using keys. Entering through this 
door eventually takes you to another 
locked door. The key is inside the Easter 
egg behind you. Now it’s smooth sailing 
across the remaining forest floor to the exit. 


BEYOND THE BACKWARD 
WATERFALL 


Now that you know what destroyed the 
forest, it’s your duty to delve further into 
Ghadius’s evil machinations by taking a trip 
up the inverted waterfall. The platforms 
here are even smaller, so one false move 
could spell instant death. You must make 
your way carefully to the top, riding on 
harmless geysers and using enemies to 
collect bonuses and reach platforms. On 
the way up you need to enter doors to 
reach restart 
clocks and so 
on, but if you 
avoid the spikes 
and fish, you 
eventually enter 
the final door. 
This leads to the 


z very pinnacle of 
A Use the very first level to the falls, where a 


practice Klonoa’s basic 
controls and get used to the 
timing required. 


Sonic-type water 
chute quickly 
carries you down 
again, if you avoid the spikes. Farther up 
and to the left is another, more dangerous 
chute, but it leads you to the end. Here you 
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find Karal, a poor little fishy critter cruelly 
captured by Ghadius. Press the switch to 
release her and she gives you a ride right 
outta there! 


PAMELA THE FISH 


The deplorable Ghadius has brainwashed 
Karal’s mother and King Seadoph. They 
want to reduce Klonoa to pulp, so it’s your 
job to return them to their senses. First 
avoid the gap in the ring while always 
jumping over the spiky balls. The falling 
bubbles are also dangerous. Pamela and 
Seadoph ride in the central pool and 
occasionally leap out at you. King Seadoph 
also leaps onto a spiky ball to mow you 
down every other minute, and these are 
your chances to beat them at their own 
game. Grab Seadoph when Pamela lunges, 
or when he rides the spikes, and use him 
as a weapon, hurling him at Pamela as she 
waits in the pool. Several quick hits 
automatically cancels Ghadius’s spell. 


REBIRTH OF THE FOREST 


Now that the reformed Seadoph has 
reversed the charmed waterfall, the forest 
is free to grow again. Make your way 
across the revitalized world, jumping gaps 
and destroying foes as usual, but be 
warned —there are some tricky puzzles 
hidden on this level! To activate the first 
elevator, visit the guard to the far left. Take 
the elevator high into the tree and grab a 
Moo enemy to break open the egg. This 
gives you the key to the locked door Joka 
gloated over. Take the elevator across and 
up until you see 
three armored 
Moos. Hit them 
until one enemy 
remains, then throw 
him at the crate in 
OO the background. 
AFree the friendly Past the other 
Karal by pressing the elevator is another 
nearby switch and crate in front of a 
she’ll give a ride to the Jocked door. Take 
next watery level. the key from inside 
and enter. Bounce across the 
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springboards, taking full advantage of the 
power-ups and baddies, until you reach a 
locked door. The key is well protected high 
above you. Take the elevators and use the 
Moos to glide carefully across to the key, 
then make your way carefully back. Now 
prepare yourself for a death-defying log 
ride! Collect as many gems as you can, but 
be sure to 
avoid the 
spikes by 
F] jumping as far 
away as you 
can. Through 
; aga, the door on the 
Eat eee other side are 
eee O e J more crates to 
destroy, and 


A Don’t let Joka’s gloating 
bother you—the key is fairly you must also 
easy to find, and you'll deal use a baddy to 


with him soon. reach the upper 
levels, where you find a huge Moo in a 
cage. Behind him is a switch that needs to 
be hit to activate the elevator below. Once 
this is done, you’re taken to another crate. 
Destroy this and leap up to the next 
platform, where another guard allows you 
to take an elevator out of the level. 


THE STOPPED GEAR 


Here the Boomie Bulldog comes in handy, 
both in battling foes and solving problems. 
Use the first one you see to throw the 
switch in the ditch, activating the elevator 
above. Take the elevator to its second stop 
and enter the right door. Follow the path up 
to the next doorway, where you find the 
broken machinery. Ignore it and collect the 
key to the right—it opens the locked door 
found at the first elevator’s first stop. 
Through this door, skillfully make your way 
past the baddies until you reach an 
important switch. Throwing a baddy at this 
lowers a drawbridge behind you and opens 
a trapdoor to the right. Go down it and 
head past the pink doorway. Carry on 
hitting and using Moos until you reach the 
next door. Through here, go past the next 
locked door and through yet another 
doorway. Eventually you reach another 
switch that opens a door in the 
background. It’s timed, so throw a 
timebomb baddy at the switch and run to 
the opening door, 
darting in before 
it automatically 
slams shut. The 
pathetic Joka 
| taunts you with a 
key. Kill, jump, 
“€d_ and soar your 
way to the top of 
AGrab the key to the right this area and he 
of the broken machinery to runs off, leaving 
open the locked door at you the key. This 
the elevator’s first stop. opens the small 


door you saw earlier, by the cog. Enter here 
and you find three switches that must be 
pressed in the following order: first, third, 
second. The gear will start to turn! This 
means that the piece of machinery you saw 
earlier is now working. Going back to this 
piece of machinery and jumping on leads 
to a conveyor belt. Follow this up, 
collecting all the crystals and freeing the 
buddy, until you reach the spinning wheel. 
Jump on the elevator to be taken to a 
spiraling slide. Avoid its spikes and you’re 
soon sent through a door, where a simple 
elevator takes you to meet the third boss. 


EVIL OYSTER PLANT 


This strange vegetable-like nemesis can 
take some beating, but if you take care of 
yourself, several hits in the right place will 
wither his roots. He dashes from one side 
to the other of a rounded strip festooned 
with spring-pads. You must pick up one of 
the Moos that amble about, leap onto a 
springboard, and drop the Moo directly 
through the Oyster Plant’s gaping lips. It 
explodes inside, doing all kinds of harm. As 
the fight progresses, your job gets harder 
because the plant gets faster and angrier. 
When it leaps around, stand still long 
enough for it to track you before you run. 
This will get it into place so you can attack 
it again. Watch out for the rancid peaches 
the plant fires after a few attacks. These 
get progressively bigger and harder to 
jump over, so the quicker you kill him, the 
better! 


A VILLAGE IN DANGER 


Having proved your worth against the plant 
boss, it’s time to traverse yet another 
doomed village full of deadly drops, vicious 
baddies, and bouncy things. Go through the 
first door (if you want to collect all the gems) 
before making your way up the ledges to the 
second door. This takes you to another exit 
lower down. Go through this to meet the 
Glibz, who you can only pick up when he 
grins. Avoid his bullets! Use him to make 
your way up the room, jumping before the 
platforms crumble. Continuing up and left, 
use a bird Moo to cross the chasm and 
enter the door. Two fiendish ghosts await, 
but you can just pick them up and throw 
them. There’s also 
a pyromaniac Moo 
who you can pick 
up when his fire 
ring is large. 
Continue across 
the track, past the 
graveyard, over the 
rotating temporary 
platform, until you 


APay attention to the 
background—you'll often reach the swinging 


get a helpful glimpse of platforms up in the 
later sections of the level. trees to the right. 
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Leap nimbly across both sets of these when 
the time is right, collecting the buddies if 
you feel brave. Victory is just through the 
door on the other side. 


A LULL IN THE WIND 


While you slide to the bottom, avoid all the 
spiky guys and you reach a cave. In here 
another slide leads to another journey down 
a waterfall, at the bottom of which is another 
cave. Use the pyromaniac to destroy the 
green rock, then the other Moo for the other 
rock. Spurt up in the jet stream and you find 
yourself in another ghostly area, where you 
must use enemies to break rocks below. To 
the jet stream’s left is a switch that removes 
the large red rock to the right. Enter the 
nearby door and make your way across the 
monstrous skeleton. There’s another door, 
with lots of goodies farther along. Collect the 
hidden power-ups and take the far left 
platform jet stream up to a cave, using two 
bird Moos. The cave contains a series of jet 
streams. Go 
through this and 
you arrive in front of 
the earlier door. 
Now head to the 
right and take 
another jet-current 
ride. Grab a Moo at 
the top to reach the 
ledge and free the 
buddy before 
returning the way 
you came. Jump 
back up to the 
spiky objects until 
you reach a bony 
series of teeth 
tee) Platforms. These 
eee) fall quickly, so 
‘Heepow I'm really the Prince of Cress, the hop, skip, and 
Moon Kingdom. . 

jump across to 
the next green 
boulder. Grab the 
Moo above, break 
the rock and get 


are stunning to look at, 
but don’t get 
distracted—concentrate 
on what you’re doing. 


AYou’ll meet many 

interesting characters on 
your adventure, some of 
whom give you hints and 


clues. the heck out 
of there! 
NASTY MOSQUITO FACE 


Once again, as long as you’re a good 
dodger, this boss should give you little 
trouble. You swing on a magic plank while a 
gigantic stained glass insect hovering in 
front of you. All you need to do is grab the 
bird Moos that hang around in the 
foreground and throw them into his eyes. 
Unfortunately, he has foreseen this, and 
sets spiky pillars in the middle of your 
swing. He also fires painful balls in your 
general direction. If you’re quick enough to 
avoid these and have good aim, he’ll be 
dead before you can say “bug-spray”! 


THE FOUR ORBS 


This is where Klonoa’s mission gets a little 
more puzzling. You can search for the 
colored balls in any order. For the red orb, 
take the left tunnel. Inside, use the elevator 
but don’t touch the lava. Basically, you 
must cross the first plain using trampolines 
and Moos until you see two targeted 
platforms in the background. Fire baddies 
into these to make them fall down, and 
then progress to the spinning wheel. 
Advance carefully and you should come 
across the platforms you knocked down. 
Walk across here and get the red orb! Now 
make your way to the exit, avoiding the 
flames, and place the orb on its stand. 
Now you can go back through the tunnel to 
find the blue orb. 
Get over the lava again and take the 
elevator down 
4 past the red door. 
_- {| What follows is 
the usual run of 
baddies to 
destroy and 
elevators to catch, 
and you arrive at 
: =z <<<) 41 more flames. 
A Extra lives aren’t that | Jump these and 
hard to come by, but you grab the pink Moo 
should do your best to to take you up to 


conserve energy all the blue orb, then 
the same. return to the main 


hall. For the green 

orb, it’s time to try 
the other tunnel. There’s another elevator to 
use and another switch to throw, opening 
an important door. Bounce across and up 
the plain until you reach a platform marked 
with the green sign. Grab the bird over the 
flames to reach a higher platform, past the 
switch, springboards and flames, and enter 
the door here. Through the door, hit the 
switch and head back, avoiding the spiky 
overhang. 

Go through the open door and press 
the other switch. It’s time to return to the 
first entrance, and from there find the 
newly opened door. Now simply make your 
way through the baddies—use a Moo to 
quickly pummel your way through the 
armored Moos, and the orb is waiting for 
you. Pick it up and get out—it’s time to 
return the last orb! 

Go in the same direction as you did for 
the green sphere until you reach the first 
flamethrower. Head left to reach the 
spinning wheels, using a bird to clear the 
flame. Further down you need to use 
another flying Moo to reach the yellow orb. 
Once it’s in your possession, continue on 
your way, avoiding the flames, and enter 
the final door. You’ll be back in the Orb Hall, 
with all orbs in place. Throw the switch and 
you can continue. 


BETWEEN LIGHT AND DARKNESS 


Having solved the guard’s problem, it’s time 
to venture to the netherworld, where day 
and night flash by. When the strange 
crystals flicker, night comes and all enemies 
become unbeatable nocturnal fish aliens, 
and a pink pesky fish hinders your every 
step. All you can do is hang on and wait 
until morning. Platforms appear at night 
that can’t be used at day, so gather all your 
courage and get going! Down by the 
flamethrowers is a switch. Throw the 
baddies at it and continue up onto the first 
high platform. When night comes you can 
progress upward and spring to another 
switch, and back up to the first door when 
night falls again. In here, jump across with 
the bird and get on the elevator to the other 
side. There’s a door to lots of goodies here, 
but the door you need is to the right. In 
here, head up the steps and up the left 
platforms that appear at night. Quickly grab 
a flying Moo when day breaks and jump to 
the left. From here you can go through the 
tunnel you saw earlier. Hit the switch and 
another elevator kicks into life. 

Go right and up the nocturnal platforms, 
then use the elevator. Continue on until, on 
the far right, you find another exit. Through 
here a lot of jumping and bouncing to the 
right leads to another blue switch. Change 
its color scheme and a block moves. Now 
go down, then up and left. Down the other 
side of this area is a door and a switch. Get 
the goodies on the other side of the door 
and flick the switch. This removes a block. 
Now go back down, across the lava and 
through the door. Here’s another switch to 
jump at and shoot red. Take the elevator to 
the other side, where yet another switch 
has to be depressed before you can use 
the nocturnal platforms to jump to the top. 
Another exit leads to another lift and 
another switch. Going up once again, use 
the exit to the right, once you have all the 
goodies stacked here. To free the Moo in 
the cage so you can use it to reach the 
door back in the tower, throw the switches 
that are found halfway through a jump 
between springboards, above a 
flamethrower, under the lava pool, and next 
to the cage. When the cage is open, you 
can go back through the door and leap up 
to the final exit. 


JOKA 


Having failed so dismally to stop you with 
lesser bosses, Ghadius’s flunky Joka now 
tries to end your journey himself. You have 
to avoid his flailing fists as he travels 
around the ring, and grab the Moos that 
appear from crystal warps. The only way 
you can hurt him is by throwing Moos 
between his fists. When you have hit him a 
few times, Joka decides he’s had enough 
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and transforms into a Rocco type-mutant. 
When this happens, night falls, the Moos 
become indestructible, and he starts 
bashing around the ring. Your mission is to 
turn the whole ring yellow. Step on each 
panel to change its color, which can go 
from purple to blue to green to yellow, but 
don't forget to avoid Joka and his Moos. 
There’s no time limit, so the best way to 
reduce Joka to tears is by quick sharp- 
shooting when he’s in his normal guise. 
He’s more dangerous the longer he’s 
allowed to live, so try to finish him off in 
two rounds. 


THE LEGENDARY KINGDOM 


There’s no turning back now—this is the 
last vision! Cross the plain to the next door 
and go in. Enter the next door to the left. In 
here, leap to the other side and up the 
steps, continuing upward until you reach 
the red crystal. Firing at this disintegrates 
all red busts. Back outside, go through the 
red door, down the steps, and along to the 
far door. Complete the usual baddy 
bashing and hole jumping until you reach 
an elevator near a huge swathe of ghosts. 
Ride up the elevators and you should come 
out near the blue crystal. Shoot this and 
you can escape from the tower, then re- 
enter through the blue door. Once you’re 
through the first room, blow the baddies 
away, except those you need to reach 
buddies, collect points, and jump gaps. 
Continue like this and you arrive near a 
huge group of Boomies. Get rid of these 
before using one to disintegrate the green 
crystal, allowing you to enter through the 
green outer door. 

You find yourself in a chamber full of 
goodies. Collect these and continue 
through the next door. Jump across 
platforms before they crumble away and, 
with a little help from your Moos, you 
should arrive at two blue platforms with the 
yellow crystal suspended beneath. Get the 
bird Moo and use it on the crystal, causing 
it to smash. Past the ghosts and back out 


MUSIC TEST 

If you have managed to save all of the Mirror 
Spirits when the entire game is over, the 
Balue’s Tower bonus game is yours for the 
taking. If you battle your way to the top, you 
find a cool added vision of Klonoa and 
Huepow watching some spectacular fireworks 
on a hillside. After this, you can pick the 
music test at the level select screen for hours 
of amusement. 
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of the tower, re-enter the blue door with the 
yellow dust on top. Within here is another 
yellow door, up the steps. Through here it’s 
just a matter of jumping up the platforms, 
collecting the goodies, and punching the 
final crystal at the top. Leap onto the 
elevator and you're done! 


THE TIME OF RESTORATION 


Jump around the building until you reach an 
elevator to door number one. Surprisingly, 
another set of steps lead to another door! 
Here you face many death-defying jumps, 
where the choice is yours to flap, glide, or 
bounce across. In the next room, enemy- 
jump to the highest platform and go through 
the door. Collect the buddy below and 
beware the boomerang Moo as you 
progress across the scene. Use him to get 
on the elevator while avoiding his banana- 
like missiles. Eventually you arrive at a 
switch hidden in a niche. Throw an airborne 
Moo at this to move the purple block. Time 
to exit. In the next chamber is a three-switch 
puzzle. They’re timed, so the only way to get 
out is to grab the shield Moo and take it up 
to the left ledge. When the bird Moo is 
rising, throw the shield Moo at the right 
switch, flick the left one, grab the bird, and 
leap up to switch three. When this is thrown, 
one of the opening pillars disappears and 
reveals the exit. Return to the start and go 
through the newly available door to enter 
another nightmarish platform landscape. 
Again, make your 
way around this 
scene until you 
reach an overblown 
| Moo. Knock off his 
Be] armor, grab a 
į Normal Moo, and 
J use it to leap up to 
the elevator, where 
you can flick a 
switch with another 
bird Moo. Drop 
down the freshly 
opened hole and wander over to the door. 
Here’s another switch puzzle. Inflate the 
giant Moo and, with the aid of the shielded 
foe below, leap up to the elevator. 

When it’s farthest to the right, throw a 
Moo at the right switch, grab another birdie 
baddy to flick the left one, and quickly leap 
up to the far switch. If you’re in time, 
throwing it opens a path and removes the 
second pillar outside. Make your way back 
to the first room and enter the new door, 
where even more baddies wait. At the end 
of this nasty chase, lift yourself up on the 
flying Moos and get through the door 
intact. Destroy the pair of foes that greet 
you and proceed to the next door. In here is 


Catia RED ti 


A You can grab birds 
and use them to cross 
long gaps or reach high 
platforms and out of the 
way spots. 


PRIMA’S UNAUTHO 


more Moo-related trickery, but if you keep 
your head, it’s simple to get onto the 
elevator and grab a baddy to chuck at the 
switch that was behind the inflated Moo. 
The purple block on the left disappears. 
Move down to find a bunch of boomerang 
boys. You must outwit them to propel 
yourself up the shaft. Take your time on the 
moving platforms and avoid the 
boomerangs. Mosey across to the door and 
exit to yet another switch room. Enemy- 
jump to a platform and hit the switch. Now 
quickly jump down, hit the switch again, 
grab the newly arrived bird Moo and use 
him to leap up to the second switch. Hit 
this and you can escape to the tower again. 
Now the path is clear to the final door. Get 
across, making good use of the power-ups, 
and leap on the elevator through the door 
to finally reach your nemesis. 


GHADIUS 


Finally face to face with the diabolical 
orchestrator of your problems, you 
materialize in the center of an extra- 
terrestrial ring flanked with teleporters. 
Avoid these, as they take you outside the 
ring, where Ghadius pelts you with ground 
electricity unless you can jump to the 
second teleporter in time. The evil freak 
first tries to destroy you with a shower of 
energy balls and Moos. Avoid the energy 
and grab the Moos, and then quickly hurl 
them into the abyss through his cloak. Do 
this as quickly and as often as possible. 
After a while, Ghadius changes his battle 
plan, sending a hail of red arrows with 
Moos attached. Most importantly, avoid the 
daisy chain of baddies, but try to grab as 
many as possible to use against your 
nemesis. 

You must also avoid the now-moving 
teleporters. Keep your head amid all this 
madness and you should be able to do 
Ghadius some real damage. For his next 
trick, a triangle of nightmare energy 
appears around Ghadius’s head, with green 
points on each corner. To release the Moos 
inside, hit a corner before it crushes down 
on you, and then throw as many as 
possible back at their evil master. Helpfully, 
he indicates the triangle’s trajectory with a 
wave of his hand. Save as much energy as 
possible and be prepared for anything. 
Ghadius is a titanic enemy, but sooner or 
later a Moo will find the right spot and 
reduce the once-mighty Nightmare God to 
a pulp, breaking his dark spell over 
Klonoa’s world and revitalizing the 
dimension of Phantomile. 
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Once Ghadius is reduced to a bad 
memory, there’s an epilogue to Klonoa’s 
journey, where he has to fight more 
bosses. However, after facing the terror of 
Ghadius, these shouldn't bring much 
trouble. For the first baddy, avoid the 
earthquake move when his arm lifts and 
sparks fly. Simply jump this, though it can 
be very fast. You must also avoid his 
tongue. Anticipate its movement and 
nimbly leap over. While doing this, catch all 
the Moos that dog the area and throw one 
each to your compadres stationed around 
the boss. Once they’re all loaded, they 
shower your foe and eliminate his threat. 
Next you face a foe who fires laser beams: 
You must be agile to avoid them. 

Break the four suspended crystals with 
falling Moos. Break the extra one, if you 
can pin it down, while trying to stay on the 
seesaw. The final crystal shrinks with each 
hit, so only accurate aim can smash it and 
end the reign of the second monster. Now 
finally, look into the eyes of the climactic 
challenger. His attacks can be disastrous; if 
you don’t zip 
round the circle 
fast enough, he 
destroys your 
platform and 

d sends you 
hurtling into 
space, and his 
increasing circles 
can blow you to 
kingdom come 
unless you leap 
over them. Not 
only this, but you 
must contend 
with an army of armored Moos. It’s a real 
battle to hold on to that energy! However, 
circle him fast enough, picking up the blue 
Moo monsters before throwing them at the 
circling cannons, and several hits later this 
boss will be but a distasteful memory. 
Klonoa, you are now the true savior of all 
fluffy cat-things. 


AYou’ll need split-second 
timing and good reflexes 
when fighting the tougher 
bosses or just trying to 
avoid the dangers of the 
later levels. 
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Infinite Keys 
Infinite Health 
Infinite Lives 


KNOCKOUT 


Do you want the title? Are you ready to take it? Well, here’s your shot. 


CAREER MODE 


Are you ready to climb the road to the top? 
Career Mode is your chance to prove it. 
The first step is to create your boxer. Next, 
select a gym to train in. Each gym gives 
your boxer a different statistical bonus. 
Strategic Training gives you a fixed amount 
of Training Points. You get to pick two 
training regimens before each fight. 
Sometimes you win, and sometimes you 
lose. When you lose a bout, you’re docked 
stats. Don’t worry though, Strategic Training 
before the next bout gets it back for you. 

Once you win the belt, you need to 
defend the title. Should you lose the belt, 
you’re dropped to the number one 
contender spot and you rematch the fight 
you lost. Defending the title is hard work— 
you’re fighting all of the best boxers in 
history. 


CREATE A BOXER 


‘= MORE ATTRIBUTES ¢+=CHANGE ATTRIBUTE + +=ADIUST ATTE 


AThe first step in starting a new career is 
creating a boxer that you can guide to the top. 


SELECT A GYM 
This choice affects how quickly your stats 
develop (each gym has 
its own strengths and 
weaknesses). You need 
to pick the gym that 
matches your fighting 
style and the initial value Ẹ a 


of all of your stats. Heart Aüs you create 


your boxer, pick the 
gym where he’ll 
train. Each gym has 
its own strengths. 


is one of the hardest 
stats to boost (as there 
is only one Strategic 
Training exercise to 
increase it). 


SPEED 


STAMINA 


HEART 


EXERCISE POWER CHIN CUTS 
Medicine Ball — — +1 +2 — — 
Jogging — — +3 — — — 
Jump Rope — +1 +2 — — — 
Suspended Bag — +2 +1 — — — 
Defensive Gear — — +1 — — +2 
Heavy Bag +3 — — — — — 
Speed Bag — +3 — — — — 
Weights +2 — +1 — — — 
Extreme Gear — — +1 — +2 — 
Sparring +1 +1 +1 — — — 


GYM 


Rochester’s Gym —- 
Keka’s Gym -1 
Schuler’s Gym +2 — 
Goosen’s Gym — +1 
Windy City Gym +1 +1 
Auggie’s Gym — — 
Finley’s Boxing Club +1 — 


STRATEGIC TRAINING 

Strategic Training lets you pick two of the 
10 training methods available. Each one of 
these adds to your boxer’s stats. Here’s an 
example: 


The Basic Boxer 


Statistic Points 
Power 60 
Speed 45 
Stamina 50 
Chin 50 
Heart 50 
Cuts 45 


In the beginning, you need to build your 
Heart and Stamina. Power is important, 
too. But the basic boxer starts with a 
higher Power rating, so it’s not as 
important early on. As your boxer rises in 
the ranks, you can then fill out the other 
stats, but your first few training exercises 
should focus on Heart and Stamina. Heart 
governs how much Health you regain 
between rounds, and Stamina governs how 
fast you recover Endurance during 

the fight. 
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STAMINA 


+2 

ma 

+1 — — — 

a A ai _ 

= +1 a == 
TRAINING SESSIONS 


Once you’ve picked your Strategic Training, 
you move to the Training Sessions. Here, 
you’re given the option of Auto Train. If you 
choose Auto Train, you’re only awarded the 
bonus for your gym. If you choose to go 
through the short training session, you can 
earn more than your gym bonus. 

During your 10 training sessions, the 
game takes you through all the various 
punch combinations and patterns. It’s 
basically a game of follow the leader. The 
computer trainer calls out a button 
combination on the left side of the screen 


Extreme Gear is the only training regimen 
that increases your boxer’s Heart statistic. So 
what good is your Heart? Between rounds, 
your boxer regains Health (the top meter) 
based on your Heart value. As you climb the 
ranks, the fights start to go into the later 
rounds and how much Health you regain 
between rounds begins to be 

a factor. 
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that you have to copy. How well you copy 
the patterns and how quickly you get them 
done governs the number of stat points 
your boxer receives. You can even earn a 
Speciality Punch for your boxer. When you 
earn a Speciality Punch, you get to select 
from one of the 33 moves listed below. 


Jab 

Jab 

Lead Hook 

Cross 

Rear Uppercut 
Overhand Cross 

Bolo Uppercut 

Straight Punch 

Cross 

Rear Hook 

Rear Uppercut 

Lead Hook 

Lunging Jab 

Lunging Overhand Jab 
Lunging Cross 

Lunging Overhand Cross 
Lunging Rear Uppercut 
Lunging Lead Hook 
Lunging Jab 

Lunging Straight Punch 
Lunging Cross 

Lunging Rear Hook 
Lunging Lead Uppercut 
Lunging Rear Uppercut 
Lunging Lead Hook 
Head Butt 

Low Blow 

Kidney Punch 

Clinched Hook 
Clinched Uppercut 
Clinched Head Butt 
Clinched Rabbit Punch 
Clinched Kidney Punch 
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NOTE: You may have noticed that some of 
the punches in the above list have an (H) 
or a (B) after them. (H) means it’s a blow 
to the head, and (B) means it’s a shot to 
the body. 

You also may be confused by the terms 
“lead” and “rear” in front of the punches. A 
lead punch is from the hand that you use 
to throw a jab. (For a righty, it’s your left 
hand. For a southpaw, it’s your right hand.) 
Conversely, a rear punch is one that you 
throw from your dominant hand. 

4, @ throws a Signature Punch. It’s a 
great way to pile on the damage. Watch out 
when you throw it, though. It takes a lot of 
time. You’re vulnerable to attack while 
you're attempting a 
move like 
this one. 


MOVING UP IN THE RANKING 

To Leapfrog or Not? 

You start out with a 21st-ranked boxer, and 
your goal is obviously to be the champion 
of your class. But what’s the best way to 
get there? When you’re ranked lower than 
6th place, you’re given a choice to either 
fight the boxer with the next highest 
ranking or to leapfrog that opponent in an 
attempt to pick up two ranking positions. 
Unless you’re in a real hurry, you shouldn't 
do this. You’re only allowed to train once 
between fights. If you leapfrog an 
opponent, you just cheated yourself out of 
a training session. You need to be 
statistically equal to Ali in every category if 
you want a chance in beating him. 
Therefore, you need every training chance 
you get to boost all those stats to 100. 


A Setbacks are going to happen. Don’t sweat it. 


Setbacks 

You just might lose a fight or two on the 
way to the top. Don’t sweat it! Knockout 
Kings 2000 doesn’t give any bonus or give 
you access to any special modes if you 
can beat the game without a loss. Your 
stats go down when you lose a fight, 
though—so try not to do it too often. 


The Title Bout 

Once you become the number one ranked 
contender, you get a shot at the champion 
of your weight class. This fight is more 
difficult than the first fight you fought, but 
then again all the fights have gotten a little 
harder as you’ve moved up in the ranks. 
The learning/difficulty curve on Knockout 
Kings 2000 has been tweaked so that there 
aren't any radical difficulty jumps on your 
road to the top. Each fight is incrementally 
harder. If you’ve trained well, your stats 
have gone up to compensate. 


Defending the Crown 

Once you reach the top, you need to 
defend the title and press on. You fight the 
rest of the boxers in your class now. Each 
Title Defense gets harder as the remaining 
boxers in your class are ranked in terms of 
their overall stats. If you lose the belt, 
you’ve got to get it back to advance higher. 
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Now that you’ve got the belt, what are 
you going to do with it? Well, to truly beat 
the game, you have to defend your title 
against the greatest boxers in history. By 
now your stats should be pretty impressive. 
Keep throwing punches under the 
assumption that some of them have got to 
hit. At this stage of the game, 100 Power 
and 100 Stamina are important. 

When you see the flash of red, you’ve 
cut your opponent. Keep throwing punches 
on that side of his face to "work the cut," 
it’s a good way to get a flash knockdown. 

Keep training! Ali is waiting for you at 
the end if you’re in a heavy weight career, 
and he’s got almost all 100’s for stats. You 
need to be almost his statistical equal to 
win that war. 


Ali 

e All the fights that have preceded this one 
have come to a head in this, the last 
bout. Ali is considered the greatest of all 
time, and you’ve got to beat him to win 
the game in a heavy weight career. If 
you’ve trained along the way, you have 
the stats to match him. The question is, 
do you have the skill? 

e If Ali has got you on reach, you’ll have to 
work inside. He’ll try and keep you at 
bay with his jab. Block and counter to 
get in there. 

e Pay attention to your keys to the bout. 
They’re very helpful. Ali’s got 100 on 
everything but Power, so you’re going to 
have to fight like it says. Use big punches 
to overcome the 100 Stamina and Chin, 
be aggressive because it takes a lot to 
get him down, and work the body to wear 
on the champ’s Endurance. 

e Mix up your punches. Swing a couple 
lefts then pop him with an uppercut from 
the right. It catches the champ off guard 
and snaps his head back. 

e You won't be able to absorb every single 
punch Ali throws. Block to avoid the 
worst of it, but remember to be 
aggressive. 

e The champ goes down. He’s got a Heart 
of 100 so he is going to get up and you'll 
have to knock him down again. 


AThe Championship Belt 


KNOCKOUT 


If you’re a boxing fan, Knockout Kings 2001 is the game for you. The gameplay is deeper than previous games in the 
series, and the action is intense. In this section, we’ll give you tips and hints that help you go from an unranked no- 


name to the Champion of the World. 


e Exhibition: Exhibition Mode is a normal 
fight. Pick your boxer, choose your 
opponent, and head into the ring. 

e Slugfest: Slugfest is just like the name 
implies, an all-out brawl. Pick your 
boxer, choose your opponent, and head 
into the ring. There are no rules in a 
Slugfest, so throw everything from your 
bag of dirty tricks: head butts, elbows, 
low blows, and kidney punches. Also, 
you can throw Power Punches in a 
Slugfest. When your power meter is full, 
press ™+X to throw a power-lunging 
upper cut to the head or @1)+™+X to 
throw a power-lunging cross to the 
body. These punches do more damage, 
but they also take longer to execute 
and can be countered quickly by your 
opponent. Wait for the right opening to 
throw one of these powerful blows. 

e Career: Career matches allow you to 
take your fighter all the way from the 
bottom to the top. The strategies for 
Career Mode are found later in this 
section. 

e Fantasy Match-Ups: Fantasy Match- 
Ups are just like Exhibition fights, 
except that you can pit fighters from 
yesteryear against the pros of today. 
Read the Fighting Basics section for 
strategies and tips. 


FIGHTING BASICS 


In previous incarnations of Knockout Kings, 
you could pretty much ignore defense and 
concentrate on offense. Not so in Knockout 
Kings 2001. You also could count on first- 
round knockouts in the old game. Although 
these occasionally happen in the new 
version, you’re going to have to go deeper 
into the fight. This section of the guide 
helps you with strategies and tips for 
winning. 


THE JAB 


Your best offensive weapon is the jab. It’s also 
your best defensive maneuver (throwing one 
when you see a slower-moving punch coming 
your way disrupts your opponent). So throw 
the jab and keep throwing it. A constant dose 
of jabs opens cuts. 


Head Combos 
Button 


Sequence Freestyle Boxer Slugger Crab 
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COMBOS 


In the training sessions of Career Mode, 
you learn how to throw all of the various 
combos. When you catch your opponent 
off guard, landing a series of blows goes a 
long way to knocking him out. 


HAYMAKERS 


Haymakers (Rd + any punch button near an 
opponent) are a great way to deal 
devastating blows to your opponent. But 
they take a long time to throw and can be 
easily blocked or countered. Uses 
haymakers when you have your opponent 
pinned against the rope or dazed. 


USE THE ROPES 


One of the best ways to keep your 
opponent on defense is to keep him pinned 
near the ropes or in a corner. If he starts 
fighting his way out of the corner or off the 
ropes, shove him back in ©2)+D-Pad to 
keep him there. Usually your opponent is 
open for a quick cross or hook after hitting 
the ropes, so use the shots that the game 
gives you. 


BLOCK/COUNTERPUNCH 


When your opponent is on offense, keep 
your guard up (E3 @ R3 ŒD) to minimize the 
damage. After blocking his blow, follow it 
up with a quick jab of your own. If you see 
your opponent about to deliver a slow- 
moving punch, use your jab again to 
interrupt him. His punch won't hurt if you 
land yours first. 


CAREER MODE 


Are you ready to rise from the bottom? Do 
you have what it takes to become the 
Champion of the World? Career Mode lets 
you prove your skills. 
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Body Combos 
Button 
Sequence Freestyle 
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Boxer Slugger Crab 
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The first step in career mode is 
creating your boxer. You get to pick your 
appearance, fighting style, initial abilities, 
gym, trainer, and cut man. Appearance is 
obviously up to your discretion, but the 
other choices directly affect how well your 
boxer makes it through the ranks. 


FIGHTING STYLE 


Your fighting-style choices are Boxer, 
Slugger, Crab, and Freestyle. The Boxer 
fights in the classic style of boxing. His 
hands are up at all times and he throws a 
variety of punches, all with good speed 
and power. The Slugger is a fighter who 
likes to throw big, powerful punches. The 
problem with being a slugger is that your 
punches take a little longer to throw— 
meaning a boxer can quickly counter your 
moves. In Freestyle, the arms are loose and 
at the sides but come up quickly to throw 
punches. If you choose to be a Freestyle 
fighter, keep moving around the ring to give 
your opponent a harder target to hit. The 
Crab boxer fights keep his arms up and 
crossed, blocking the body. And the Crab 
fighter has more powerful blows than the 
Boxer. The only drawback to this style is 
that it leaves the body open more than a 
traditional Boxer style. Select Boxer when 
you first start out in the game. It allows you 
the best of all worlds. As you get 
accustomed to the game, try the other 
styles. 


INITIAL ABILITY SCORES 

After picking your boxing style, the next 
important decision is setting your initial 
abilities. Start with an emphasis in Power. 
This way your punches pack a little 
something extra when you land them. See 
the table here to make a good initial boxer. 
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Initial Boxer Stats 


Stat Initial Score 
Power 

Speed 45 
Stamina 50 
Chin 50 
Heart 50 
Cuts 35 
SELECTING YOUR GYM 


Your next decision is the gym where you’re 
going to train. The gym you pick affects 
how your boxer’s scores are increased 
when he trains. Take a look at the table 
below for a list of the attributes each gym 
emphasizes. Each gym gives you a net 
increase of two points to your ability 
scores. Pick the gym that you like, just 
remember which scores go up 
automatically so you can spend the other 
ability points you earn on the other scores. 


TRAINER 


Next, select your trainer. Take a look at the 
gym you picked and pick a trainer who 
gives you free points in other categories. 
For instance, if you picked Chicago as your 
gym (which gives you +1 in speed and 
power), select a trainer like Teddy Atlas, Jr., 
who gives you +1 in Stamina and Cuts. 


Stamina Heart Speed Cut Power Chin 
1 1 


Nathan Zydel - 
Teddy Atlas, J. 1 


CUT MAN 


The cut man is as important as your trainer. 
During Career Mode fights, you have to 
worry about the ref stopping the fight if 
your opponent can open a big enough cut. 
After the blood starts flying, there’s always 
the chance that the fight will get stopped. 
Pick Roger Vargas, who can help heal a cut 
after one gets opened up. 


Cut Man Ability 

Curt Rocco Slows cut progression 

Roger Vargas Heals cuts 

Craig Srulnik Reduces chance of 
getting cut 

TRAINING 


Training is the only way you can increase 
the ability scores of your boxer. If you want 
to beat the champ, you’re going to need 
better scores than those | gave you for the 
initial boxer. Training sessions are broken 
down into two alternating sessions. 

The first session type is heavy bag 
work. During heavy bag sessions, your 
trainer calls out punch combinations that 
you have to repeat. These sessions teach 
you the button sequences for all the 
combinations. Later on, the trainer just 
calls out the combinations by name and 


PA 


Heart 
1 


Gym Stamina 
London 2 
Paris — 
Munich -1 
Los Angeles 1 
Chicago — 
Philadelphia z 
Washington, DC —= 
you have to execute the button 
combination on your own. 

The second type of training session is 
in the ring with a sparring partner. During 
these sessions, your partner throws 
punches that you have to counter or block. 
In later sessions, you'll face simulated fight 
situations. Follow your trainer’s 
suggestions to do well in these sessions. 

If you do well in a training session, you 
gain 10 points that you can use to increase 
your ability scores. If you do poorly, you 
only gain five points. You should do the 
training sessions whether you like them or 
not. Even if you just enter the training 
session and give up (press “Start” and 
throw in the towel), you still earn your gym 
and trainer bonus points. You also gain the 
five points to allocate to any ability score 
you want. You need to train every chance 
you get to earn the maximum ability 
scores. 

First and foremost, concentrate on 
increasing your Power and Heart figures. 
After you have really high scores in Power 
and Heart (90 or higher), concentrate on 
bringing up your scores in Stamina, Chin, 
and Cuts. 


YOUR RIVAL 


At the beginning of your career, your 
manager establishes a rival for you. As you 
rise to the top, you have to fight your rival. 
These fights don’t get you any extra 
ranking spots, but they pad your stats 
(victories) and allow you an extra training 
session. In the later stages of your career, 
these fights are over quickly as your rival 
doesn’t progress (in terms of skills) as well 
as you. 


LEAPFROGGING 


Up until you reach the rank of number four 
contender, you can chose to fight either 
the person directly ahead of you or the 
person two spots ahead of you. Although 
it might seem to be an advantage, resist 
the temptation for quick advancement. By 
leapfrogging spots along the way, you 
deprive your boxer of needed training 
sessions. 

As a side note, before your fight for the 
number 10 spot, you’re offered the chance 
to fight a tune-up fight. Take the 
opportunity because you gain another 
training session afterward. 


THE EARLY FIGHTS 


During the early fights, your ability scores 
are relatively low. But so are the scores of 
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your opponents, so it all balances out. 
However, during these early fights, expect 
the fight to go nearly the distance. You lack 
the power to knock down your opponents 
quickly, and you lack the stamina to keep 
up your punching power. Fight a patient 
battle that features a constant dose of jabs 
to the head when the opportunities arise. If 
you can catch your opponent on the ropes, 
throw a couple hooks and crosses to deliver 
damage. You should win most of these 
bouts on points if not by knock down. 


THE CONTENDERS 


As your boxer grows in ability scores and 
advances in the rankings, the fights become 
both easier and more difficult. You now have 
the ability to deal powerful blows and you 
have the stamina to keep it up. However, 
your opponents now have the ability to deal 
equally powerful blows. After you’re a top 10 
boxer, you need to stay on your toes. 
Remember that the best defense is a good 
offense and never let up. When you hit your 
opponent with your right hand, he should be 
thanking you that you didn’t hit him with yet 
another jab. Keep your opponent pinned 
against the ropes and if he tries to get out, 
push him back {£2)+D-Pad. If you don’t keep 
up the barrage, your opponent’s flurry will kill 
you. Block his initial jabs and counter with 
jabs of your own. 


THE CHAMP 

The fight against the champ is no harder 
than your previous fights if you’ve followed 
my advice so far. Back the champ into a 
corner and keep him there. 

After you win the championship belt, 
you have to defend your title against 
successively harder opponents. So keep 
training. 


When you create a boxer, enter the 
following names to box as someone 


special. 

Code Box As 
NOLAN Owen Nolan 
FRANCIS Steve Francis 
BABY Baby 
BULLDOG Bulldog 
CLOWN Clown 

EYE Cyclops 
GORE Gorilla 

100% Full Stats 


KOUDELKA 


Each weapon in Koudelka increases or 
decreases some of the statistics of the 
character using it. These are not set in 
stone: While two B swords both affect the 
same statistics, amounts differ slightly. 
On the following table, all adjustments 

are increases to statistics unless otherwise 
noted. Ranges are based on the following: 


@ 1-5 point increase/reduction—slight 

@ 6-10 point increase/reduction—minor 

@ 11-20 point increase/reduction—good 

@ 21-30 point increase/reduction—major 

@ 31-40 point increase/reduction—significant 

@ 41 or greater point increase/reduction— 
massive 


WEAPON WEAPON STR 


CATEGORY 


Automatic pistol pistol minor 


Axe axe good 


B axe axe significant 


B sword sword major 
Barballa 
Bare hands 
Board 
Bowgun 

C knife 
Cat’s eye 
Weapon 


glove 
bare hand 
club 
rifle 
knife 
bare hand 
Weapon 
Category 
bare hand 
club 
rifle 
pistol 


good 
none 
minor 
significant 
minor 
none 
STR 


minor 

good 
massive 

good 


Claws 
Club 
Crossbow 
DA pistol 


knife 

knife 
special 
special 
special 


minor 
good 
none 
minor 
minor 


Dagger 

Dirk 

Evil horn 
Galahad sword 
Girdle sword 


Glaive 
Hammer 
Knife 
Knuckles 
L sword 


spear 
club 
knife 

bare hand 
sword 


major 
good 
minor 
minor 
major 


Lance 
Lifedrinker 


spear 
special 


major 
significant 
club 


SPELL 
Heal 

Flare 
Geyser 
Tornado 
Megalith 
Revive 
Reflect 
Fortify STR 
Fortify VIT 
Fortify DEX 
Fortify AGL 
Fortify INT 
Fortify PIE 
Fortify MND 
Fortify LUC 


COST FOR LEVEL 1 
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VIT DEX AGL 


slight minor 
reduction 


slight 


slight 
reduction 
slight 
reduction 
slight 
reduction 
good 
none 
none 
slight 
slight 
minor 
AGL 


slight - 
reduction 

slight 
reduction 

good 


good 
none 
slight 
none 
none 
none 
VIT 


none 
none 
minor 
minor 
minor 
none 
DEX 


minor 
slight 
good 
minor 


none 
slight 
none 
slight 

reduction 
none 
none 
none 
none 
none 


good 
none 
minor 
slight 


minor 
minor 
none 
none 
none 


minor 
minor 
none 
minor 
minor 


minor 
minor 
slight 
minor 
good 


minor 
slight 
none 
none 
none 


none 
none 
slight 
good 
slight 
reduction 
none 
slight 
reduction 
none 


minor 

slight 
reduction 

slight 


slight 
significant 


none 
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INT 


none 
none 
none 
none 
none 
slight 
INT 


none 
none 
slight 
none 
none 


slight 


COST FOR LEVEL 2 
12 
16 
16 
16 
16 
36 
36 
16 
16 
16 
16 
16 
16 
16 
16 


PIE 


slight 
reduction 
none 


none 
none 
none 
none 
none 
minor 
PIE 


none 
none 
none 
slight 
reduction 
none 
none 
minor 
none 
none 


none 
none 
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COST FOR LEVEL 3 
24 
32 
32 
32 
32 
72 
72 
32 
32 
32 
32 
32 
32 
32 
32 


MND LUC 


none none 
none 
none 
none 
none 
none 
slight 
MND 


none 
none 
none 
none 
none 
none 
Luc 


none 
none 
hone 
none 


none 
none 
slight 
none 
none 


none 
none 
none 
none 
none 


none 
minor 
reduction 


slight none 


CONTINUED > 


KOUDELKA 


CONTINUED 2> 


WEAPON WEAPON STR 


CATEGORY 


glove 
spear 
club 


Mittens 
P spear 
Pickaxe 
Pipe club 
Rapier saber 
Rifle rifle 


minor 
major 
major 
good 
good 
minor 
Rifle RD rifle good 
Rod club 
S patah glove 
S sword saber 
SA pistol pistol 


none 
minor 
good 
slight 


Saber 
Sacnoth 
Scimitar 


saber 
special 
sword 


good 
massive 
major 


Shotgun 2 rifle good 


Shotgun 6 rifle major 
Shotgun RD rifle major 


Spear spear 
Tabar axe 


good 
major 


Tulwar saber 
W axe axe 


good 
major 


W patah 
W sword 


glove 
sword 


ARMOR AND 


ACCESSORIES 


All armor and accessories increase or 
decrease some statistics. These are not set 
in stone: While two suits of rags will both 
increase or decrease the same statistics, 
the amounts will differ slightly. 

On the following table, all adjustments 
are increases to statistics unless otherwise 
noted. Ranges are based on the following: 


@ 1-5 point increase/reduction—slight 
@ 6-10 point increase/reduction—minor 
@ 11-20 point increase/reduction—good 


HEALTH AND MAGIC 


RESTORATIVES 


VIT DEX 


minor 
slight 
slight 
slight 
none 
slight 
reduction 
minor 
reduction 
none 
minor 
none 
slight 
reduction 
none 
none 
none 


none 
slight 
minor 
minor 
slight 
minor 


none 
none 
minor 
minor 


slight 
major 
minor 
slight minor 
reduction 
minor 
reduction 
slight 
reduction 
slight 
minor 


slight 
slight 
reduction 
slight 
slight 
reduction 
none 
minor 


Item 
L mail 
C mail 
P mail 
Rags 
Frock 
Robe 
Ring 
J ring 


armor 
armor 
armor 
armor 
armor 
armor 
accessory 
accessory 
Badge accessory 
Rosario accessory 
Flare brooch special 
Star brooch special 
Brooch accessory 
Jewel accessory 
Pendant special 


ITEM RESTORES 

Bread 150 hit points 

Cheese 250 hit points 

Dried food 350 hit points 

Potion 500 hit points 

High potion 1,500 hit points 

Listel 40 magic points 

High Listel 100 magic points 

Roman nuts 

Elixir all lost hit points and magic points 
Whiskey 50 hit points, restores consciousness 


Item Category 


AGL 


minor 
none 
none 
none 
slight 
slight 


minor 


none 
minor 
slight 
minor 


none 
minor 
slight 

reduction 
slight 


minor 
minor 


none 
slight 
reduction 
none 
minor 
reduction 
good 
slight 
reduction 


all lost hit points and magic points, restores consciousness 


a 
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PIE 


none 
none 
none 
none 
none 
slight 
reduction 
minor 
reduction 
minor 
none 
none 
slight 
reduction 
none 
none 
none 


slight 
reduction 
minor 
reduction 
minor 
reduction 
none 
none 


INT 
none 
none 
none 
none 
none 
none 
slight 
minor 
good 
minor 
minor 
minor 
minor 
minor 
minor 


PIE 
none 
none 
none 
minor 
minor 
good 
minor 
good 
minor 
minor 
minor 
minor 
slight 
minor 
minor 


MND 
none 
none 
none 
none 
none 
none 
slight 
minor 
slight 
good 
minor 
minor 
minor 
good 
good 


St. Daniel's Grave 


Dungeon 


Patrick's Quarters 
CA 


& ial 
Lye Quarters 


w 


Storage Room 


Nemeton Monastery, 2nd Floor 
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Storage Room 


Nemeton Monastery, Underground 


Outer Wall 


Caretaker's Quarters 


Nemeton Monastery, 3rd Floor 


PRIMA’S UNAUTHORIZED STRATEGY GUIDE 


LEGACY OF KAIN 
SOUL REAVER 


If you like action-adventure games with character density and the twists and turns of real plots, you can’t do better than Legacy of Kain: 
Soul Reaver Raziel is an authentic and tragic figure, with much to learn about himself and his world. And you get to learn with him. 


RAZIEL’S TWO WORLDS 


SPECTRAL PLANE 

When Raziel is in the Spectral Plane, 
everything is tinted blue-green. His Health 
bar displays as a crooked spiral. Raziel can 
fight, jump, and glide in the Spectral Plane, 
but he can’t move physical objects, such 
as spears or blocks. Once he acquires the 
Swim ability, he can’t put it to use in 
Spectral form. 


MATERIAL PLANE 


When Raziel is in the Material Plane, colors 
are truer and more vibrant. His Health bar 
displays as a smooth spiral. To manifest on 
the Material Plane, he must reave souls as 
he travels. Raziel can gather and use 
weapons, move and flip blocks, and, later, 
swim in this form. Until he gets the Swim 
ability, though, water will dissolve his 
Material form. He can pass through doors 
and gates unhindered only on the Spectral 
Plane (after he receives the Pass-through 
ability). In some levels you'll need the 
Material Plane’s ability to manipulate 
physical objects. In others, you must shift 
to the Spectral Plane to pass through 
doors and gates. 


AThe D-pad moves Raziel in all directions, 
whether he walks, glides, or swims. 


RAZIEL’S MOVEMENTS 


e Pressing @ allows Raziel to reave souls 
on both Spectral and Material planes. 
Hold it down until the souls are fully 
absorbed. This is especially important 
while Raziel is on the Material Plane. 

e Pressing X will make Raziel jump to clear 
objects, grab overhead ledges, and 
swim, once he gets that ability. 

e Hold Œ3 and press X to have Raziel 
perform a crouch-jump, much higher than 
his normal jump. 

e Press X, and then press and hold X to 
have Raziel glide. You can control the 
direction of his glide with the D-pad. 

e Press and hold RJ to autoface 
opponents. With autoface on, Raziel will 
automatically face his foes so that he'll 
strike in the right direction. 

e As Raziel autofaces opponents, press @ 
to attack. This command also allows 
Raziel to pick up and use weapons, open 
doors, and grab blocks. Anything 
physical is generally done using @. 

e When your opponent is dazed, press and 
hold 4 to pick them up, and the D-pad to 
carry them. Release the button to throw. 

e Press ™ to shove objects, such as stone 
blocks, press and hold the button the to 
grab them, D-pad to move them about. 


os 


AWhile autofacing, use the D-pad arrows to 


maneuver around the enemy. 
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¢ Flipping and lifting blocks are important 


skills. 
m. TO 
ledge 


To flip a block, hold ŒD and press 
lift a block, simply place it near a 
or other block and use the same 


commands. 
e To throw a boulder, torch, or spear, press 


and h 
e Press 


old A. 
ing Œ cancels the foregoing 


movement, should you change your 


mind. 
e Press 


ti) to make Raziel crouch. 


e To change camera angles, press or 
R3. Tapping either button will give a quick 
view behind Raziel. 


e Fora 


closer look at an object or place, or 


to aim a weapon, pull in and hold and 


RJ. A 


dd the D-pad for further control. 


e Hands full? Press and @ to put an 
object on the ground. 


e When 


fighting, press 4 to impale your 


enemy. When he is stunned, reave the 
soul on the Material Plane to incinerate 
the body. 


e To set 


a Vampire on fire, press and hold 


RI and 4 while holding a torch. You also 


can relight a torch from any fire. 


e To pic 


k up an object, stand over or near it 


and press E. 


e Hold 
onan 


A Raziel 


RI) and use the D-pad to sneak up 
opponent. 


can jump by pressing X. 
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4Melchahim Vampires can tunnel through the 
earth and surface anywhere. 


SPECTRAL PLANE 


e Sluagh are the scavengers of the Spectral 
Plane. Defeating them is easy, but be 
quick because they will turn and run. 

e Vampire Wraiths are the big boys of the 
Spectral Plane-the souls of dead 
Vampires. You can punch them out, but it 
will be a tough fight. 


MATERIAL PLANE 


e Dumahim Vampires can be very tough 
and tend to wander. You’ll encounter 
them all over. Impale them, expose them 
to sunlight, throw them in water, set them 
on fire, or use the Soul Reaver or any 
other weapon to kill them. 

e Melchahim Vampires are patchwork 
monsters. They’re easier to kill than any 
other, but they’re still dangerous. They 
have an annoying way of tunneling 
through the earth and showing up 
anywhere. 

e The Vampire Worshippers you find in the 
Cathedral will try to kill you. 

e Zephonim Vampires look like spiders and 
seem to come out of nowhere. They 
move quickly and climb well, but you can 
beat them down. 


A Armed humans are potential enemies. 


e Turelim Vampires, servants of Kain, are 
deadly in close quarters. 

e Rahabim Vampires are an aquatic 
species. After you acquire your 
Swimming ability, you’re on a more equal 
footing, but they’re still your deadliest 
Material enemies. 


e Melchiah, the malformed and beastly 
Vampire brother, is slow and ponderous. 
Kill him in his lair to gain the Pass- 
through ability. 

e Zephon has lost nearly all his humanity. 
Gain the Wall-climbing ability from him. 

e Rahab retreated from deadly sunlight but 
conquered the Vampire vulnerability to 
water. Kill him with his old and feared 
weakness to light and gain the Swimming 
ability. 

e Dumah nearly succumbs to true death on 
the Material Plane—until Raziel partially 
rescues him. Gain the Constrict ability 
from him. 

e Kain-evil incarnate! 


e Raziel can punch using the @ button. 
Press twice for a slashing attack. Press 
three times for a more vigorous slash. 


YTwo of the evil bosses: Zephon 
and Kain. 
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4Reignite torches by sticking them into fires. 
Fire can also be used to dispose of your enemies. 


e Torches are scattered throughout the 
game. Press E to grab them from walls. 
Then batter your opponents with them. 
Press 4 to ignite them when they’re 
stunned. 

e When your torch goes out, stick it into a 
nearby fire to reignite it. 

e Spears of all shapes and sizes are by far 
your most trusted weapons in pitched 
battle. 

e In a pinch, you can throw boulders or use 


ATo pass through gates, hold 8 while 
standing next to it. 


them as battering weapons. 
e Although not a first choice, vases are 
serviceable in tense situations. 


SPECIAL ABILITIES 


Raziel must acquire these abilities through 
victory against his brothers, the Tomb 
Guardian, and Kain. 

The Pass-through barriers ability, used 
on the Spectral Plane, allows Raziel to 
ooze through gates as if they weren't there. 
Hold ®t while up against a gate to activate 
this ability. 

The Wall-crawling ability enables Raziel 
to clamber up certain Material Plane 
surfaces like a spider. Leap onto the 
surface and press ® to climb. 


After he encounters the Tomb Guardian 
in the Tomb of Sarafan, Raziel gains the 
Force Projectile ability, which allows him to 
throw telekinetic force on the Material 
Plane. It also powers up the Soul Reaver 
so it can throw force, as well. Press A to 
fire force bolts on both Material and 
Spectral Planes. 


AThis is the Soul Reaver. It prevents 
Raziel from losing health for as long as 
he holds it. 


Raziel lays claim to the Soul Reaver, 
once the powerful sword of Kain. The 
weapon exists on both Material and 
Spectral Planes. On the Spectral Plane the 
Soul Reaver is green. 

On the Material Plane, the Soul Reaver 
is blue and keeps Raziel from losing health 
for as long as he holds it. A hit from an 
enemy sends the Soul Reaver back to the 


A Once Raziel can swim, he 
can reach places that were 
previously inaccessible. 


Spectral Plane. When Raziel’s health 
returns to full, the Soul Reaver reappears. 

After the Soul Reaver is tempered in 
the Forge, it changes to a fiery color. It’s 
projectile can incinerate Vampires with one 
or two shots, and can stun with a single 
swipe. Jumping into water or getting hit will 
deactivate the Fire Reaver. Any material 
plane fire will re-imbue the weapon. 

Once Raziel gains the Swim ability, he 
need no longer fear the water, and can 


VThe Fire Glyph is probably the most 
powerful Glyph. 
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reach places that were inaccessible before. 
Use X to swim, (4) + X to jet through the 
water, and jump out and back onto land. 

The Constrict ability allows Raziel to 
manipulate knobs and other devices. It also 
can be a devastating “weapon.” It can 
manipulate objects only on the Material 
Plane. Use the D-pad to run a tight circle 
around an object or opponent. A blue force 
line appears behind you when you’re close 
enough to affect your target. Knobs will 
turn and enemies will be stunned. 


GLYPH ABILITIES 


After you acquire a Glyph ability, press 
to bring up the Glyph menu, use the D-pad 
to select a Glyph, and then press ™. Watch 
out, though: Glyph abilities don’t work 
underwater unless Raziel is weighted down 
by an object. You need Eldritch Energy to 
power the Glyphs. 

Use these powers sparingly, when you 
need them most. The Sunlight Glyph allows 
Raziel to create a blinding flash of light that 
will kill any Vampire in the area. It has a 
large area of effect. After he acquires the 
Water Glyph, Raziel can significantly 
damage water-vulerable Vampire. 

When Raziel uses the Fire Glyph, he 
throws out waves of fire that kills both 
Vampires and humans-excellent onscreen 
effects. This is probably the most powerful 
Glyph. 

The Stone Glyph allows Raziel to 
project lightning bolts from his hands to 
create an earthquake that temporarily 
petrifies enemies. Raziel can then shatter 
them with the Soul Reaver. 
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Using the Force Glyph, Raziel sends 
waves of telekinetic force that flings 
enemies away, potentially damaging or 
killing them by sending them into walls, 
water sunlight, etc. 

The Sound Glyph power is extremely 


SOUL REAVER 


effective against Vampires. Waves of sound 4 Lake of the Dead Warp 4 Underworld Warp Gate A Raziel Clan Lands Warp 
slam into and damaging them and Gate Symbol Symbol Gate Symbol 

És temporarily stunning them. Humans are 
unaffected. 


OTHER VAMPIRE 


WEAKNESSES 


e Remember, you can impale any Vampire 
on objects that project from walls. 
e Immersion in water burns Vampires. 


4 Drowned Abbey Warp Gate Symbol 
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4 Sunlight Glyph Warp Gate Symbol 


Alt’s true—sunlight kills Vampires! 


POWER-UPS 


Tomb of Sarafan Warp Gate Symbol 4 City Warp Gate symbol 
e You can reave souls on both Material and 


Spectral planes. Doing so replaces lost 
health and allows Raziel to keep his 
Material form longer. 

e You'll find Eldritch Energy throughout 
Nosgoth after Raziel claims his first 
Glyph. This powers the Glyph spells, so 
keep an eye out for it. 

e Eldritch Energy Power-Ups help Raziel’s 
hold on Eldritch Energy. There are only 
five in the game. Each one raises his 
glyph-energy capacity. They’re hard to 
find, so look for them carefully. 

e Fifteen Health Power-Ups are scattered 4 Melchahim Clan Warp Gate Symbol A Ruined Gate Symbol 
throughout Nosgoth. Every five you 
collect lengthens Raziel’s Material Plane 
health coil. 


YSecond Cathedral Warp Gate Symbol, near VFirst Cathedral WarpGate Symbol VOracle’s Cave Warp Gate Symbol 
Zephon’s Lair 
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THE LEGEND OF 


The Legend of Dragoon: Prima’s Official 
Strategy Guide includes complete 
walkthroughs for all four chapters, detailed 
character attributes, comprehensive enemy 
stats, reveals all sub-quests, gives the 
locations of all Stardust and has a complete 
listing of all Weapons, Items, and Accessories. 


STARDUST 


There are 50 Stardust “gems” hidden 
throughout the world of Legend of 
Dragoon. A lady named Martel is also 
looking for them, and throughout the game, 
she asks you to give her what you have 
collected up to that point. You'll first meet 
Martel in Bale, then Fletz, Deningrad, and, 
finally, at her home in Rouge. Martel’s 
daughter, Lil, is in poor health, and the 
Stardust is required to make her well again. 
For each ten Stardust gems that you give 


her, you’ll get something special in return. 
In fact, the items are so special that you 
can't find them anywhere else in the game! 
Here’s what you get: 10 Stardust = 
Physical Ring, 20 Stardust = Amulet, 30 
Stardust = Wargod’s Sash, 40 Stardust = 
Rainbow Earrings, and 50 Stardust = 
Vanishing Stone. The Vanishing Stone (and 
thus, getting all 50 Stardust) is the key, 
however, because it enables you to go to 
Flandel and fight Faust. Flandel is located 
in the Snowfield, north of the snow slides. 
Defeating Faust (it’s a tough, but do-able, 
battle) gives you the reward of the Phantom 
Shield! If you miss any of the Stardust 
gems along the way, you can backtrack to 
any part of the game once you meet 
Coolon, near the end of the adventure. 
Use the list here as a checklist, 
marking off each one you find as you go 
along. Lastly, you can find the Stardust in 
Denningrad only after the “big incident” 
occurs— you'll know when that happens. 


Prepare to embark on an adventure 
in a land where fantasy meets 
reality...a magical land created by 
the divine arbiter, Soa. Help Dart 
and his friends on their journey 
with these helpful tips. 


So, the first time you’re there, don’t expect 
to find any! And, some of the Stardust 
detection is severely precise, so Dart 
needs to be standing in just the right spot 
in order to detect it. We’ve included a 
screenshot of one of the hard-to-find 
gems to get you started. Good luck! 


AThere is Stardust in Black Castle located 
in Kazas. 


CITY 

Seles 

Capital City of Bale 
Capital City of Bale 
Capital City of Bale 
Capital City of Bale 
Capital City of Bale 
Capital City of Bale 
Hoax 

Hoax 

Marshland 

Lohan 

Lohan 

Lohan 

Lohan 

Black Castle in Kazas 
Black Castle in Kazas 
Black Castle in Kazas 
Black Castle in Kazas 
Black Castle in Kazas 
Black Castle in Kazas 
Twin Castle in Fletz 
Twin Castle in Fletz 
Twin Castle in Fletz 
Twin Castle in Fletz 
Twin Castle in Fletz 


LOCATION 

3rd Headstone on left, by tree 
Room in basement (use boat) 
Weapon shop, spears 

Well in front of Lavitz’s home 
Lavitz’s kitchen 

Castle, 3rd floor, top-left room 
ist floor, fireplace 
Conference room, bottom-left 
Upper-left house, fireplace 
Stronghold’s fireplace 

Pot near exit 

Cargo near arena entrance 
Dabas’ shop, armor 

Book shop, hidden cabinet 
1st room on left, barrels 

1st room on right, up ladder 
Weapon shop, by shop keeper 
Slums, item shop, 3 barrels 
Slums, top room, bookshelf 
Slums, item shop, barrels 
Weapon shop, crossbow 

Gem shop, colored gems 
Item shop, upper-middle 


CITY 

Twin Castle in Fletz 

Twin Castle in Fletz 
Donau 

Donau 

Home of Gigantos 

Queen Fury 

Queen Fury 

Lidiera 

room 

Fueno 

Fueno 

Furni 

Furni 

Forest of Winglis 

Forest of Winglis 

Neet 

Capital City of Deningrad 
Capital City of Deningrad 
Capital City of Deningrad 
Capital City of Deningrad 
Capital City of Deningrad 
Capital City of Vellweb 
Ulara 


Box in front of bar Ulara 
On roof of small house south of church Ulara 
Rouge 


LOCATION 


Castle, room at base of right tower 


Castle, front hall, statue on right 
Water at entrance 
Mayor’s kitchen 


Candlestick near stair to treasure room 


Lamp next to Kongol 


Room on right, same floor as deck, chest 
Talkative woman’s home, bottom-right 


Inn, under stairs 

Healing house, painting 

House on right, in barrel 

Teo’s room, behind locked gate 
Guaraha’s room, back-right 
Resting room, pillar 

Lamp post at entrance 

Inn, 2nd floor 

Item/weapon shop 
Item/weapon shop 

Shana’s place (before event) 
Entrance to Chamber of the Seal 


Dragoon Tower, top-center chamber, altar 


Weapon shop 

Rose flowerbed 

Carnivorous plant, flowerbed 
Past Martel, room w/box w/100g 
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LEGO REACERS 
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Ever built a LEGO car and wished fervently that you could get in it and drive it around? Well now you can. It’s time to 
put those childhood critical thinking skills to the test. Of course, we'll help you with the basics. 


TURBO START 


At the start of a race, the timer counts 
down; three, two, one, GO! Press the 
accelerator as the word “GO” comes up on 
screen. If you time it right, you’ll have a 
Turbo Start, and start the race at full speed. 


POWER SLIDE 


To get around corners faster, use the power 
slide. To do this, hold down the accelerator 
button and the power slide button at the 
same time. Turing left of right with both 
these buttons held down will make you 
power slide, release the power slide button 
to continue normally. 


SUPER SLIDE 


Although trickier to master than the power 
slide, the super slide is invaluable if you 
want to win every race—especially the later 
tracks! Super sliding works on the same 
principal as power sliding, except to super 
slide hold down the brake button as well as 
the accelerator and power slide buttons. 
Turning left or right with these three 
buttons held down initiates a super slide, 
which is very useful for making tight turns. 
Releasing the brake or power slide button 
sends the racer zooming off in the direction 


a 


VTime it right for a Turbo Start. 


you’re facing. Practice on the test track to 
master this skill. 


SHORTCUTS 


AThere are shortcuts on every track—find them 
and use them! 


There are shortcuts on every track, although 
you may have to use a power-up to access 
the shortcut—try shooting at obstacles that 
look like they’re blocking a route. 


MAP/SPEEDOMETER DISPLAY 


By pressing the Map/Speedometer display 
button—the default button is £2) while 
racing— you can change the display in the 
bottom right corner of the screen. This 
display toggles between nothing, a 
speedometer, a map of the whole track 
and a map of the section of track you are 
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currently on. Both of the map displays 
show your position and the position of the 
other racers. The display that shows just 
the section of track you are currently on is 
very useful when trying to drop Hazard 
(Yellow) power-ups and you want to know 
how close your opponent is behind you. 


RACER DESIGN 


AThe design of your car will affect the 
handling. 


A Racer is made up of three parts—the 
driver, the license and the car itself. When 
designing your car, take a moment to think 
about such things as weight and balance. If 
your car is just made up of lots of heavy 
bricks, it’s not going to go very fast, and it 
will handle like, well, like a pile of bricks. 
Take the time to test out your creations on 
the handy test track. You start with four car 
sets, but remember, the more circuits races 
you unlock, the more car sets you'll get for 
a better variation of pieces. 


POWER-UPS 


AThe power-ups come in five different colored 
bricks. 


The power-ups in Lego Racers range from 
a simple cannonball to a levitating 
magnetic trap. They come in the shape of a 
Lego brick floating just above the track. 
There are five colors—white, red, yellow, 
blue and green. Simply drive through them 
to collect the power-up. 


WHITE BRICKS 


These are the building blocks (no pun 
intended) of power-ups. On their own, they 
have no effect, but when combined with 
red, yellow, green or blue bricks they can 
be devastating! The maximum number of 
white bricks you can hold at any one time is 
three, plus one colored brick. This will give 
you a level four power-up. Power-ups can 
be collected in any order. Collecting a red 
brick, then two white bricks would give you 
a Lightning Wand. Picking up two white 
bricks, then a yellow brick, then another 
white brick gives you a Mummy’s Curse. 


RED BRICKS 


4 About to unleash the guided rockets—the 
most powerful projectile power-up. 


YThe Lightning Wand in action. 


The Red Bricks award you with “Projectile” 
power-ups, upgraded to more powerful 
weapons by collecting white bricks. The 
Cannonball and Guided Rockets are 
straightforward projectile attacks, where as 
the Grappling Hook and the Lightning 
Wand attach to other racers and pull you 
forward at your opponent’s expense. 


Red Brick on its own: Cannonball 
Red Brick + 1 White Brick: Grappling Hook 
Red Brick + 2 White Bricks: Lightning Wand 
Red Brick + 3 White Bricks: Guided Rockets 
YELLOW BRICKS 


The Yellow Bricks are “Hazard” type power- 
ups. These are released from the back of 
your racer, with the intention of snaring 
racers behind you. The oil slick, the barrel 
of gun powder and the Mummy’s Curse—a 
giant exploding head—drop on the floor 
behind you, but the magnetic trap hovers 
in the air for about 30 seconds, catching 
any racer who attempts to drive under it. 


Yellow Brick on its own: Oil Slick 
Yellow Brick + 1 White Brick: Barrel of 
Gun Powder 

Yellow Brick + 2 White Bricks: | Magnetic Trap 
Yellow Brick + 3 White Bricks: The Mummy’s 
Curse 


BLUE BRICKS 


Blue Bricks are the “Shield” power-ups, and 
in all cases surround your racer with 
colored rings that protect you from different 
types of attacks — depending what level 
power-up you have. When you have a shield 
activated, hitting other carts or obstacles 
will weaken the shield. The Eight and Ten 
Second shields protect you from Cannon 
Balls and Rockets, they also spin other 
racers if you come into contact with them. 


Blue Brick on its own: Five Second Shield 
Blue Brick + 1 White Brick: Six Second Shield 
Blue Brick + 2 White Bricks:Eight Second Shield 
Blue Brick + 3 White Bricks: Ten Second Shield 


4Five-second Shield in action, with an Oil 
Slick ready to be deployed. 


GREEN BRICKS 


The Green Bricks are the “Turbo” power- 
ups and when collected give you an extra 
spurt of speed—this is short lived however, 
and hitting walls or karts reduces the 
length of time the turbo is activated. 


Green Brick on its own: Turbo (Red Flame) 


Green Brick + 1 White Brick: Extra Turbo 
(Green Flame) 

Green Brick + 2 White Bricks: Flying Turbo 
(Double Blue Flame) 

Green Brick + 3 White Bricks: Warp Turbo 


(Warp Tunnel) 


4The Flying Turbo—fast, but tricky to control 
around corners. 


PSX GAMER’S GUIDE VOL.1 


de LOTR Ce 


SYud0Ve 0971 


vital hints and tips to bear in mind. 


GENERAL HINTS 


LEMMINGS 3D 


e As you might expect, the added 
dimension results in tricky puzzles and 
mazes, but the save-the-lemmings 
premise is still the same. A number of 
green-haired lemmings are dumped into 


ALearning to use the Don’t bother with the 
cameras should be “lemming-cam.” 


your first priority. 


a landscape and proceed, zombie-like, in 
a single direction until they encounter an 
obstacle or meet their demise. It’s up to 
you to steer them to a safe destination by 
converting the average Walker lemmings 
to Turners, Blockers, Builders, and 
Diggers. A total of one hundred stages 
are broken down into four difficulty 
levels (Fun, Tricky, Taxing, and Mayhem), 
and each stage has a quota of lemmings 
who must survive. 

e While the large number of puzzles means 
there’s lots to do, Lemmings 3D lacks the 
addiction factor that keeps players in 
front of the screen. One reason is the 
incredible learning curve you face before 
you can control the cameras that monitor 
the action. Four cameras are strategically 
placed in each level and serve as your 
windows on the action. One or more 
must be moved to follow the action 
closely enough to keep the lemmings 


AThe initial positions of the four cameras 
normally give subtle clues as to how to 
complete the level. 


under control. 

Repositioning the 

cameras quickly 

and accurately 

enough to be of 

use takes a lot of re eet 
Try to keep your 


practice. lemmings as spaced 
Despite the freedom out as possible. 


to move a camera 

up, down, left, right, and in a 360 degree 
circle, you can't tilt it for an angled view 
downward or directly overhead. The 
Virtual Lemming option—a “lemming- 
cam”—lets you view things from the 
perspective of any lemming on the 
course. This POV is often more 
ornamental than practical. 


THE BLIND LEADNG THE BLIND 

e Before trying a 
proper game, enter 
Practice mode to 
get a firm grasp of 
how the cameras 
work. Otherwise, 
you won't be able 
to see what lies 
ahead on the 
course, and you 
won't be able to see the lemmings to give 
them commands. Carefully following the 
lemmings’ progress is essential for 
success. 

e The four action buttons in the default 
configuration move the camera right, left, 
forward, and back. When the directional 
pad is used in conjunction with [2), the 
camera turns on its vertical axis and 
raises or lowers. 

e Pause the game as a stage begins and 
use Camera 1 to explore the puzzle and 
follow the path the lemmings will take. 

e With the game still paused, position a 
close-up camera at the first location 
where you must command the lemmings. 
When you’re comfortable with the view, 
unpause the game. 

e Until you master the camera controls, 
refrain from changing the view too much 
while the lemmings are on the move. One 
camera mistake could lead to a missed 
command. 

e Four cameras overlook the lemmings’ 
progress through a level. Cycle through 


A Forests are a pain— 
they make it very hard 
to see the action. 
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It was only a matter of time before the classic puzzler got a 3D overhaul, and now you can watch the little guys 
strolling around from any angle. The additional dimension doesn’t make things any easier, though, so here are some 


all four at the beginning of each stage for 
some hints on which is the correct route 
to take. 
After a command is issued, lemmings 
execute it at the end of the block they’re 
on. Plan accordingly to avoid placing 
Turners and other skilled lemmings one 
spot closer or farther than intended. 
Be especially careful with springs, 
teleports, and rope slides. They can be 
used by only one lemming at a time— 
successive lemmings simply continue 
walking ahead as if the item wasn’t there. 
e When you reattempt a level, you get an 
instant replay showing everything you did 
on your last try. Assume control as the 
replay reaches the point just before your 
fatal error, saving you lots of time and 
effort. 


PASSWORDS 


If a particular level is baffling you, try a 
password for one of the later stages. 


Level 14: yakimona 
Level 15: fumitory 
Level 16: cingulum 
Level 17: beslaver 
Level 18: anableps 
Level 19: quincunx 
Level 20: tarlatan 
Level 21: kamacite 
Level 22: gummosis 
Level 23: prodnose 
Level 24: ngultrum 
Level 25: cottabus 


Level 2: blimbing 
Level 3: fanagalo 
Level 4: dricksie 
Level 5: kurtosis 
Level 6: gregatim 
Level 7: wallaroo 
Level 8: aventail 
Level 9: gazogene 
Level 10: jingbang 
Level 11: diallage 
Level 12: bunodont 
Level 13: nainsook 


4 YThe more 
geometric levels 
are often easier to 
follow. You can 
move the cameras 


LITTLE BIG ADVENTURE 


(RELENTLESS: TWINSEN’S ADVENTURE) 


Can you defeat Dr. Funfrock? This walkthrough will get you started. 


CITADEL ISLAND 


Kill three nurses to escape prison and collect the key 
to the cell. Tiptoeing past another nurse, go to the 
changing rooms and disguise yourself as a nurse. 
Your ID and a Holomap are the lockers. 

Kill the two nurses, then discreetly enter the 
control room via the courtyard, kill the guys and take 
their stuff. Discreetly walk around the sentry post, to 
the dump. Climb on here and jump on the truck, 
which then takes you out of the prison. 

After helping the Rabbibunny with his chest, visit 
the town center, creeping past all guards. Your house 
is to the southwest. Your wife, Zoe, is kidnapped by 
Dr. Funfrock, and you wind up back in a cell, and 
have to escape again. 

A grate to the south leads to the sewers, where 
there are plenty of goodies. Return to the surface 
and explore the town before visiting the tavern in the 
northeast. Give the Groboclone upstairs a drink, he 
tells you where to find Zoe. 

Return to your house, and jump onto the roof and 
down the chimney. Your tunic and magic ball are in the 
studio. Jump off your roof by the cliffs, run to the port 
via the path and bridge (both north), kill the pharmacist, 
and exit, quickly collecting the syrup on the way. 

The port is way down southwest, under a 
bridge. Use your magic ball to get in. To help the 
elephant, push crate one up a little, crate two behind 
that, then the other onto cross one. 

Push crate two against the wall, and up to the 
other cross. Try and get the last block level with the 
corridor, before shoving it all the way to the right 
cross. Push the first crate up the first corridor, to the 
wall, and onto the final cross. Collect the ticket and 
hop on the boat. 


PRINCIPAL ISLAND 


Kill everyone here and visit the library (NE), you 
should talk to the inhabitants for clues. Head west 
then southeast to Old Burg. Through the door at the 
bottom of the road is a Rabbibunny called Julia. Kill a 
clone and she tells you to visit Beatrice down the 
street, who in turn tells you to visit the astrologer and 
her islet. Now talk to the Rabbibunny further up, he 
guides you to his cousin, a friend of the locksmith. 
Reach him by touching the washbasin. 

The key from the locksmith opens the gate, so 
you can reach the store, where Meca-penguins and 
gas can be bought. The female Rabbibunny helps 
you past the Supergro to the right. Run northwest to 
the roof. Stamp on the grating to drop in on the 
astrologer, who tells you about his friend in Port 
Belooga and gives you a coin. 

Leave via the hole on the right, sneak to the 
tavern wall, and jump over. Go down by Beatrice’s 
until you see a motorcycle, which eventually takes 


you to the water tower. Stamp on the grating to fall 
and add syrup to the water. Back on Peg Leg Street, 
make your way back to the library. The now-happy 
Rabbibunny leads you to the Book of the Heir. 
Finished reading? Exit and run left, past sandbags, 
the statue, robots, and toilets, until you find the green 
buggy back to Belooga, where a bunny gives you a 
lift to the White Desert, for a small fee. 


WHITE LEAF ISLAND 


Move the statue onto the pedestal to open the 
temple. Kill the skeleton and make your way carefully 
over the spikes. Go down and up the two stairways, 
avoiding the fireballs, before going down more stairs, 
where you find two levers. Pull the second one to 
move the platform. 

Head down the stairs and up the next, again 
avoiding fire. Pulling another lever opens the gates, 
so go upstairs—avoid the falling log. Another lever 
opens another gate. Go downstairs, avoid blades and 
fire, and run for it! 

Push the statue through the gate, past all the 
dangers, onto the platform, and press the lever 
downstairs to move it. Back upstairs, use the far lever 
to bring the statue right around. Push it onto the next 
platform. Press the lever near two skeletons 
downstairs. At last you can move the statue onto the 
pedestal, opening the other gate. 

Get past the holes and the log, run along the 
top walkway and right down to the bottom tiles. Use 
another lever to lower a platform, and walk right, 
through more hazards. Down a hole is a skeleton 
whose death rewards you handsomely. Hit the lever 
while on the platform, kill the skeleton, and get the 
key. Kill the eyes through the gate, drop down, and 
use the platform back to the start of the area. 

Enter the doorway on the far right of the upper 
walkway, and be ready for lurking monsters. 

There are more of the same levers, statues, 
pedestals, boulders, and platforms, leading to the 
Book of Bu in the southwest of the third area. Now 
you can talk to the animals, decipher runes, and kill 
easily. Just walk around the bowing skeleton and to 
the right. You emerge in the desert, where a kind 
dude guides you home. 


CITADEL ISLAND 2 


Back in your house, find a key in the plant pot in the 
cellar. A barrel leads to the library, where a Grobo 
reads to you about LeBorgne’s treasure. Do 
everything within your power to get 200 Kashes. 

Kill the guard at the docks and take a ticket off 
the elephant. Head left from the library to the military 


outpost, and take the buggy to Belooga, where you 
can buy a boat to Proxima. 


PROXIMA ISLAND 


In the city, quickly buy the hairdryer and go to the 
prison to learn about the museum, where the key to 
the treasure is kept. 

Head west from the dock to talk to the inventor, 
who gives you Kash and a jetpack for the hairdryer. 
Outside, kill the Grobo and grab the key to the 
chained house, where a Rabbibunny offers you entry 
to the museum for information on his brother, who’s 
stuck in Dr. Funfrock’s prison. 

Go to the HQ on Principal Island and talk to the 
caged rodent, then run away from the machine- 
gunner down the trench. Escape upstairs to your 
boat and sail to Proxima, where the forger gives you 
a red card. Head east, enter the museum, then go 
into the sewer via the barrels stashed here. In the 
sewer, use ladders, snakes, and boards to reach a 
lift, which takes you to jail! Now it’s your turn to use 
the alarm, but run to the sewer as soon as you do. 

A lift on the far right takes you back to the 
museum, where the jetpack is used to hover over the 
pressure-sensitive floor. Take the pirate flag, before 
boosting upstairs to the chest. Take the key and 
make your way back to the sewer. Take another lift to 
the prison and go to the street. 

Back in your house, move the barrel in the cellar 
and use the ancestral key in the grotto. Collect 
Gawley’s Horn and Sendell’s Medallion. Sail to White 
Leaf Desert, first raising the pirate flag. 


WHITE LEAF DESERT 2 


Past the military camp, use Gawley’s Horn on the 
northwest seal to get to the maze. Here you meet an 
elf who gives you a blue keycard and makes you an 


honorary elf. Now sail to Proxima. 


PROXIMA ISLAND 2 


Take the buggy to the stone in the northeast corner, 
where you can use the horn again to get a password. 
Use the Eclipse stone in the southwest corner where 
you use said password, thus receiving the magic 


flute. Now sail to Rebellion Island. 


REBELLION ISLAND 


Talk to the bunker Rabbibunny in the southwest 
corner. Take the buggy to the rebellion leaders’ camp, 
where you’re told to rescue Colonel Kroptman, a 
hostage in the Hamalayi Mountains. Grab some fuel 
and head back to the harbor, where a Rabbibunny 


escorts you to a boat. 
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THE LOST WORLD 


THE CHARACTERS COMPSOGNATHUS 


Because each character has different 
control styles, strengths and weaknesses, 
knowing how to use each is essential. This 
guide gives you the lowdown on all of the 
people and dinosaurs that you control. 


A The Human Hunter’s rope swing allows him 
to cross wide gaps, but it’s not that easy to use. 
Be very careful—one slip can mean death. 


THE LOST 
WORLD 


The dinosaurs have been the real stars of both Jurassic Park 
movies, so it’s only fitting that you spend more time playing 
genetically resurrected prehistoric beasties than humans in 
this game. Succeeding at the mix of platform-jumping and 
combat requires you to master all five characters, though. 


The smallest and fastest dinosaur in the 
game, Compsognathus is a popular 
character that has a number of strengths. It 
has the speed to escape attacks, plus the 
power to kill quickly and effectively. 


BASIC MOVES 

m Attack 

A Retreat 

x Jump 

e Power attack 

or R3 Eat (you can only eat corpses) 
EXTRA MOVES 

via Roll 

Tia Small jump 

t+ Upper bite 


Y When controlling the Compsognathus, you 
should make the most of its great speed and 
agility to avoid danger and dodge attacks. 


PRIMA’S UNAUTHORIZED STRATEGY GUIDE 


AAs the Human Hunter, try to deal with the enemy 
dinos before they get close enough to damage you. 


e Use the ® button to attack while running 
along, because it inflicts much damage 
while providing the option of a quick 
escape, should you need it. 

e Once you’ve killed an opponent, don’t 
wander too far away from its nutritious 
remains. If you do, the body disappears 
and you won't be able to eat it—which 
means no energy boosts! 

e Always kill the mosquitoes that you find 
buzzing around the jungle. They’re easy 
to kill and provide the most energy. The 
jumping bite is an effective way to kill 
them quickly and easily! 


An average character that is best used at 
long distance. It’s tricky to master jumping 
over pits and rivers, admittedly, so spend 
some time getting to know how this aspect 
of the game works before plunging in at 
the deep end. 


BASIC MOVES 

a Shoot 

A Retreat 

x Jump 

e Use rope 

(2) or Change weapons 
OTHER MOVES 

Direction + ™ Shoot in that direction 
via Forward roll 


Forward + 4 Slide 


e You should try to kill the birds with a 
machine gun or rockets, as this 
conserves ammo and kills them quickly. 

e Take extreme care when leaping across 
pits—it’s all too easy to misjudge the 
jump and fall to your death! 


RAPTOR 


The Raptor is a great character to play—it’s 
easily our favorite! He’s strong, fast, jumps 
well, and is really mean, to boot! 


BASIC MOVES 

L] Bite 

A Retreat 

x Jump 

@ Forward attack 
(£2) or Eat 

OTHER MOVES 

bia Ducking retreat 


Forward + 4 Forward roll 
t+ Upper bite 


e Beware of falling platforms—when you 
stand on them, they slowly begin to 
drop away. While the fall won’t hurt 
your Raptor, you usually find a group 
of hunters waiting for you, and they 
certainly cause damage! 

e The most dangerous dinosaur for 
the Raptor is the Triceratops. If you 
see one of these three-horned guys, 
steer well clear—you’ll come off worst 
almost every time! 

e Watch out for bonuses and extra goodies 
hidden throughout the levels as you 
scurry about. Most of them are stashed 
away in the tree-tops, so take time out 
to find them. 


T-REX 


This big, clumsy character is something of 
a disappointment. Obviously he has plenty 
of power, but that’s not enough. 


BASIC MOVES 

a Bite 

A Retreat 

x Jump 

(3 Forward bite 

t4) or (Ri Changes path 
(2) or R3 Roar 

OTHER MOVES 

vig Low bite 

+8 Upper headbutt 


Forward + 4 Front headbutt or 
human cannon 


e Don’t hang around when you’re attacked 
by Raptors — quickly kill them all. If you’re 
too slow to react, they will drain your 
energy very quickly. 


LEVEL PASSWORDS 

Input the following codes on the password 
screen and you'll be taken to the 
corresponding level! 


Hunter m, xX, ©, A, X, ©, E, A, H, X, @, X 
Prey A,X, 4, X, @, X, H, 4, å, H, @, X 
Raptor m, X,@, 4, X, @, E, A, X, E, @, X 
T-Rex 4, m, @, m, X, A, A, @, E, A, A, X 


INVINCIBILITY 

On any of the Human Prey or Hunter levels, 
hold ©) + +, then jump and shoot. You should 
be able to fly around the level! Also, as long 
as you’re shooting, you should be invincible. 


LEVEL SELECT 

On the password screen, press the following 
buttons three times: m, X, @, A, A, X, E, 
©, 4,0, X, E 


VIEW GALLERIES 
To view a gallery, simply enter one of the 
following on the password screen: 


Compy X, 4, A, E, X, ®, å, E, A, @, X, @ 
Hunter 4, X, E, A, @, X, E, ©, A, E, X, © 
Prey A, E, ©, E, X, A, A, @, X, H, A, åA 
Raptor ©, m, 4, X, @, A, mE, X, @, E, X, à 
T-Rex A, 4A, @, E, A, X, å, E, E, A, X, A, © 
Sarah ©, ©, x, X, A, X, A, E, X, X, 4,4 


A The T-Rex looks suitably huge and menacing, but sadly it’s just too slow to be much fun to play. 


e As you walk through the level, always 
keep the Œ button held down. This 
allows you to walk in 3D, and if you 
constantly hold the button down, 
finding the exit is much easier. 


HUMAN PREY 


(DR SARAH HARDING) 


Sarah is a cool character, but only features 
on a couple of the levels. What a shame! 


BASIC MOVES 

a Shoot 

A Retreat 

x Jump 

(3 Use rope 

(2) or R2 Change weapons 
OTHER MOVES 

Direction + ™ Shoot in that direction 
Down + & Forward roll 


Forward + 4 Slide 


e Always try and keep a good stock of 
flares, they’re a life-saver. For example, 
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they prove the perfect diversion if you 
need to escape a rampaging T-Rex! 

e Most power-ups and bonuses are found 
above ground level, usually in the tree- 
tops. For this reason, you should 
practice and perfect your jumping 
technique early in the game. 


A The deadly Raptor is definitely the best 
character in the game, with the ideal mix 
of speed, power and flexibility. Have fun! 


23 Lives 
23 Lives 


80015FE40000 
80015FE60000 


GTYOM 1SO1 JHL 


SILVER STAR STORY COMPLETE 


LUNAR 


266 


LUNAR: SILVER STAR 


slORY COMPLETE 


As you'd expect, Prima has an entire book devoted to the ins and outs of Lunar: Silver Star Story Complete. So here, 
we've compiled a basic guide to fantasy adventuring. You'll learn where to visit, what weapons to buy, how to fight 
your enemies and some more general game tips. With them, you'll be better prepared to tackle the challenges, puzzles 


and magic that lie ahead. 


WELCOME TO LUNAR 


This enchanted world is full of magic and 
mystery. You, Alex, spend your time 
dreaming about the day when you'll be 
able to go on an adventure, just like the 
great Dragon Master, Dyne. That’s what 
you'd like to become someday, but... there 
hasn’t been a Dragon Master since Dyne. 
That was 15 years ago. 

The Dragon Master is the goddess 
Althena’s protector, and his magic is that of 
the four Dragons. There is no magic more 
powerful than Dragon Magic. But no one 
seems to know how to become a Dragon 
Master. Very few people actually even know 
where the mighty Dragons of legend live. 

Little do you know, but great things are 
about to happen. You and your friend Luna 
are about to embark upon the greatest 
adventure this world has ever known. You 
will visit all manner of villages, towns, and 
great cities. You’ll meet people from all 
walks of life, from Magic Users and 
warriors to bandits and the people of the 
prairie. You will encounter the Four Great 
Heroes and battle monsters so horrifying 
as not to be believed. There are many 
surprises, twists, and turns. And ancient 
secrets wait to be unfolded, a little at a 
time.... 

Your adventure awaits. Now you can 
see your best friend Ramus coming up the 
hill. He’s yelling something to you about 
going to find the White Dragon. 


AMake a point of speaking to everyone you 
meet at least once. 


Buy Lunar: Silver Star Story Complete— 
Prima's Unauthorized Strategy Guide tor a 
complete and illustrated walkthrough, 
detailed battle tactics and game secrets. 


PLACES TO VISIT 


THE COUNTRYSIDE 


Throughout your quest to attain the rank of 
Dragon Master, you will cross oceans and 
wastelands, journeying to many towns and 
villages near and far. 


CALDOR ISLE 


This island is pretty small. But it’s large 
enough to harbor the Port Town of Saith, 
the ice caves of the White Dragon and the 
witch’s forest and house. Most importantly, 
though, it contains your hometown, the 
Village of Burg. 


VILLAGE OF BURG 


They say that home is 
where you hang your 
hat, and you hang yours 
in the northernmost 
house of the quaint 
Village of Burg. Burg 
doesn’t have much to 
offer, but there is a 
spectacular Spring 
where you, Luna, and 
Ramus like to meet and 
spend your spare time. 


A Your journeys 
will take you to 
many different 
towns and 
villages. 


pss 


Lunar has many 
surprises. Ancient 
secrets wait to be 
unfolded, a little 
1 ata time. 


Check every 
location you come 
across for new 
weapons, items, 

Į and quest 
information. 


There are also a couple of shops, 
where you can purchase some of your 
starting equipment.... 


armor and weapons shop Price 
Knife 200 Gold 
Poison Darts 180 Gold 
Heavy Clothes 140 Gold 
Iron Armlet 60 Gold 
Wooden Shield 100 Gold 
items shop Price 
Herb 40 Gold 
Antidote 20 Gold 
Cleansing Water 60 Gold 
PORT TOWN OF SAITH 


This little town is sister to the mountainous 
Village of Burg. It is primarily a fishing 
town, so not much goes on. Mostly, people 
travel into town to catch the ship to the 
mainland. It sails directly into Meribia. 


weapons, armor, and items shop Price 


Long Sword 360 Gold 
small Bow 320 Gold 
Leather Clothes 200 Gold 
Leather Armor 260 Gold 
Herb 40 Gold 
Poison Antidote Herb 20 Gold 


PRIMA’S UNAUTHORIZED STRATEGY GUIDE 


If you’re in a fight and know you’re very close to 
an Althena Statue, feel free to use up your most 
powerful spells and Skill Attacks. The fight will 
go quickly and be much more fun! Once the 
fight is over, it’s easy to go restore everything 
at the statue and begin the next fight. 


KATARINA ZONE 


MERIBIA 

Meribia is the 
largest city in the 
Katarina Zone. It 
has many shops 
and houses, 
including the Magic 
Users’ market; and 
“Black Rose Street,” 
which is also 
referred to as “Little 
Vane.” It’s overseen 
by the great Mel de 
Alcarc. Meribia also 
has a large dock and trades with many 
other cities and towns. 


AEvery town in Lunar 
has a statue of the 
Goddess Althena. 
Stopping by will 
completely restore 
your party’s Hit Points 
and Magic. 


SMALL WEAPONS SHOP PRICE 
Long Sword 360 Gold 
Small Bow 320 Gold 
Fire Cane 1,400 Gold 
LARGE WEAPONS SHOP PRICE 
Short Sword 200 Gold 
Long Sword 360 Gold 
Broadsword 600 Gold 
Poison Darts 180 Gold 
Small Bow 320 Gold 
Battle Bow 640 Gold 
ITEMS SHOP PRICE 
Herb 40 Gold 
Healing Nut 1,200 Gold 
Antidote 20 Gold 
Cleansing Water 60 Gold 
Dragonfly Wing 100 Gold 
ARMOR SHOP PRICE 
Leather Armor 260 Gold 
Iron Armor 480 Gold 
Wooden Shield 100 Gold 
iron Shield 360 Gold 
Headband 160 Gold 
Iiron Helmet 260 Gold 
BLACK ROSE ITEM SHOP PRICE 
Healing Nut 1,200 Gold 
Starlight 1,000 Gold 
Dragonfly Wing 100 Gold 


INTERACTION 

TALKING WITH THE LOCALS 

In every village, town and city you 

enter, the information that the local people tell 
you can be either very silly or very useful. 
Make a point of speaking to everyone you find 
at least once. Even a child might hold a piece 
of the puzzle that you’re trying to fit together. 


MERCHANTS 


Along with speaking to the locals, you’ll want to 


go into each and every shop in each new place 
you visit. Most Items Shops sell basically the 
same stuff. But every new Weapons and Armor 
Shop is a chance to buy and upgrade the things 
that each party member is wearing and the 
weapons they are attacking with. Any chance to 
make your attacks more powerful or your 
defense stronger is a golden opportunity! 


ALTHENA STATUES 

Every town has a statue of the Goddess 
Althena. Stopping by any of these statues will 
completely restore everyone’s Hit and Magic 
Points. 


BATTLES 

Battles with monsters will begin anytime you 
touch a wandering monster (or it touches you). 
Battles are an adventurer’s bread and butter. 
They are what gives every party member 
Experience Points. These raise the characters’ 
levels, giving them new abilities and higher 
statistics. 


FIGHTING STRATEGIES 

The battle sequences in this game are fairly 
easy to understand and get used to. No matter 
what, select each individual character’s turn, 
then select which attack or spell the character 
will use. For your average monster, you will 
want Alex and Kyle to attack with their swords. 
Have Mia and Nash cast their weaker attack 


BLACK ROSE WEAPON SHOP PRICE 


Long Sword 360 Gold 
Small Bow 320 Gold 
Fire Cane 1,400 Gold 
BLACK ROSE ARMOR SHOP PRICE 
Robe 400 Gold 
Steel Armiet 220 Gold 
Headband 160 Gold 
MAGIC CITY OF VANE 


The City of Vane can only be seen from the 
ground. It floats high above Althena’s 
Shrine and guards the Goddess Tower. This 
is the magic center of the world. It is here 
that the Magic Users’ Guild resides. 

Two of the Four Heroes, Galeon, the 
Minister of Vane; and Lemilia Osa, leader of 
the Magic Users’ Guild, also dwell here. 
Nash thinks he is incredibly special to be 
one of Galeon’s apprentices. He always 


< 
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spells, and have 
Jessica or Luna heal 
one or all persons in 
the group. 

When battling a 
boss, begin by having 
everyone cast their 
defense and attack- 
raising spells on Alex 
because he almost 
always does the most 
damage. Then, have 
someone cast a defense-raising spell on 


A Along with speaking 
to the locals, 

you'll want to visit 
every shop. 


Jessica or Luna because you never want to lose 


your healer. 


Every turn that follows should have Alex and 
Kyle attacking with their Skill Attacks, and Nash 


and Mia using their most powerful spells. 
Jessica or Luna should, of course, be healing 
one or all people in the group. Whenever you 
cast enhancement spells, however, you must 
remember to cast them again if a character 
gets knocked unconscious. Once players are 
knocked unconscious, all spells that were 


previously enhancing their attacks will be gone. 


BATTLE STRATEGIES 

If you are in an area and you are giving each 
character the same commands over and over, 
you should use a pre-planned Battle Strategy. 
When you are out of the battlefield, go into 
Naru’s menu and select the Battle Strategy 
option on the bottom. You can then alter any of 
the strategies there. The first strategy has all 
the characters attacking. Try changing the 
second strategy. Let’s say you're in the Ice 
Caves of the Blue Dragon. Have Alex attack 
with his Flame Sword, Kyle with his Wind 
Sword, Nash use his Staff of Inferno, Mia cast 


Inferno, and Jessica strike with her Mace. Save 


the strategy and go into battle. Now all you 
have to do is select Battle Strategies, A-1. The 
battle goes much more quickly that way. 


refers to himself as one of the “Elite,” a 
group of students who can only be found 
studying magic in Vane. The only way into 
Vane, it is rumored, is to become a Magic 
User yourself by passing through the 
Labyrinth of the Magiciar’s Trial. 


MAGIC WEAPONS SHOP PRICE 
Rune Blade 1,000 Gold 
Fire Cane 1,400 Gold 
Staff Of Crystal—contains Sleep magic 
1,600 Gold 
ARMOR WEAPONS SHOP PRICE 
Chain Mail—high magic resistance 
1,200 Gold 
Magic Robe—high magic resistance 
1,280 Gold 
Silver Shield 900 Gold 
CONTINUED > 
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Silver Bracelet 480 Gold 
Silver Bracer 220 Gold 
Gaudy Bandana 240 Gold 
ITEMS SHOP PRICE 
Healing Nut 200 Gold 
Antidote 20 Gold 
Cleansing Water 60 Gold 
MAGIC ITEMS SHOP PRICE 


Crystal Necklace—increases Spirit 
statistic 


12,000 Gold 
Necklace Of Resist Magic 12,000 Gold 
Starlight 1,000 Gold 
Holy Water—restores health 
from all illnesses 100 Gold 
Angel’s Tear 100 Gold 
Dragonfly Wing 100 Gold 
NANZAS 


This small village is nestled in the 
mountains. Nanzas is a key point in traffic 
between Vane to the east, the Marius 
region to the south, and Lann to the west. 
It is home to the bandits who protect this 
land and the east and west Checkpoints. 
Kyle, Leader of the Bandits, can be found 
here. There are no shops or places to buy 
anything, but there is a statue of Althena in 
the center of the village. 


ALTHENA’S SHRINE 


Althena’s Shrine can be found to the east of 
the Transmission Spring and under the 
circling, floating City of Vane. The Tower of 
the Goddess is located here. Only a Dragon 
Master can enter, so no one knows what is 
inside. In the main part of the temple, any 
adventurer can pray to have Hit Points and 
Magic Points completely restored. 

It is here also that an apprentice Magic 
User must go to get an application before 
passing through the Labyrinth of the 
Magician’s Trial. 


AThe best combat tactic is to have Alex and 
Kyle attack with swords. 


TRANSMISSION SPRING 

This small and grassy glen contains the 
teleportation gateway to the City of Vane. 
But only full-fledged Magic Users are 
allowed to use this gateway. 


VILLAGE OF LANN 

This small fishing village can be found on 
the southwest coast of the mainland. The 
only way to reach Lann is to pass through 
Nanzas and the Nanzas Checkpoints. It 
doesn’t have much, but it does contain a 
small Items Shop. 


ITEMS SHOP PRICE 
Healing Nut 200 Gold 
Antidote 20 Gold 
Cleansing Water 60 Gold 
Dragonfly Wing 100 Gold 
REZA 


This is the village belonging to the Thieves’ 
Guild. It’s a medium-sized village with lots 
of confusing passageways and hidden 
areas. Most importantly, everyone there is 
an expert pickpocket. You have to keep an 
eye on your stuff at all times while visiting 
this place. 


ITEMS SHOP PRICE 
Healing Nut 200 Gold 
Antidote 20 Gold 
Cleansing Water 60 Gold 
Dragonfly Wing 100 Gold 
ARMOR SHOP PRICE 
Chain Mail 1,200 Gold 
Purity Clothes 1,400 Gold 
Sorcerer’s Robe 2,000 Gold 
Silver Armlet 660 Gold 
WEAPONS SHOP PRICE 
Samurai Blade 2,800 Gold 
Flail 2,600 gold 
Ethereal Cane 2,400 Gold 


In the Thieves’ Market, find even better stuff: 


ARMOR TABLE PRICE 
Steel Armor 2,400 Gold 
Intelligent Robe 3,600 Gold 
Steel Shield 1,800 Gold 
Crystal Armlet 1,200 gold 
Steel Helmet 1,360 Gold 
WEAPONS TABLE PRICE 
Ice Blade 4,000 Gold 
Ice Mace 4,400 Gold 
Crossbow 4,600 Gold 
Ice Cane 3,600 Gold 
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ITEMS SHOP PRICE 
Healing Nut 200 Gold 
Starlight 1,000 Gold 
Angel’s Tear 600 Gold 
ILUK 


This odd little village is full of eccentric 
inventors. If you said you had an idea on 
how to make 

an underwater ship, they’d pat you on the 
back and tell you to build it. In fact, there’s 
an inventor here who claims to have the 
plans for a Hot Air Balloon that can carry a 
group of people over the mountains. 


ITEMS SHOP PRICE 
White Bracelet 1,000 Gold 
Healing Nut 200 Gold 
Antidote 20 Gold 
Cleansing Water 60 Gold 
Dragonfly Wing 100 Gold 
VILLAGE OF MIROAD 


This village is built completely on top of 
bridges! In fact, there’s an important bridge 
there called the “Bridge of Truth.” Only 
those who are pure of heart can cross it. 
The village is fairly small, but it does have 
Weapons, Armor and Items Shops as well 
as a small pub. 


ITEMS SHOP PRICE 
Wrath Ring—raises attack 12,000 Gold 
Healing Nut 200 Gold 
Poison Antidote Herb 20 Gold 
Cleansing Water 60 Gold 
Angel’s Tear 600 Gold 
ARMOR SHOP PRICE 
Steel Armor 2,400 Gold 
Steel Shield 1,800 Gold 
White Bracelet 1,000 Gold 
Steel Helmet 1,360 Gold 
Jade Hairpin 4,000 Gold 


Once the Bridge of Truth has been broken 
and rebuilt, you can reach the: 


WEAPONS SHOP PRICE 
Great Sword 9,000 Gold 
Water Mace 7,600 Gold 
Holy Bow 8,400 Gold 


Sage’s Cane—raises its wielder’s 
Spirit statistic 8,600 gold 


LYTON 

Also known as the “Village of Music,” the 
wind blows through the caves and creates 
a melodic tune, which encourages the 
villagers to sing along. It’s a beautiful place 
to visit. It’s also close to the Blue Dragon; 


the villagers hold a festival in his honor 
each year. Because Lyton is a village of 
peace, there is no Weapons Shop. 


ARMOR/ITEMS SHOP PRICE 
Holy Armor 4,800 Gold 
Holy Shield 3,600 Gold 
Rainbow Armlet 2,400 Gold 
Holy Helmet 2,600 Gold 
Healing Nut 200 Gold 
Angel’s Tear 600 Gold 
TAMUR 


This very small village is east of the Prairie 
Canyon. There isn’t much going on here, 
but there is an Items Shop if you need one. 


ITEMS SHOP PRICE 
Protection Ring 12,000 Gold 
Healing Nut 200 Gold 
Poison Antidote Herb 20 Gold 
Cleansing Water 60 Gold 
Holy Water—restores health 

from all illnesses 100 Gold 
Angel’s Tear 600 Gold 
WEAPONS SHOP PRICE 
Great Sword 9,000 Gold 
Wind Sword 14,000 Gold 
Judgment Mace 12,400 Gold 
Holy Bow 8,400 Gold 
ARMOR SHOP PRICE 
Silver Armor 9,600 Gold 
Radiance Clothes 5,600 Gold 
Saint’s Robe 7,200 Gold 
Spirit Robe 12,400 Gold 
Dragon Armlets 3,800 Gold 
Lucky Bandanna 2,800 Gold 
MYGHT’S LAB 


AStock up on new equipment and weapons 
whenever you can. 


Never, ever give important items to 
someone who might be about to leave the 
party for a while! For example, think 
carefully before you give your Healing 
Ring (an adventurer’s best friend) to 
Nash, just because he can’t get through a 
fight without dying. Characters constantly 
drop in and out of the group—Jessica 
does a few times, Nash the most, and 
Ramus leaves permanently after you 
reach Meribia. 

If you want to avoid getting into fights, 
most wandering monsters can be led out 
of a hallway and into an open area. 
There, you can hug the wall and run 
around them quickly. If you’ve already 
met the Black Dragon, 15 Magic Points 
can suck those enemies into an alternate 
dimension. 

Sometimes arrows and slingshots can kill 
in one shot. 

If you have the patience, fight every enemy 
you can find. It is always better to raise 
your group’s level and be tougher and 
stronger when it comes to facing a boss. 
At the beginning of any boss fight, begin 
the battle by having party members cast 
spells that raise Alex’s attack and 
defense. In almost every case, Alex will 


Myght’s Lab is the quirkiest place you’ve 
ever seen. Myght, the inventor, designed 
and built this place with confusing mazes 
and winding hallways to keep out irritating 
people. 

There are also very unusual and funny 
monsters running around the halls. Lake is 
good friends with Myght, and that’s just 
about the only way you’re gonna get in to 
see him. 

VILLAGE OF PAO 

This village belongs to the prairie people. 
Normally, they are a proud, nomadic people, 
but right now they are being forced to stay 
put because of a strange sickness. This is 
the village where Temjin and Piria live. 


ITEMS TEEPEE PRICE 
Healing Nut 200 Gold 
Starlight 1,000 Gold 
Angel’s Tear 600 Gold 
Holy Water—restores health from 

all illnesses 100 Gold 


DAMON’S SPIRE 

To join the Thieves’ Guild, you must go 
through the Tower of the Guardian of 
Knowledge. He has as many books as the 
library of Vane does. 
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cause the most 
damage to the boss 
and so he is the most 
valuable player. 

Never use the Al— 
Artificial Intelligence— 
unless you don’t mind 
using up Magic Points 
like water. The Al will 
usually use your 
character’s most expensive and painful 
spells and Skill Attacks on things like 
ground squirrels and 30 Hit Point 
monsters. The only time the use of Al is 
acceptable is when Lake or Galeon joins 
the party. (These two characters are Level 
99 characters with loads of Magic Points, 
and they don’t remain in the group very 
long, anyway.) 

Save often. It may seem like an obvious 
thing to do, but unexpected circumstances 
can easily catch you off guard in this 
game. It might be a bright and sunny day 
when Nash tells you he’ll be right back. 
And, just as you and Luna are taking a 
leisurely stroll to the Armor Shop, the 
Indestructible, Magic-Resistant, Fire- 
Breathing Demon Horde invades. It 
happens frequently, trust us. 


ATry to fight 
every enemy 
you can find. 


ASave your game often. Even the most 
innocent-looking of locations can conceal 
deadly monsters and traps. 


1 Exp. to Next Level (Alex) 801DBFFC0001 


801DBFFEO000 


infinite Health in Battle 
(All Characters) 
Max # Attack (Alex) 


800306600055 
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LUNAR 2: 
ETERNAL BLUE 


Fans of Lunar: Silver Star Story anxiously awaited this game's release and were well rewarded for their patience. Not only 
did the game come with Lucia's pendant, character stand-ups, and the enchanting soundtrack, but it spans three discs! 


GAME BASICS 


MERCHANTS 


Speak to the locals and enter every shop in 
each new place you visit. Most Items 
Shops sell the same stuff, but every new 
Weapons and Armor Shop represents a 
chance to upgrade. Any chance to make 
your attacks more powerful or your defense 
stronger is a golden opportunity! 


ALTHENA STATUES 


Every town has a statue of the goddess 
Althena. Activating it completely restores the 
entire party’s Hit Points and Magic Points. 


BATTLE 


Battles are the meat of your adventure. 
Fight each nefarious foe that crosses your 
path to gain silver and valuable Experience 
Points, to rise to new levels, and to obtain 
special abilities. 

Battles with enemies begin any time 
you and a wandering monster touch. 

Each time a monster and his or her 
horde are defeated, that piece of the map 
becomes enemy-free. Therefore, take out 
any wandering monsters you come across. 
This not only quickly builds up your stats, 
but also makes the area pest-free for your 
next trip through. 

Keep an eye on how many Experience 
Points you gain each time you defeat a 
monster. You gain the most Experience 
Points when you face any enemy for the 
first time. But each time you face the same 
monster, the number of Experience Points 
you earn lessens. At some point, the enemy 
becomes nothing more than a nuisance, so 
run around it to avoid the battle. 


FIGHTING STRATEGIES 


The battle sequences in this game are easy 
to understand and get used to. Select each 
individual character’s turn and decide 
which attack or spell he or she will use. 

For your average monster, have Hiro 
attack with his sword or Poe Sword spell; 
have Jean attack with her fan or any low 
MP attack spell; have Lemina cast her 
weaker attack spells; have Ronfar heal one 


or all persons in the group. 


When battling a boss, begin by having 
everyone cast their defense and attack 
raising spells on Hiro because he does the 
most damage. Then, have someone cast a 
defense raising spell on Ronfar because you 
never want to lose your healer. Then have 
Hiro and Jean attack with their magic skill 
attacks, have Lemina use her most powerful 
spells, and have Ronfar constantly heal one 
or all people in the group. 


TIPS AND NOTES 


e In any fight, especially a boss fight, make 
sure Hiro can survive the entire fight. 
He’d better pull through the fight or it’s 
game over! 

Never use the Al (Artificial Intelligence). 
The Al usually uses your character’s most 
expensive and painful spells and skill 
attacks on things like ground squirrels 
and 30—Hit Point monsters. The only 
time Al is acceptable is when Lucia first 
joins the party and zaps everything to 
cinders in one move. 

Save often. Unexpected circumstances 
can take you off guard. You and Lucia 
could be taking a leisurely stroll to the 
Armor Shop when the Indestructible 
Magic Resistant Fire-Breathing Demon 
Horde invades. It happens. 

Have every character in your party carry 
extra Herbs and other healing items, 
especially characters that are less helpful 
in battle. This takes some of the pressure 
off of Ronfar or Gwyn to not have to use 
up all of their MP quickly, and provides a 
backup plan in case either character 
becomes immobilized during the fight. 

If your Hit Points are running low with the 
next potential battle right around the corner, 
have Ronfar or Gwyn perform their heal 
spells or use an Herb. Cast healing spells 
out of battle to save precious attack turns. 


PARTIAL WALKTHROUGH 


HEADING HOME 

Fight your way south through the Sand 
Sharks, Sand Cyclopes, and Dung Beetles 
in the East Desert Pass. Visit the Althena 
Statue as often as possible between 


PRIMA’S UNAUTHORIZED STRATEGY GUIDE 


attacks! When facing Sand Sharks, use 
Boomerang on the Sharks, and attack 
Dung Beetles with your sword. After being 
introduced to the overbearing Leo and his 
Dragonship Destiny, make your way home. 


GWYN’S PLACE 

In the house, speak with Leo and Grandpa 
Gwyn until Leo leaves. Follow Gwyn to the 
roof and, when he instructs you to, get the 
Ancient Knife from the treasure chest in the 
basement. Equip the Ancient Knife. 


THE BLUE SPIRE 


Leave the house and head north to the Blue 
Spire. When you arrive, Gwyn puts his Opal 


into the dragon statue’s right eye. Walk to 
the left of the dragon and put the Dragon 
Eye Jewel in its left eye to open the door. 

Enter the Blue Spire and take on 
Mummies, Bandage Boys, Brainpickers, 
and Magic Masques. As you make your 
way through this area, find and activate 
each of the four floor buttons. When all four 
buttons have been depressed, a walkway 
aligns over a chasm. Use the walkway to 
cross to the other side. 


In each group of Mummies, attack the Bandage 
Boy in the middle first. The moment he is 
defeated, all Mummies disappear with him! 


Cross to the other side and continue to 
battle each enemy. As in the last room, find 
four little rooms and activate each floating 
star. When all four stars have been 
activated and sit inside their pedestals, the 
giant teleportation star on the south end of 
the maze becomes active. Step onto the 
teleportation star to proceed. 

Advance up each staircase in the 
tower’s four levels, battling Crystal Knights 
and Bomb Angels. 


Take out the Bomb Angels first. A Bomb Angel 


shoots widespread fire that rains down on you 
and Gwyn for considerable damage. The faster 
it's out of the picture, the longer you'll survive! 


At the long hall, cross to the other side 
and enter the top of the Blue Spire. When 
Gwyn goes off in search of a secret 
passage, go north to the floating planet 
and stand on the teleportation star. 


From this point onward, battle every monster 
you can find. Lucia completely obliterates 
every enemy in her path in one turn, but you 
reap the free Experience Points for her 
handiwork! 


Once Lucia joins 
the group, leave the 
Blue Spire the way 
you came in. 

When Zophar 
steals Lucia’s magic, 
visit the Althena Statue and prepare for 
your first boss fight. 


Save at the Althena Statue before moving on. 


BOSS: GUARDIAN STATUE 


Lucia is down to 1 Hit Point now and 
there’s nothing you can do to raise it. It’s 
up to you and Gwyn to save the day! Gwyn 
is more vulnerable than Hiro at this point, 
so don’t have him attack or move forward, 
or he’ll get crushed in one blow. Instead, 
begin the battle with Gwyn casting Broken 
Armor on the Statue and Hiro casting Poe 
Sword at every attack. Once Gwyn has 
cast the initial Broken Armor spell, he’ll be 
busy for every following round casting Heal 
on himself or Hiro. Avoid the costly 12 MP 
Calm Litany unless both characters are 
hurting and Gwyn has MP to spare. 


LEAVING THE BLUE SPIRE 


Head out the door and come face to face 
with...four Guardian Statues! There’s no 
way to win this battle, so just stay alive. 
The Dragonship Destiny swoops in to save 
the day. Head back home. 


SAIL TO LARPA 
Lucia is still under the weather, but there’s 
nothing Gwyn can do. Speak with Lucia as 
she lies on the couch, then with Gwyn. 
Gwyn suggests that it’s time to find Ronfar, 
the renowned Healer of Larpa. Head west 
to the dock, climb onto the ship, and sail 
west to the next dock. Get off there and 
walk into Larpa, the town to the west at the 
foot of a mountain. 


LARPA 


Visit the Shop and upgrade your party’s 
armor and weapons. Explore the entire town 
and talk with everyone about Ronfar, 
including the two men in front of the 
northwest house and all of the priests in the 
church. Then, go into the Bar and gamble 
twice with the man holding the dice. 
Something fishy is going on because he wins 
both times. When Lucia faints, the gambling 
man brings her to his house to recover. 
Follow him to his house in the northeast and 
discover that you’ve found the elusive Ronfar. 
Good luck, adventurer! 
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MADDEN NFL 2000 


Whether you want to lock horns on the frozen tundra of Lambeau Field or give Mile-High Salutes to the Denver crowd, 


“if it’s in the game, it’s in the game.” 


GAMEPLAY BASICS 


Much like previous Madden NFL 
incarnations, Madden NFL 2000 gives you 
a great deal of control over players’ 
actions. 


GENERAL OFFENSIVE CONTROLS 


< Call an 
audible if your 
opponent has 
setupa 
defensive 
formation likely 
to stuff your 
play, or if 
you want to 
take advantage of a weakness in the 
defensive formation. 


RUSHING 
Juking left or right 
is a good way to 
give defenders 
the slip. 


PASSING 


Throw defenders 
off by pump- 
faking to a 
receiver. 


Put the smack 
down hard 
enough and you'll 
knock your 
opponent's 
helmet right off. 


OFFENSIVE FORMATIONS 

Madden NFL 2000 lets you choose from 
among nine major formations, plus a tenth 
Special Teams formation that lets you pick 
various punting, kicking, and clock 
management plays. Most formations have 
different variations, such as adding another 
receiver or bringing in a second tight end 
to load up the line. 

Different formations lend themselves to 
various types of plays. For example, most 
plays that call for rushes up the middle of 
the field or off the tackle are run out of one 
of the | or Far/Near formations. Singleback, 
Pro Form and Shotgun formations have 
more complicated, deeper routes. 


GENERAL TIPS 


First, study your team's strengths and stick 
to using plays that take advantage of them. 
Madden NFL 2000 replicates many real-life 
characteristics of NFL teams. So, when 
playing as the 49ers or Chiefs, stick to the 
West Coast-style short pass offense. If 
you're playing as the Falcons or Steelers, 
you can go for up-the-gut, smashmouth 
Madden-style football. Other general tips: 

e Call different plays to spread the ball 
around the field. 

e Try to get first downs rather than going 
for the big gain on every play. 

e Run plays that utilize the wide side of the 
field. Do this by flipping your plays. 

e Fake snaps may draw the defense 
offside, but they also might cause a false 
start by one of your offensive linemen. 

e Direct players in motion to set up extra 
blocking. 

e Take advantage of an unprepared 
defense. If they still have personnel 
running onto the field, hike the ball. 

e Study your opponent's defensive 
formations. Call plays that best exploit 
their defensive tendencies. For example, 
if they like to blitz, throw screen passes 
to exploit their aggressiveness. 

e Know when to hold 'em; know when to 
walk away; Know when to punt. 

e Trick plays, such as the Reverse and HB 
Toss & Pass, should be used sparingly, if 
at all. They are rarely effective. 
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TIPS WHEN RUNNING 


e Find the hole, then follow your blocks. 

e |f the hole isn’t where it’s supposed to be, 
find another one or bounce to the 
outside. 

e Avoid running toward the sideline as 
much as possible; keep going up 
the field. 

e Hurdle, spin, juke, and straight-arm your 
way through defenders. 

e Don't speed burst until you’re pointed in 
the direction you want to go. You can’t 
control the direction of your player with 
speed burst activated. 

e Tackles can be broken if you keep speed 
burst activated. 

e Don’t outrun your blockers. Keep as 
many of them in front of you as possible 
at all times (or at least until you break into 
the open). 

e Use the Zebra as a blocker when 
possible. 

e Pay attention to the location of the first 
down marker. Dive for it if necessary. 
(Same goes for the goal line.) 


RUSHING STRATEGIES 


e Your rushing game is the foundation for a 
dominant offense. If you can run the ball 
successfully, you’ll have a better chance 
of winning games. Call a running play on 
most of your first downs to set up both 
pass and short yardage plays. 

e For short yardage blasts through the 

middle of the line, it’s better to call plays 

that don’t involve your halfback (unless 
your halfback is Jamal Anderson or 

Jerome Bettis). Use your fullback for 

these plays. Fullbacks are also useful if 

you use your halfback extensively and he 
needs a breather. If your halfback gets 
too tired, he’ll be prone to fumble and his 
overall skills will diminish. The game’s 
default setting will automatically 
substitute overfatigued players. 

Calling plays for your fullback 

occasionally can catch the defense off 

guard if they are keying on your halfback. 

Calling draw plays in long third-down 

situations can also catch the defense in a 

loose, pass-defensive formation. 

Good scouting is beneficial. Check out 

your team’s player stats to see which 

side of the offensive line is strongest, 
then run more to your strongest side. 

Check out the opposing team and note 


where the weaker players line up. Avoid 
running straight at the superstar 
defensive linemen. 

e The key is to mix up your play calling 
with sweeps, dives, sprints, and so on to 
keep the defense off-balance and to 
make the most of your particular running 
back’s strengths. 


TIPS WHEN THROWING/RECEIVING 


e For tips on running after you’ve caught 
the ball, refer to the previous “Tips When 
Running” section. 

e Hit the receivers right as they make 
breaks along their routes. 

e Look for outlet receivers running free in 
the flats if no one else is open. 

e Don't drop back too far (never more than 
10 yards). You increase the risk of a 
holding penalty or a big loss if sacked. 

e If you roll out, avoid throwing back across 
the field. If you do, more often than not 
you'll be picked off. 

e Try to let your QB set his feet before 
throwing the ball. Throwing off the back 
foot reduces your chances of completing 
the pass. 

e Scramble if no receivers are open. Once 
they’ve completed their routes, they’ll 
come back toward the line of scrimmage. 

e If your receivers are getting jammed at 
the line, wait as long as possible for them 
to get open. If no one is open, take off if 
you have room, or throw the ball away. 

e Make sure you’re outside the tackles if 
you need to throw the ball away. 
Otherwise, you’ll get called for intentional 
grounding. 

e For play action, don’t touch the controller 
after you hike the ball. The QB will fake 
the handoff, then you can activate the 
pass routes and throw the pass. 

e Avoid throwing into double or triple 
coverage. The more defenders around the 
ball, the more likely it will get knocked 
away or intercepted. 

e Turn a receiver’s route into a streak or a 
slant if the defense crowds the line. 

a Put a man in motion to load one side of 
the line. Do this to force the defense to 
react and take advantage of the resulting 
man-to-man coverage. 


PASSING STRATEGIES 


Having a good passing game opens up 
more options for your offense. You can use 
screen passes and short yardage tosses 
mixed with crossing and deep routes to 
work the ball all over the field. If you 
combine this with a strong running attack, 
play action can burn defenses for long 
yardage. 

There are five broad categories of 
passing plays. Following are explanations 
of when to utilize each type of pass play: 


SHORT YARDAGE/SCREENS 


Short-yardage and screen passes can be 
used instead of a run to chip away at the 
first down. They’re also good plays if the 
defense is consistently putting pressure on 
your QB. Overagressive defenders can be 
burned badly by screen passes. 


SLANTS 


Crossing routes send receivers farther 
down the field, but they’re good for quick 
passes underneath the defense. Passes 
thrown to a receiver on a slant route are 
more likely to be knocked down at the line, 
so lob the pass rather than firing the ball. 


SIDELINES 


Sideline routes send receivers toward the 
outside of the field, allowing them to catch 
the ball and quickly step out of bounds if 
you need to stop the clock. 


TIMING 


Timing routes are the toughest routes to 
master. Posts, curls, and outs have 
predetermined movements along the 
receiver’s route. Practice mode is useful for 
getting the timing down on these types of 
plays. Wait for the receiver to make his cut 
that separates him from the defender, then 
drill him between the numbers. 


DEEP 


Having a deep threat can keep the defense 
honest, but throwing deep on every play is 
seldom successful. Hail Marys and deep fly 
patterns can get you good chunks of 
yardage if the defense has put everyone on 
the line and your offensive line gives you 
enough time to wait for your receivers to 
get down the field. If you want to base your 
offense around going deep often, you'll 
need excellent offensive linemen, excellent 
receivers, an excellent QB, and a good 
deal of luck. Of course, if you’re on the 50- 
yard line, down by aTD in the fourth 
quarter with only 10 seconds to go, your 
choices are limited. In that situation, chuck 
and duck away. 


READING DEFENSES 


Reading defenses is a must-learn skill for 
total domination of your opponents. Being 
able to tell where they’ll attack lets you 
plan to be somewhere else. It’s much 
easier to react to the defense if you’ve got 
a good idea of what they’re up to. 
Following are some tips for reading 
defenses. 

e Linebackers creeping up on the line 
usually indicates some kind of blitz. Be 
prepared to get rid of the ball quickly if 
passing. If the defense is crowding the 
line at the point where your running play 
is headed, be prepared to find a 
secondary opening. 
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e Note where the safeties are headed. 
Sometimes they'll run over to provide 
double-coverage on your receivers, or 
they’ll float in the middle to cover 
receivers who are running crossing 
routes. Anticipate where the safeties will 
go and throw away from the double- 
coverage. 

e Watch out for blitzing cornerbacks 
coming out of nowhere from the sides of 
the screen. 

e Know where the weaker defensive players 
are and exploit that side of the field. 
Avoid throwing or running straight at 
superstar players—they’ll be more likely 
to intercept your pass or crush you for a 
devastating loss. 


DEFENSIVE FORMATIONS 


A good offense is showy, but without a 
good defense your games will turn into 
shootouts where whoever has possession 
last, wins. A good offense will win you a 
few games, but defense wins 
championships. 

One of the keys to running a 
successful defense is knowing which 
formation and which kind of defensive play 
to call in a given situation. Following are 
explanations of when to use specific 
formations and types of plays. 


4-3 AND 3-4 

The 4-3 and the 3-4 are typical base 
formations. Whether your base is a 4-3 or 
3-4 is largely a matter of your team’s 
personnel. Teams with stronger down 
linemen than linebackers run a 4-3; teams 
with stronger linebackers than defensive 
linemen run a 3-4. 


NICKEL 


A Nickel formation is used in obvious 
passing situations (such as fourth and 
long). Using a Nickel package adds speed 
to your overall defense, but can leave holes 
in your run defense. 


Dime coverages are only used when 
passing is your opponent’s only option, 
such as fourth and long or when they need 
lots of points in a hurry. With a Dime 
formation, you also have the option of 
running some aggressive safety/cornerback 
blitzes because there are extra defensive 
backs in the formation to take up the slack. 


GOAL LINE 


Use this formation in short yardage 
situations only (5 yards or less), and as the 
name suggests, only near the goal line. You 
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can put a serious damper on an 
opponent’s running game with this 
formation, but you’re one good pass play 
away from giving up aTD. 


GENERAL TIPS 


Try to emulate the playing style your NFL 
team uses during the season. If your team 
is not a defensive powerhouse, don’t call 
many blitzes. Play it safe, but remember 
that the only thing a prevent defense is 
good for is preventing you from winning. 
Hit first, hit fast, and hit hard. Other 
general tips: 

e Diving works better than trying to power 
tackle. 

e When a pass has been thrown, select the 
closest defender and jump to knock the 
ball away or intercept the pass. 

e Hit a receiver hard enough as he catches 
the ball and you may knock it loose (just 
don't get there too early). 

e Don't hit the QB after he throws or 
hands off. 

e Use the swim move to get past the 
offensive line and pressure the QB. 

e Study your opponent’s tendencies and 
call coverages that best combat their 
offensive preferences. 

e Taking an angle at a break-away offensive 
player is better than diving for a shoelace 
tackle. 

e Make sure any player who’s gone in 
motion is covered. 

e Don’t run into the punter. 

Shift the defensive line to put people 
outside the guards to get a better angle 
on the pass rush. 

e Use bump-and-run to disrupt the 
offense’s passing routes. 


TYPES OF COVERAGES 


In each formation, you have the option of 
three types of defensive plays: man-to- 
man, zone, or blitz. 


MAN-TO-MAN 


These plays put one defender on each 
offensive player. If your overall defensive 
personnel are significantly better than your 
opponent’s, you can get away with calling 
man coverages often. Man-to-man play 
won't net you any big losses, but won't give 
up any big gains either 


ZONE 


Zone plays assign defenders a certain area 
to protect. These are designed to make 
certain receivers look open, when in fact 
they are covered. Zones are often your 
best bet for creating interception 
opportunities, but a blown coverage or play 
call can leave a receiver wide open. 


BLITZES 


Blitzes force the offense to react to the 
defense quickly. These plays send more 
defenders toward the QB than there are 
blockers to defend him. The opposing QB 
must get rid of the ball quickly or be forced 
to take a loss. Blitzes are good for 
disrupting the flow of the offense’s game 
plan and can net big losses. The downside 
is that with extra defenders rushing the QB, 
it’s guaranteed that a receiver is open 
somewhere. Blitzes are combined with 
either zone or man-to-man coverages to 
make up for the blitzing player(s). 


SCOUTING AN OPPOSING OFFENSE 


Another key to successfully defending is 
knowing your opponent’s superstars and 
weaknesses. Look at the opposing 
offensive line to see which side to blitz 
from. Note your opponent’s offensive 
tendencies and call coverages that best 
combat their style of play. For example, if 
your opponent bases its offense around a 
running back, shut him down and force 
them to beat you with their passing game. 


OTHER COACHING TIPS 


AUDIBLES 


If a play doesn’t look as good on the field 
as it did when you called it, you can call 
another predetermined audible play. 
Madden 2000 allows you to set up three 
offensive and three defensive audible plays. 
For offense, pick a short pass play, long 
pass play, and a run play. On defense, set 
up audibles that allow you to choose a 
range of defensive coverages that can 
handle obvious run or pass plays. For the 
maximum chance of success, choose plays 
you know very well and are most 
comfortable running. 


CLOCK MANAGEMENT 


When time is running out, use these tips to 

help your hurry-up offense: 

e First rule of clock management: Pay 
attention to the game clock. In the heat 
of battle, you can forget how much time 
is left. 

e Throw to the sidelines so you can quickly 
step out of bounds to stop the clock. 

e If you’re going to run, pick sweeps or 
tosses to keep the ball from the middle of 
the field. 

e Use the stop clock play to down the ball 
and stop the clock. 

e When you’re winning, use the kneel down 
play to run out the clock. 


TWO-POINT CONVERSION 

Introduced to pro football in 1995, the two- 
point conversion makes extra point attempts 
a little more interesting. In most situations, 
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kicking the extra point will suffice. However, 
there are certain times when a two-point 
conversion is the smart play. 

To set yourself up for a successful two- 
point try, pick your most reliable short 
yardage play. Because you’ve only got a 
short area to work with, keep your plays 
quick and simple. 

If you’re trying to deny an opponent’s 
attempt at a two-point conversion, line up 
in a goal line formation and defend as you 
would for any other short yardage situation. 


MADDEN CHALLENGE 


The Madden Challenge comprises 200 
trivia questions and 100 predetermined 
tasks that you have the opportunity to 
complete while playing Madden NFL 2000. 
Points are awarded for correctly answering 
a trivia question or completing one of the 
tasks. As you achieve various point totals, 
secret codes and teams are awarded. 

You earn one Madden Challenge point 
for answering each trivia question correctly. 
The number of points awarded for 
completing a Madden Challenge task 
varies depending on the task’s difficulty 
level and the game’s difficulty setting. 


LEVEL ONE CHALLENGES 


e Complete a 30-yard pass or longer. 

e Complete a 20-yard run or longer. 

e Score 21 points or more with a QTR 
length of 6 minutes or less. 

e Hold your opponent to 7 points or fewer 
in a game. 

e Throw 0 interceptions in a game. 

e Kick a 40-yard field goal or longer. 

e Kick a 40-yard punt or longer. 

e 3 tackles or more by one player. 

e Defeat Green Bay in snow at 
Lambeau Field. 

e Defeat San Francisco in rain at 
3Com Park. 

e Create a player and use him in a game. 

e Play an exhibition game in a QTR length 
other than 5 minutes. 

e QB passes for 2 TDs or more. 

e Sack the opposing QB. 

e Play an exhibition game in a stadium 
other than the default one. 

e Intercept at least one pass. 

e Recover at least one fumble. 

e 20 yards or more total offense. 

e Play and win one tournament game. 

e Have a minimum of 3 members of your 
team catch at least 1 pass. 


LEVEL TWO CHALLENGES 

e Score 40 points or more with a QTR 
length of 6 minutes or less. 

e 100 yards or more rushing by one player. 

e 100 yards or more receiving by one 
player. 


20 700 
40 730 
70 760 
100 790 
140 820 
170 840 
200 880 
240 910 
265 940 
290 970 
330 1000 
370 1050 
410 1090 
450 1140 
500 1180 
530 1210 
580 1260 
620 1290 
660 1330 


e QB passes for 300 yards or more. 

e 3 field goals or more by one player. 

e QB passes for 4 TDs or more. 

e Play and win one Franchise mode game. 

e Play and win one Season mode game 
without modified divisions. 

e Play and win one Season mode game 
with modified divisions. 

e Play and win two games in a tournament 
with any team. 

e 6 receptions or more by one player. 

e Have a RB who rushes for 3 TDs or more. 

e Hold opposing team to 150 yards or less 
total offense. 

© QB rushes for one TD or more. 

e Commit no fumbles in a game. 

e Don't allow your QB to be sacked in 
a game. 

e Complete a 60-yard or longer pass. 

e Play and win a Pro Bowl game as the 
NFC team. 

e Play and win a Pro Bowl game as the 
AFC team. 

e 2TD’s or more by one receiver. 


LEVEL THREE CHALLENGES 


e 150 yards or greater rushing by one 
player. 

e 150 yards or greater receiving by one 
player. 

e QB passes for 400-yards or more. 

e 3 sacks or more by one player. 

e 2 interceptions or more by one player. 

e Recover 2 fumbles or more. 

e 5 successful field goals or more by one 
player. 

e 3 knockdowns or more by one player. 

e 3 tips or more by one player. 

e Play and win a Super Bowl in 
Franchise mode. 

e Play and win a Super Bowl in 
Season mode. 

e Successfully kick 8 extra points or more. 

e Play and win an 8-team tournament. 


1360 
1390 
1420 
1450 
1480 
1500 
1540 
1590 
1630 
1670 
1710 
1750 
1790 
1840 
1870 
1910 
1940 
1980 
2000 


e Complete a 50-yard run or longer. 

e Commit no penalties in a game. 

e Break 2 different all-time records or more 
in a game. 

e Score 55 points or greater. 

e 8 tackles or more by one player. 

e 400 yards or more total offense. 

e Have a RB rush over 100 yards and 
receive over 50 yards. 


LEVEL FOUR CHALLENGES 


e 200 yards or greater rushing by one 
player. 

e 200 yards or greater receiving by one 
player. 

© QB who passes for 500 yards or more. 

e Return a punt for a touchdown. 

e Return an interception for a touchdown. 

e 6 successful 2-point conversions 
or more. 

e 25 completions or more by one QB. 

e Go undefeated and win a Super Bowl in 
one Franchise mode season by playing 
every game. 

e Go undefeated and win a Super Bowl in 
one Season mode season by playing 
every game. 

e QB who rushes for 75 yards or more. 

e Have a minimum of 7 members of your 
team catch at least one pass. 

e Win a 16-team tournament. 

e 7 sacks or more by one player. 

e 650 yards or more total offense by 
one team. 

e Have one receiver with 150 RAC yards or 
greater. 

e Rush the ball 40 times or more with a 
QTR length of 6 minutes or less. 

e Rush for 100 yards or more with two 
different running backs. 

e Win by a margin of 50 points or more. 

e 40 first downs or more. 

e Kick a punt of 55 yards or more. 
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LEVEL FIVE CHALLENGES 


e Return a kickoff for a touchdown. 

e Have a QB with a pass AVG of 30 yards or 
greater while throwing at least 5 passes. 

e Shut out opposing team with a QTR 
length of 5 minutes. 

e Pass for 200 yards or more with 2 QBs. 

e Have a RB with a rushing AVG of 20 
yards or greater while rushing at least 
5 times. 

e 3 receivers with 100 yards or more 
receiving. 

e 200 punt-return yards or greater by one 
player. 

© QB rushes for 3 touchdowns or more. 

e Score 80 points or greater. 

e 200 kick-return yards or greater by one 
player. 

e Complete a run play of 80 yards or more. 

e Convert 10 4th down conversions 
or more. 

e QB with a minimum of 150 yards passing 
and 100 yards rushing. 

e Break 4 different All-Time Records or 
more in a game. 

e Successfully kick a field goal of 55 yards 
or more. 

e Have a QB with a 100 passing PCT while 
throwing a minimum of 5 passes. 

e Play and win a minimum of 4 Super 
Bowls with the same team in 
Franchise mode. 

e RB with a minimum of 100 yards 
receiving and 100 yards rushing. 

e Convert 10 3rd-down conversions 
or more. 

e 250 yards rushing or greater by one 
player. 


Codes are unlocked as you complete 
Madden Challenges. Codes will unlock 
cheats, Fantasy Draft teams and stadiums, 
great teams, and other bonus teams. Here 
are 11 codes to get you started. 


Code Unlocks 

WILDWEST DODGE CITY: OLD WEST 
STADIUM 

XMAS RUSH STADIUM 
ALL 60s TEAM 

ALL MADDEN TEAM 
FANTASY TEAM: 
MARSHALLS 

FANTASY TEAM: 
INDUSTRIALS 

MORE INJURIES 
MORE INTERCEPTIONS 
20 YARDS FOR A 
FIRST DOWN 

BLIND REFEREE 


XMASGIFT 
MOJOBABY 
TEAMMADDEN 


COWBOYS 
NTHEFUTURE 
PAINFUL 


PICKEDOFF 
FIRSTIS20 


REFISBLIND 
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MADDEN CARD CHALLENGES 


also included a Madden Card checklist to help you keep track of your collection. 


MADDEN NFL 2001 


Madden NFL 2007 includes a “game within the game” that allows you to earn tokens for completing challenges on the field. There are five 
levels of difficulty, and within each level the rewards vary, depending on the difficulty setting in the game. For example, a Level 1 challenge 


achieved at the Rookie difficulty setting earns a single token. However, the same challenge completed at the All-Madden difficulty setting 
nets you six tokens. 


As you accumulate tokens, you can use them to buy five different types of Madden Cards: Current Players, Historic Players, Teams, 
Stadiums, and Cheats. The following sections list all of the Madden Card Challenges and their corresponding token rewards. We have 


The first 150 Current Player cards are broken up in to Gold, Silver, and Bronze designations. Gold cards allow you to boost player 
attributes for the next game by 15%, Silver cards by 7%, and Bronze cards by 3%. 


LEVEL 7 
LEVEL 1 TOKEN REWARDS 


GAME SETTING 
Rookie 
Pro 
All-Pro 
All-Madden 


TOKENS EARNED 


LEVEL 2 
LEVEL 2 TOKEN REWARDS 


GAME SETTING 
Rookie 
Pro 
All-Pro 
All-Madden 


GAME SETTING 


Rookie 

Pro 

All-Pro 
All-Madden 


LEVEL 3 
LEVEL 3 TOKEN REWARDS 


TOKENS EARNED 


TOKENS EARNED 


CHALLENGES 


e Complete a 30-yard pass or longer 

e Complete a 20-yard run or longer 

e Score 21 points or more with a quarter length of 
5 minutes or less 

e Hold your opponent to 7 points or less in a game 

e Throw 0 interceptions in a game 

e Kick a 45-yard field goal or longer 

e Punt the ball 50 yards or more 

e 4 tackles or more by one player 

* Defeat 1999 Titans in rain at Tennessee with a quarter 
length of 6 minutes or less 

* Defeat Colts in Indianapolis with a quarter length of 
6 minutes or less 


e No dropped passes in a game with quarter length of 
5 minutes, and at least 5 attempts 

* Do not allow your quarterback to be sacked in a game 

e Quarterback passes for 2 touchdowns or more 

* Sack the opposing quarterback 

* Commit no fumbles in a game 

e Intercept at least one pass 

e Recover at least one fumble 

e 200 yards of total offense or more 

* Complete 5 consecutive passes 

e Have a minimum of 3 members of your team catch 
at least 1 pass 


CHALLENGES 


* Score 42 points or more with quarter length of 6 
minutes or less 

* 100 yards rushing or greater by one player 

e 100 reception yards of greater by one player 

e Quarterback passes for 300 yards or more 

* Average 10 or more rushing yards by one player with 
at least 5 attempts 

e Quarterback passes for 4 touchdowns or more 

e Average 30 or more yards on 2 or more kick returns 

e Average 30 or more yards on 2 or more punt returns 

e Win by 28 or more points with a quarter length of 
6 minutes or less 

e Complete 10 consecutive passes 

e 80% or more passing percentage by one player with 
at least 5 attempts 


e 150 rushing yards or greater by one player 

e 150 reception yards or greater by one player 

e Complete 15 consecutive passes 

e 3 sacks or more by one player 

e 2 interceptions or more by one player 

Recover 2 fumbles or more 

e Punt the ball out of bounds within the 5-yard line 

e 4 or more knockdowns by one player 

e Score 55 points or greater with quarter length of 6 
minutes or less 

* Shut out opposing team with quarter length of 5 minutes 

e 10 or more receptions by one player 

e Average 10 or more interception return yards 
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CHALLENGES 


e Have a running back who rushes for 3 touchdowns 
or more 

e Hold opposing team to 150 yards total offense or less in 
a game with a quarter length of 5 minutes or more 

e Average 20 or more yards by one player with 
3 or more receptions 

e Commit no penalties in a game with quarter length of 
5 minutes 

e Defeat the 1972 Dolphins with one of the regular 31 
teams, with a quarter length of 6 minutes or more 

e 2 sacks or more by one player 

e Cause 3 or more turnovers by the defense 

e 6 tackles or more by one player 

e 2 touchdowns or more by one receiver 


e Complete a 40-yard run or longer 

e Rush the ball 10 times or more with 2 different players 

e Have one player rush for over 100 yards and 50 
yards receiving 

e Complete a 60-yard pass or longer 

e Hold the 1999 Rams to 75 yards of passing with one of 
the regular 31 teams, with a quarter length of 6 minutes 
or more 

e Run for at least 150 yards against the 1975 Pittsburgh 
Steelers, with a quarter length of 6 minutes or less 

* 400 yards of total offense or more 

e 8 tackles or more by one player 

e Average 10 yards or more interception return yards 


LEVEL 4 TOKEN REWARDS 


LEVEL 4 


GAME SETTING 


Rookie 


Pro 


All-Pro 


All-Madden 


LEVEL 5 TOKEN REWARDS 


TOKENS EARNED 


LEVEL 5 


GAME SETTING 


Rookie 


Pro 


All-Pro 


All-Madden 


CARD # 
1 


TYPE 


PI 


ar ae e e a e a e aa = a e > a e a e aa a e o a e Go a e ae a e o a a e e 


ayer 
ayer 
ayer 
ayer 
ayer 
ayer 
ayer 
ayer 
ayer 
ayer 
ayer 
ayer 
ayer 
ayer 
ayer 
ayer 
ayer 
ayer 
ayer 
ayer 
ayer 
ayer 
ayer 


ayer 


NAME 

Troy Aikman 
Mike Alstott 
Jamal Anderson 
Jessie Armstead 
Champ Bailey 
Charlie Batch 
Cornelius Bennett 
Jerome Bettis 
Steve Beuerlein 
Tim Biakabutuka 
Blaine Bishop 
Jeff Blake 

Drew Bledsoe 
Peter Boulware 
Stephen Boyd 
Tony Brackens 
Chad Bratzke 
Derrick Brooks 
Chad Brown 
Gilbert Brown 
Tim Brown 

Isaac Bruce 
Mark Brunell 
Ray Buchanan 


TOKENS EARNED 


POSITION 
QB 


4 

8 
12 
24 
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e 200 yards rushing or greater by one player 

e 200 reception yards or greater by one player 
e Quarterback who passes for 500 yards or more 

e Successfully kick a field goal of 55 yards or more 
e Return an interception for a touchdown 


e Return a fumble for a touchdown on defense 


e 6 successful two point conversions or more 
25 completions or more by one quarterback 
e Punt the ball 65 yards or more 


e Win by 56 or more points with quarter length of 6 


minutes or less 


e Convert 20 or more first downs with quarter length of 6 


minutes or less 


e Have a minimum of 7 members of your team catch at 


least 1 pass 


e Return a kickoff for a touchdown 
e Running back with a minimum of 100 yards receiving 


and 100 yards rushing 


e Average 20 or more rushing yards by one player with 3 


or more attempts 


e Return a punt for a touchdown 
e 3 receivers with 100 yards or more receiving 


e 200 punt return yards or greater by one player 
e Quarterback rushes for 3 touchdowns or more 
* Score 84 points or greater with quarter length of 


6 minutes or less 


e 200 kick return years or greater by one player 
* Complete a run play of 80 yards or more 

* Convert 10 4th down conversions or more 

e Complete 20 consecutive passes 


MADDEN CARD CHECKLIST 


TYPE 
Player 


Player 
Player 
Player 
Player 
Player 
Player 
Player 
Player 
Player 
Player 
Player 
Player 
Player 
Player 
Player 
Player 
Player 
Player 
Player 
Player 
Player 
Player 
Player 


CARD # 
25 


NAME 
Terrell Buckley 


Cris Carter 
Kevin Carter 
Chris Chandler 
Dexter Coakley 
Kerry Collins 
Curtis Conway 
Tim Couch 
Bryan Cox 
Germane Crowell 
Stephen Davis 
Terrell Davis 
Brian Dawkins 
Dermontti Dawson 
Warrick Dunn 
Greg Ellis 

Curtis Enis 
Marshall Faulk 
Brett Favre 

Mark Fields 
William Floyd 
Doug Flutie 
Antonio Freeman 
Joey Galloway 


pees 


POSITION 
CB 


e Two quarterbacks who pass for 200 yards or more 
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CHALLENGES 


e Cause 6 or more turnovers by the defense 


e 7 sacks or more by one player 


e 650 yards of total offense or more by one team 


Have one receiver with 150 yards after catches, or 


greater 


e Rush the ball 40 times or more with a quarter length of 6 
minutes or less 


e Rush for 100 yards or more with 2 different 


running backs 
e Successfully make 5 or more field goals of 45 yards or 


greater 


* Complete a 60-yard run or longer 


Record a safety 


e Gain 100 yards receiving with 2 different players 


CHALLENGES 


e Return two interceptions for touchdowns with one player 


in a game 


e Block a punt or a field goal 


e Return a fumble for a touchdown 
e Hold opposing team to under 50 yards of total offense, 


with a quarter length of 5 minutes or more 


e Record two safeties 


e 250 yards rushing or greater by one player 
e Gain 100 yards rushing and 150 yards passing with 


one player 


e Break 10 tackles with one player 

e Play injured and score a touchdown 
e Complete a 90-yard pass 

e Intercept 5 passes on defense 


CARD # TYPE 
Player 
Player 
Player 
Player 
Player 
Player 
Player 
Player 
Player 
Player 
Player 
Player 
Player 
Player 
Player 
Player 
Player 
Player 
Player 
Player 
Player 
Player 
Player 
Player 


NAME 

Rich Gannon 
Eddie George 
Aaron Glenn 
Terry Glenn 
Tony Gonzalez 
Elvis Grbac 
Darrell Green 
Az-Zahir Hakim 
Jim Harbaugh 
Kevin Hardy 
Marvin Harrison 
Rodney Harrison 
James Hasty 
Ike Hilliard 
Raghib Ismail 
Edgerrin James 
Brad Johnson 
Kevin Johnson 
Keyshawn Johnson 
Andy Katzenmoyer 
Jevon Kearse 
Shaun King 

Levon Kirkland 
Jon Kitna 


POSITION 
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e Have a quarterback with a 100% passing percentage 
while throwing a minimum of 10 passes 
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CARD # TYPE 


73 
74 
75 
76 
77 
78 
79 
80 
81 

82 
83 
84 
85 
86 
87 
88 
89 
90 
91 

92 
93 
94 
95 
96 
97 
98 
99 
100 
101 
102 
103 


Player 
ayer 
ayer 
ayer 
ayer 
layer 
layer 
ayer 
ayer 
ayer 
ayer 
ayer 
ayer 
ayer 
ayer 
Player 
Player 
Player 
Player 
Player 
Player 
Player 
Player 
Player 
Player 
Player 
Player 
Player 
Player 
Player 
Player 
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NAME 

Ty Law 

Dorsey Levens 
Jermaine Lewis 
Mo Lewis 

John Lynch 
Peyton Manning 
Curtis Martin 
Russell Maryland 
Terance Mathis 
Ed McCaffrey 
Keenan McCardell 
Ed McDaniel 
O.J. McDuffie 
Willie McGinest 
Donovan McNabb 
Steve McNair 
Cade McNown 
Natrone Means 
Jamir Miller 
Barry Minter 
Herman Moore 
Rob Moore 
Johnnie Morton 
Randy Moss 

Eric Moulds 


Muhsin Muhammad 


Adrian Murrell 
Ken Norton Jr. 
Jonathan Ogden 
Terrell Owens 
Carl Pickens 


POSITION 


CB 
HB 
WR 


SS 
QB 
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CARD # TYPE 
Player 
Player 


104 
105 
106 
107 
108 
109 
110 
111 
112 
113 


115 
116 


NAME 

Jake Plummer 
Robert Porcher 
John Randle 
Jake Reed 
Jerry Rice 
Simeon Rice 
Andre Rison 
Willie Roaf 
Marcus Robinson 
Bill Romanowski 
Darrell Russell 
Warren Sapp 
Darnay Scott 
Junior Seau 
Jason Sehorn 
Shannon Sharpe 
Akili Smith 
Antowain Smith 
Bruce Smith 
Emmitt Smith 
Jimmy Smith 
Robert Smith 
Rod Smith 
Takeo Spikes 
Shawn Springs 
Duce Staley 
J.J. Stokes 
Michael Strahan 
Bobby Taylor 
Fred Taylor 
Jason Taylor 


POSITION 
QB 
DE 
DT 


HG0 0 ADO TA E OE O0EA GCH EATE ua OUE 000 A 0A 0TA 


PRIMA’S UNAUTHORIZED STRATEGY GUIDE 


CARD # TYPE 


135 
136 
137 
138 
139 
140 
141 
142 
143 
144 
145 
146 
147 
148 
149 
150 
151 
152 
153 
154 
155 
156 
157 
158 
159 
160 
161 
162 
163 
164 
165 
166 
167 
168 
169 
170 
171 
172 
173 
174 
175 
176 
177 
178 
179 
180 
181 
182 
183 
184 
185 
186 
187 
188 
189 
190 
191 
192 
193 


Player 
Player 
Player 
Player 
Player 
Player 
Player 
Player 
Player 
Player 
Player 
Player 
Player 
Player 
Player 
Player 
Cheat 
Cheat 
Cheat 
Cheat 
Cheat 
Cheat 
Cheat 
Cheat 
Cheat 
Cheat 
Cheat 
Cheat 
Cheat 
Cheat 
Cheat 
Cheat 
Cheat 
Cheat 
Cheat 
Cheat 
Cheat 
Cheat 
Cheat 
Cheat 
Cheat 
Cheat 
Cheat 
Cheat 
Cheat 
Cheat 
Historic 
Historic 
Historic 
Historic 
Historic 
Historic 
Historic 
Historic 
Historic 
Historic 
Historic 
Historic 
Historic 


NAME 

Vinny Testaverde 
Yancey Thigpen 
Zach Thomas 
Jessie Tuggle 
Andre Wadsworth 
Wesley Walls 
Hines Ward 

Kurt Warner 
Ricky Watters 
Michael Westbrook 
Aeneas Williams 
Ricky Williams 
Grant Wistrom 
Charles Woodson 
Rod Woodson 
Frank Wycheck 
1st and 20 

1st and 5 

Extra Credit 
David vs. Goliath 
Generous Marking 
Eye Ball 

The Electric Side 
Can't Tackle This 
Sticky Fingers 
Frog Legs 

Da Boot 

Da Bomb 

Couch Potato 
Fumblitis 

Ouch! 

Bingo 

Lightning 
Floating Heads 
Tight Spiral 
Juggernaut 

Mr. Mobility 

Big Money 
Overdrive 

Man at Arms 
Switch Sides 
Shady Deal 

Bigg Boyz 

Real Men 
Slippery When Wet 
13 O'Clock 

Carl Banks 

Bill Bates 
Jerome Brown 
Jim Burt 

Keith Byars 
Dwight Clark 
Gary Clark 
Roger Craig 
Richard Dent 
John Elway 
Boomer Esiason 
Jumpy Geathers 
Kevin Greene 


POSITION 
QB 
WR 
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CARD # TYPE 


194 
195 
196 
197 
198 
199 
200 
201 
202 
203 
204 
205 
206 
207 
208 
209 
210 
211 
212 
213 
214 
215 
216 
217 
218 
219 
220 
221 
222 
223 
224 
225 
226 
227 
228 
229 
230 
231 
232 
233 
234 
235 
236 
237 


Historic 
Historic 
Historic 
Historic 
Historic 
Historic 
Historic 
Historic 
Historic 
Historic 
Historic 
Historic 
Historic 
Historic 
Historic 
Historic 
Historic 
Historic 
Historic 
Historic 
Historic 
Historic 
Historic 
Historic 
Historic 
Historic 
Historic 
Historic 
Historic 
Historic 
Historic 
Historic 
Historic 
Historic 
Historic 
Historic 
Historic 
Stadium 
Stadium 
Stadium 
Stadium 
Stadium 
Stadium 
Stadium 


NAME POSITION 
Dan Hampton 
Rodney Hampton 
Tim Harris 

Ken Harvey 
Craig Heyward 
Jay Hilgenberg 
Merril Hoge 
Keith Jackson 
Rickey Jackson 
Joe Jacoby 
Pepper Johnson 
Brent Jones 
Seth Joyner 
Jim Kelly 

Jim Lachey 
Steve Largent 
Dexter Manley 
Charles Mann 
Dan Marino 
Wilber Marshall 
Clay Matthews 
Jim McMahon 
Karl Mecklenburg 
Dave Meggett 
Matt Millen 

Art Monk 

Joe Morris 
William Perry 
Tom Rathman 
Barry Sanders 
Phil Simms 
Mike Singletary 
Jackie Slater 
Pat Swilling 
Steve Tasker 
Herschel Walker 
Reggie White 
EA SPORTS 
Dodge City 
Christmas 
Tiburon 

Tiburon Bros 
Maddenstein 
Cosmodome 
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238 
239 
240 
241 
242 
243 
244 
245 
246 
247 
248 
249 
250 
251 
252 
253 
254 
255 
256 
257 
258 
259 
260 
261 
262 
263 
264 
265 
266 
267 


CARD # TYPE 


Stadium 
Stadium 
Stadium 
Stadium 
Stadium 
Stadium 
Stadium 
Stadium 
Stadium 
Team 
Team 
Team 
Team 
Team 
Team 
Team 
Team 
Team 
Team 
Team 
Team 
Team 
Team 
Team 
Team 
Team 
Team 
Team 
Team 
Team 
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NAME 

Gridiron 

Salvage Field 
Tiberium 

4th & Incas 

Alpha Blitz 

Nile Hi 

SUPER BOWL XXXVI 
SUPER BOWL XXXVII 
SUPER BOWL XXXVIII 
84 All Madden 

85 All Madden 

86 All Madden 

87 All Madden 

88 All Madden 

89 All Madden 

90 All Madden 

91 All Madden 

92 All Madden 

93 All Madden 

94 All Madden 

95 All Madden 

96 All Madden 

97 All Madden 

98 All Madden 
Madden Super Bowl 
Team Ecko 

Tiburon 

EA Sports 

Monsters 

Sugar Buzz 
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CARD # TYPE 


268 
269 
270 
271 
272 
273 
274 
275 
276 
277 
278 
279 
280 
281 
282 
283 
284 
285 
286 
287 
288 
289 
290 
291 
292 
293 
294 
295 
296 
297 


Team 
Team 
Team 
Team 
Team 
Team 
Team 
Team 
Team 
Team 
Team 
Team 
Team 
Team 
Team 
Team 
Team 
Team 
Team 
Team 
Team 
Team 
Team 
Team 
Team 
Team 
Team 
Team 
Team 
Team 


NAME 
Toymakers 
Clowns 
Praetorians 
Mummies 
Industrials 
Vipers 
Junkyard Dogs 
Marshals 
Comets 

99 Rams 

98 Broncos 
97 Broncos 
96 Packers 
95 Cowboys 
94 49ers 

93 Cowboys 
92 Cowboys 
91 Redskins 
90 Giants 
89 49ers 

88 49ers 

87 Redskins 
86 Giants 
85 Bears 

84 49ers 

83 Raiders 
82 Redskins 
81 49ers 

80 Raiders 
John Madden 
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MAT HOFFMAN’S PRO BMX 


280, 


MAT HOFFMAN'S 


Are you ready to ride? Activision has your 
answer with Mat Hoffman's Pro BMX. It's all 
in there. Eight pro riders —Mat Hoffman, 
Mike Escamilla, Cory Naztazio, Joe Butcher 
Kilowalski, Rick Thorne, Dennis McCoy, 
Kevin Robinson, and Simon Tabron. There's 
even a hidden rider, Tony Hawk, but more on 
that later. This guide gives you the move lists 
for all the riders, plus some tips and tricks 
on how to complete this awesome game. 


< Mat Hoffman's Pro 
BMX features lots of 
tricks like this one. 


< Combine tricks to 

į rack up the points. If 

4 you can pull off a 
200,000-point trick 
combo, you unlock a 
secret level—the 

| warehouse level from 
Tony Hawk Pro Skater. 


< To truly beat the 
game, you need to 
collect all 30 Covers 
and earn the two Gold 
Medals in Career 
mode. You get Covers 
| by completing the 
tasks in Career Mode. 


MOVE LISTS 


Button Combo Move Point Value 
MAT HOFFMAN 
t+0 Rocket Queen 420 
T+9+@ Pendulum 500 
3+0 Front Peg Grab 500 
4+3+0 Backflip (Flair) 1,000 
(Flair = 2,000) 
4+0 Indian Air 400 
v+e+@ Tail Whip 700 
€+@ No-Footed Can Can 250 
p+ €+O Superman 500 
t+ No Hander 300 
T+3+8 Look 2 225 
2+0 Toad Stool 500 
%+9+m X-Up 200 
++ No-Footer 
Switch Hand 400 
viet One-Handed X-Up 225 
+m Barspin 150 
t+ée+m Seat Grab 500 


Matt Hoffman Specials 
t,4 +0 Backflip Tail Whip 5,000 
+, +0 Triple Tail Whip 5,000 
¢,>+8 Peacock 3,000 
+,¥+@ Superman One 
Hander 2,500 
2,3 +0E Bar Hop 2,500 
MIKE ESCAMILLA 
t+0 Rocket No Hander 450 
t+3+0 One-Handed 
One Footer X-Up 700 
3+0 Front Peg Grab 500 
4+3+0 Backflip (Flair) 1,000 
(Flair = 2,000) 
v+@ Indian Air Superman 700 
v+€e+@ Tail Whip 700 
+0 Can Can 250 
t+6e+0 Superman 500 
t+m No Hander 300 
t+9+E Look 2 225 
2+0 Toad Stool 500 
| X-Up 200 
++ One Footer 250 
viet One-Handed X-Up 225 
«+o Barspin 150 
t+¢+8 Nothing 800 
Mike Escamilla Specials 
4,7 +0 Front Flip 5000 
é, 2+ Body Varial 5000 
t, 4+0 Backflip One Footer 3500 
+4,4 +0 Superman Seat 
Grab Barspin 2500 
JOE BUTCHER KILOWALSKI 
t+0 Rocket One-Footer 
Candy Bar 600 
t+3+0 One Handed 
One-Footer X-Up 700 
2+0 Front Peg Grab 500 
+4+3+0 Backflip(Flair 1000 
(Flair=2000) 
++0 Indian Air Seat Grab 400 
v+¢e+@ Tail Whip 700 
+0 Can Can 250 
t+6+0 Superman 500 
t+m Neilarm Strong 300 
T+3+8 Look 2 225 
2+0 Toad Stool 500 
b+ Ot X-Up 200 
b+ No Footer 400 
vt+e+ One-Handed X-Up 225 
e+ Barspin 150 
T+¢+8 Nothing Seat Grab 500 
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Joe Butcher Kilowalski Specials 


t,4 +0 
4, >+0m 


t,t +0 


+4,4 +0 


RICK THORNE 


1+0 
t+>+@ 


>+@ 
b+>+@ 


++@ 
v+e+@ 
+0 
t+e+0 
T+ 
tT+3+8 
2+0 
++3O+ 
v+ 


bvt+e+e 
e+ 
T+¢+%8 


Backflip Tabletop 4,000 
Half Barspin Tail Whip 


4,000 
No-Footed Candy 
Bar One Hander 3,000 
Superman Back 
Peg Barspin 2500 


Rocket No Hander 450 
One-Hander 


One Footer 500 
Front Peg Grab 500 
Backflip (Flair) 1,000 

(Flair = 2,000) 
Indian Air Seat Grab 400 
Tail Whip 700 
Can Can 250 
Superman 500 
No Hander 300 
Look 2 225 
Toad Stool 500 
X-Up 200 
No-Footer 
Switch Hand 400 
One-Handed X-Up 225 
Barspin 150 


Nothing Seat Grab 500 


Rick Thorne Specials 


4,7+@ Front Body Flip 5,000 
T,4+@ Backflip No Footer 4,000 
¢,>+@ Decade Air 4,000 
4,4 +0 Double Seat 

Grab Superman 2,500 
DENNIS MCCOY 
t+0 Rocket One-Footed 

Candy Bar 450 
T+9+@ One-Handed 

One Footer 500 
2+0 Front Peg Grab 500 
+4+3+0 Backflip (Flair) 1,000 

(Flair = 2,000) 

4+0 Indian Air 400 
v+€¢+@ Tail Whip 700 
+0 One-Handed 

Can Can 400 
t+e+0 Superman 500 
T+ No-Handed 

One Footer 300 
?+39+5 Look 2 225 
++ One Hander 500 
v+3+ X-Up 200 
vita No Footer 400 
v+et+e One-Handed X-Up 225 
+m Barspin 150 
T+¢+8 Nothing Seat Grab 500 


Dennis McCoy Specials 


t, 3+0 Decade Air 4,000 
t, 4+0 Backflip One 

Footer 3,500 
+4,32 +0 Double Tail Whip 3,500 
+,4 +0 Superman 

Tail Whip 3,000 
KEVIN ROBINSON 
t+0 Rocket One-Footer 

Candy Bar 600 
t+3+0 One-Handed X-Up 700 
3+0 Front Peg Grab 500 
b+ >+@e Backflip (Flair) 1,000 

(Flair = 2,000) 

4+0 Indian Air 400 
b+€¢+0@ Tail Whip 700 
€¢+@ One-Handed 

Can Can 400 
T+€¢+®@ Superman 500 
T+ No-Handed 

One Footer 500 
T+9+8 Look 2 225 
2+0 One Footer 200 
¢+92+mE X-Up 200 
++ No Footer 400 
v+e+n One-Handed X-Up 225 
+m Barspin 150 
t+¢+8 Nothing Seat Grab 500 


Kevin Robinson Specials 


Tt,4 +0 No-Handed Backflip 
4,000 
>,%+8 Bar Hop 2,500 
+4,4 +0 Superman Tube Grab 
2,500 
3,9 +E One-Handed 
Swing Grab 2,500 
SIMON TABRON 
t+0 Rocket No Hander 450 
t+3+0 One-Handed 
One Footer 500 
3+0 Front Peg Grab 500 
+4+3+0 Backflip (Flair) 1,000 
(Flair = 2,000) 
4+0 Indian Air Superman 500 
v+e+@ Tail Whip 700 
+0 One-Handed 
Can Can 400 
T+¢+@ Superman 500 
+H No Hander 300 
t+3+8 Look 2 225 
>+E One Hander 500 
bt+O+ X-Up 200 
++ No Footer 400 
bie+e One-Handed X-Up 225 
+m Barspin 150 
t+6+m Nothing Seat Grab 500 


Simon Tabron Specials 


t,4 +0 Backflip One 
Footer 3,500 
¢,>3+8 No-Footed Candy Bar 
One Hander 3,500 


1t, +0 Superman 

Seat Grab 2,500 
+4,4 +0 Double Seat Grab 

Superman 2,500 
TONY HAWK 
tT+0 Rocket No Hander 450 
t+3+0 One-Handed X-Up 700 
3+0 Front Peg Grab 500 
vt+3+@ Backflip (Flair) 1,000 

(Flair = 2,000) 

++@ Indian Air 400 
b+€e+@ Tail Whip 700 
+0 One-Footed 

Can Can 250 
t+6+0 Superman 500 
t+ No Hander 300 
t+39+8 Look 2 225 
>+ Toad Stool 500 
b+O+ X-Up 200 
++ No Footer 400 
vte+e One-Handed X-Up 225 
e+ Barspin 150 
T+¢+H Nothing Seat Grab 500 


Tony Hawk Specials 


+4,1? +0 Front Body Flip 5,000 
e, 3+0 Body Varial 5,000 
,3 +0 Decade Air 4,000 
+4,4 +0 Superman 

Tail Whip 3,000 
UNLOCK TONY HAWK 


To unlock Tony Hawk, beat the game with 
all 30 Covers and two Gold Medals. You 
can do this with any rider. 


GRANDMA 


Wanna ride like a grandma? Then retry any 
Career mode level 10 times without letting 
the time run out. On the tenth try, the game 
will say “You ride like a grandma.” Granny 
is now available. 


MORE TIME 


Need extra time in Career mode? Gain 
eight minutes by pausing the game, then 
pressing +E,?,0,x. 


MORE POINTS 


Want more points for your tricks? This 
cheat gets you 10 times the points for 
every trick you pull off. Pause the game, 
then press and hold ŒD while you punch in 
the following sequence: m,@,@,1, 4,4. 


INFINITE BALANCE 


Tired of falling down? Then execute this 
cheat. Pause the game. Then press and 
hold ŒJ. Punch in these buttons: @,¢,%,>. 


INFINITE SPECIALS 


Want to be able to pull off a special move 
anytime you want? Then enter this little 
cheat. Pause the game. Press and hold £4), 
then punch in ¢,4,4,@,%,¢,4,m. 


< Pause the game, 
then press and hold Œ 
4 while you enter this 
button sequence: 
€,4,4,0,7,¢,4,08, 
You'll be able to pull off 
specials all the time. 


BIGGER WHEELS 


<q Want bigger 
tires? Pause the 
game, press and 
hold Œ. Then 
punch in the code: 
4,0,0,4. 


n 
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UNLOCK THE WAREHOUSE FROM 
TONY HAWK PRO SKATER 


Want to play Mat Hoffman on the 
Warehouse level from Tony Hawk Pro 
Skater? Unlocking this one is hard. You'll 
have to pull off a 200,000-point trick. When 
you do, a message stating the following will 
appear—“Your massive combo has 
unlocked a secret level.” Combine tricks to 
rack up points. Pull off a 200,000 point 
trick combo to unlock a secret level—the 
warehouse level from Tony Hawk Pro 
Skater. To get 200,000 points, get some 
serious air and string tricks together with 
the highest point value. 


BURNSIDE 


Need another level? This one’s hard to : 
unlock, too. To play the Burnside level from _ 
Tony Hawk Pro Skater, you have to beat the 

game (with all 30 Covers and both Gold 

Medals) with each of the eight riders! 
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MECH WARRIOR 2 


282, 


In the future, there is only war—and on the battlefields of the 31st Century, BattleMechs reign supreme. Become an 
elite Mech Warrior by following these guidelines. 


e You can ignore what the computer voice 
tells you. Every level, whether you’re working 
for the Wolf Clan or the Falcon, is near 
enough the same. 

e Your only real objective is to stay alive and 
kill the baddies. Whether you're destroying 
enemy bases or defending your own, you’ve 
got to battle on until all your foes are 
beaten, and protect yourself. Whether you’re 
protecting one of your bases or destroying 
an enemy base, the only skill you need is 
the ability to blow the faces right off other 
Mech Warriors. 

e If you’re going to become a Kahn of your 
clan, you have to spend a great deal of time 
in training before even thinking of tackling a 
full-blown campaign. In the training areas, 
you can hone your skills in weapon usage, 
Mech handling, hunting, and inspection, all 
crucial to victory. 

e Whether you’re defending your patch or 
blowing up theirs, you must learn to follow 
and rely on the blue arrows and icons—these 
show you where you should be in the level. 


< Destroying 
enemy bases 
is a fairly 
simple task. 


e You should also keenly watch the radar. The 
green points are the places to consider, and 
the red points are the enemies that must be 
destroyed at all costs. Follow these around 
until they’re history, and the best part of 
your mission is over. Although it’s much 
easier said than done, killing enemies 
methodically like this saves a lot of time. 


CUSTOMIZATION 

The most difficult thing is customizing your 
Mech, and this shouldn't be tackled until 
you’ve already completed the game. When 
you’re changing the basic shape and handling 
of your machine, consider the maximum 
weight you want (the total tonnage for your 
selected chassis), which affects your speed; 
and critical space (the sections designed to 
house weapons and other components), 
which changes depending on your size and 
therefore weight. Engines have various 
speeds and weights. The difficulty is in finding 
the right balance of ease, space, and speed, 
and it’s up to your own preference which type 
of engine you prefer. 


You can also modify your heat sinks, but 
you’re unlikely to be able to do this effectively 
until you’re a seasoned fighter, with all the top 
double heat sinks from the game’s arms 
merchant. 

Unless you just want to use the cheat, 
insert jump jets into your legs and torso to 
give you a leap that puts other fighters to 
shame. Constructed with standard or Endo 
Steel technology, your internal workings can 
be improved throughout the game if you 
purchase an upgrade package. However, 
doing this can take up a lot of space, so it’s 
mostly for veterans. 

Armor is increased in half-ton increments. 
It’s good that you can completely protect 
yourself from enemies, but you’re only 
allowed to take up so much space in your 
vehicle. Once you’ve chosen a total tonnage 
of armor to add, distribute the plates of armor 
to different sections of your Mech’s internal 
structure, then increase or decrease the 
protection for that area. Don't go into battle 
unprotected! 

There’s a wide choice of weapons and 
additional equipment, and you can collect 
more in battle. If you choose heavy, 
ammunition-based weapons, you can add or 
take away ammo as you wish. 


MISSILES 


These are basic weapons designed for close 
combat, so don’t use them on huge enemies 
unless you’re desperate. The SRM-2 unit fires 
two missiles that generally hit the desired 
point, but SRM-4 and SRM-6 versions launch 
great sprays of ammo that are highly effective 
in close combat. 

You can get short-range Streak missile 
launchers that have a useful lock-on feature. 
Once the computer obtains a target lock, the 
Streak missile homes in on its target; 
otherwise, it works the same way as an SRM. 

Finally, there is the long-range missile, 
which can save you from a lot of unnecessary 
damage. These come in LRM-5, LRM-10, 
LRM-15, and LRM-20 units. These launch the 
designated number of missiles in one blast 
every time, and are sure to cause damage if 
fired in the general direction of the enemy. 


CANNONS 


These don’t seem to do much damage, but 
they’re indispensable, especially the extended 
PPC, which is light and powerful. But, of 
course, you do generate heat as a side effect, 
which is a nuisance. 

The LB-X auto-cannon is probably the 
lightest powerful weapon in the game and 
because of the fragmented nature of the 
ammunition, it’s likely that you'll hit your 
quarry with this weapon. You can get it in all 
sizes, right up to 20X. The Ultra Auto-cannon 
is the fastest to reload, and is useful in all 
combat situations. Take your pick. 
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<4 Use lasers 
to take out 
light Mechs 
at range. 


LASERS 


This weapon gives you a rapid, high-energy 
pulse of laser beams that can cause a lot of 
damage, but also generates a lot of heat, so 
use it a sensible distance from the enemy or 
you hurt yourself more. The extended-range 
laser is a far superior version, with useful 
focusing and targeting equipment. 


OTHER WEAPONRY 


The Gauss rifle requires a lot of power to 
operate, but generates little heat and can 
render opponents harmless. And of course, 
there is the machine gun, an old favorite that 
can do plenty of damage when used against 
metallic robots. Try it close up, but avoid 
enemy missiles at all times. 

Now you’re ready to go out and fight. 
There are no tips for individual missions; 
they’re fundamentally the same. 

Just follow the computer’s instructions 
as quickly as possible and go and 
stop the enemy! 


These are entered as passwords: 

Access All Areas T<X0/AXA<= 
Power Chassis T/XO/AZ<#* 
Cruise Freedom #AXO/A4YYA 
More Heat #XX0/A4>Y+ 
Jump Jets Enter #YX0/A>YOL 
Invincibility ##X0/A><UZ. 
Mech Options T#XO/AX>TU 
Ammo Boost TOX0/AX>TU 
More Choices T#XO/AX<<< 


80076CE40400 
80076CE4FFFF 
800012680000 
800D126C0000 
800016300343 


Cruise Control 
Mystery Super Code 
Never Overheat 
Never Overheat 


Speed Increase 


It’s the final hurdle—the destruction of the German V2 rocket plant. Pull this off and you'll be a hero, soldier. And in 
case you need a little back-up from HQ, here’s some in-depth reconnaissance for the last mission. 


MISSION 7, LEVEL 1 


BUZZ BOMB ASSEMBLY 


Objectives 


1. Find V1 Target List 

2. Destroy V1 Launch System 
3. Open Blast Doors 

4. Locate Emergency Hatch 


You begin in a small enclosed area, with 
two German soldiers coming toward you. 
Kill them. Move toward the arched tunnel, 
but be prepared for two more soldiers to 
come running at you. Have your machine 
gun ready and try to hit them with head 
shots before they get close enough to 
shoot you. Farther down the tunnel you 
come to a ladder leading downward. 


A lf you’re unsure of what’s around the corner 
or down a ladder, throw a grenade. At the very 
least, it'll send any enemies scattering for 
cover, allowing you time to run in. 


Drop a grenade down to clear the way, 
then jump down, landing on some crates 
and killing any soldiers that are left. Climb 
up the other ladder, and take out the two 
soldiers. Farther ahead, see the railings at 
the end of the tunnel. A soldier walks out 
from the right—hang back and take him 
out with a head shot. To the left of the 
railings is another soldier and a small room 
housing grenades, shotgun shells and a 
canteen to collect. Head back out of the 
small room and follow the railings around 


to a ladder. Drop down the ladder and take 
out the soldiers there, following the railings 
around to a long corridor with crates. Use 
your machine gun to blow up the crates, 
and any soldiers hiding behind them. A bit 
farther up the corridor, you come to a room 
with computers in, and a scientist up some 
stairs to your left. Kill the scientist and any 
soldiers, then proceed on up the corridor 
and past the windows showing the rocket 
testing. There’s a soldier at the top, and 
another just around the corner—there’s 
also a door leading to a small room with a 
scientist and Health in it. After a few more 
twists and turns, the corridor then opens 
up in a large room with some soldiers 
using crates as cover. 


A Don’t underestimate the bazooka’s 
usefulness in clearing large areas for you. 
There’s nothing like a large explosion to flush 
out enemy soldiers. 

Use your Bazooka to blow up the 
crates, and beware of incoming grenades. 
There is also a scientist to the left, hiding 
behind some pipes. Remember this place 
for later. For now, keep following the path 
until you come to a room with bookcases 
on the left, and crates spread out in the 
room. To your right are two doors, both 
lead to the same place. Go in one of the 
doors and take out the two soldiers lying in 
wait for you. Open the desk and get the 
target list to complete your first objective. 
Now go back out of the room and continue 
the way you were going, so that you head 
down a steep slope and turn left. There’s a 
scientist by a valve wheel, kill him then 
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A Press the action button to place the 
explosive and complete the second of your four 
objectives—destroying the V2 launch system. 


proceed into the room, killing the other 
scientist and picking up the Field Surgeon 
Pack if you need it. Press the action button 
in front of the valve wheel; this opens the 
blast door and completes one of your 
objectives. Then go down the small ladder 
to the computers, and place an explosive 
in the desk to fulfill your second objective. 

Head back the way you came, but be 
prepared for an attack just as you come 
back up the slope, have a shotgun ready to 
take out multiple targets from close 
range—three soldiers and a scientist. Don’t 
be fooled into thinking just because you’ve 
cleared this path once, that it’ll stay clear. 
There are more soldiers up ahead to kill, 
then keep going until you get back to the 
room where you killed the scientist behind 
the pipes. Jump onto the small crate, then 
on to the bigger crate and over the railings 
to the floor below. Looking down the 
tunnel, there are soldiers and a scientist to 
kill. Take care of them first before climbing 
the small ladder opposite where you 
dropped down. 

Go to the other end of the walkway and 
get down onto the track. Crawl along to 
pick up the Field Surgeon Pack, then go 
back along the walkway and down the 
tunnel, dealing with any stragglers you find 
hanging around. At the bottom of the slope 
is another room, on the left hand side is 
the Emergency Hatch—walk into it to 


complete this level. 
CONTINUED > 
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MEDAL OF HONOR 


CONTINUED > 


MISSION 7, LEVEL 2 


VENGEANCE PRODUCTION 


Objectives 


1. Find Scientist roster 

2. Acquire V2 schematics 

3. Gain access to Guidance Lab 

4. Sabotage Gyro Guidance System 
5. Find launch area 


Start off by going straight ahead to the wall 
and turning right. Use the sidestep to edge 
out facing to the right, and pick off the 

soldier with a shot to the back of the head. 


A It’s always worth having a good look around. 
There are plenty of hidden items in Medal of 
Honor, and you’ll need them, especially on 
these last levels. 


Turn around and run to the end of the 
corridor. Look down and to your right, and 
shoot the ventilation grate out. Crawl along 
the passage, shooting the grate at the end, 
then the soldier in the room. If you don't 
need the First Aid Kit, remember where it is 
so that you can come back later if 
necessary. Crawl back through the 
passage. There may be a soldier at the 
other end, so be ready when you go to the 
end of the corridor. 

Head to the left, but watch out for the 
two soldiers that come running toward you. 
If you’re taking damage, pull back behind the 
corner and let them come to you. 
Sometimes they try to grenade you and end 
up blowing themselves up, which is handy 
for you! Cautiously move forward, until you 
come to a long, well lit corridor. Depending 
on how long you took to clear the first area, 
there may or may not be two soldiers 
halfway down the corridor, one on the left, 
one on the right. Take them out with aimed 
shots to the head. Continue down the 
corridor, and down the slope. At the bottom 
you find yourself in an area with a rail car to 
the right. There are also two explosive 
cylinders to the right—edge forward until two 
soldiers run out, then shoot the cylinders to 
make them explode. Mop up any remaining 
soldiers, and move past the rail car and to 
the middle passage of three—there’s a First 
Aid Kit in the first alcove. Go down the 
passage and turn left, then move up to the 


right hand corner in front of you, peeking 
cautiously around the corner, otherwise you'll 
get a face full of lead. 

Ahead of you are three or four soldiers. 
Using manual targeting and the sidestep 
button, pick them off with head shots one 
by one, or simply throw a grenade at them. 
When you’re satisfied the corridor is clear, 
move up to the end and turn right. There are 
two crates, stacked on top of each other. 
Use these as cover, because two soldiers 
pop out unexpectedly from behind them. 
Deal with the soldiers, and pick up the First 
Aid Kit on the table, and move on down the 
corridor which turns to the right. Just a few 


A Sabotaging the Gyro Guidance System should 
put a spoke in the German’s dastardly plans. 


steps down here is an open door on your 
left. In here are two scientists, kill them and 
pick up the scientist roster to complete your 
first objective. Head back out of the room, 
turning left, and continue down the corridor. 
At the end there is a soldier standing on the 
right, kill him and take his weapon. Ignore 
the corridor the soldier was in for now, and 
move ahead to the next short passage on 
your right—there’ll be a soldier to kill here. 
Now turn to the left, then left again and into 
a small room where you'll find a scientist to 
kill and a medicinal canteen to pick up. Now 
head back out of the room, and straight 
ahead until you’re standing on the rail 
tracks. To your right are two cylinders, and 
possibly some soldiers. There is a First Aid 
Kit in the cubicle opposite the cylinders if 
you need it—if not, turn to your right, facing 
some crates. 

Arm your Bazooka, and move slowly 
toward the crates. When you see soldiers 
running toward you from behind the crates, 
hit the middle set of crates with the 
Bazooka to blow up both crates and 
soldiers. If there are any soldiers left 
hanging around, simply mop up the 
remainder on your way past. Ahead and to 
the right is a short corridor with a soldier 
standing in it. Kill the soldier however way 
you choose, and hide behind the crates. 
Take the room on your right, inside is a 
soldier, two canteens and grenades. Go 
back out of the door and straight in front of 
you is another corridor. Head down here 
and into a room with two exits on the right. 
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A couple of soldiers come out from 
either of the exits, so deal with them before 
moving down one of the passages. The 
longer you take to kill the soldiers, the 
more chance you have of soldiers from 
farther away coming to investigate, so it’s 
imperative you keep moving. You should 
now be in aroom with a large rocket in the 
middle, and crates scattered about. To the 
left of the rocket as you look at itis a 
scientist. Take him out with a head shot 
from a distance. Keep moving, and just 
past the rocket there is another soldier on 
the side by the tracks, then another farther 
down. You’ll come to a large room with 
another rocket and another scientist. 

Use the same technique to drop him, 
then run up to where he was standing and 
you'll see the schematics on the table, pick 
them up and you’ve completed the second 
objective of your mission. Turn 180 degrees 
and look up, and shoot the two soldiers on 
the walkway. Climb the ladder, and pick up 
the two canteens at the far end of the 
walkway. Head through the only exit, down 
the little slope and to the left. At the end of 
this corridor, there’s a soldier in a small 
room on the left, and a scientist on the 
right. Kill the soldier first, picking up the 
two canteens in his room, then turn and 
shoot the scientist. 

In the room where the scientist was is 
a First Aid Kit in the corner if you want it. 
The door on the right of the room leads to 
the Guidance Lab, enter here and kill the 
scientist. This completes your third 
objective, and pressing the action button 
while standing in front of the box on the 
table will complete your fourth objective. 

Now all you have to do is find the 
launch area. So, leave the Guidance Lab, 
turn to the right and through the door, 


A Use the cylinders to your advantage. Hit 
them with the Bazooka or machine gun for an 
even bigger explosion. 


killing the scientist on the right and the 
soldier on the left, just behind the corner. 
Collect the two canteens that are where 
the soldier was, and head out by the only 
exit, which leads into a corridor sloping 
downhill. Beware of the two soldiers who 
are hiding in alcoves either side of the 


corridor, and also for the soldiers who 
come running up from the end of the 
corridor. Once you’re down the bottom of 
the corridor, look both left and right for 
enemies. To the left there are two soldiers 
and a First Aid Kit in an alcove. To the right 
is a scientist and a large rocket. Once the 
area is clear, head to the left under the arch 
and into the tunnel. Keep to the right, and 
just ahead of you is an alcove with a 
cylinder in it. Arm your bazooka and fire at 
the cylinder to blow it up and kill the 
soldier hiding in the alcove. 

Move slowly up the tunnel and repeat 
the process in the next alcove, aiming to 
get your rocket into the alcove, as there’s 
no cylinder in this one. Keep on going, and 
you'll see another soldier in the tunnel, pick 
him off with a head shot, and use the 
bazooka to deal with the soldiers in the 
next alcove. The tunnel opens up into the 
launch area, completing your fourth 
objective. Kill the three soldiers, and then 
go through the door in the far right corner 
to complete this level. 


MISSION 7, LEVEL 3 


GOTERDAMMERUNG 
Objective 


1. Launch sabotaged V2 


This is the final level of the final mission, so 
expect heavy resistance. First of all, arm 
your machine gun and take out the soldiers 
ahead of you down the tunnel— 
alternatively, arm a grenade, crawl on your 
belly to a reasonable distance from the 
soldiers, and hold down the fire button to 
get some distance on your throw. If all 
goes to plan, the grenade should blow up 


A Taking control of the machine gun nest is a 
lot of fun, but it leaves you vulnerable to attack 
from the right, especially from soldiers packing 
bazookas. 


on contact with the soldiers, killing both of 
them in one fell swoop. 

This will alert the other soldiers, and 
they’ll start running toward you. Walk 
slowly down the tunnel, moving from side 
to side to avoid taking too much damage. 


Use manual targeting and strafe across the 
tunnel, as the soldiers move from side to 
side to avoid your fire. Just down the 
tunnel, is an entrance to the right leading 
to a little passage with a Field Surgeon 
Pack, but don’t pick this up unless you’re 
down to at least half energy. At the end of 
this little tunnel is a machine gun nest 
which you can take control of if you want. If 
you do, you can kill the soldiers running 
out from in front of you, but beware of 


A The far end of the train offers a good 
position. You can move from side to side and 
use your long range weapons to take out the 
pesky soldiers. 


soldiers sneaking up on your right, where 
you can’t hit them with your machine gun. 
They may throw grenades at you or 
even fire bazookas, so be ready to run. In 
the little concrete area to the left of the 
machine gun nest is a large stash of 
ammo, including plenty of bazooka ammo, 
so don't be afraid to use your bazooka to 
take out groups of Germans. This stash 
also has Field Surgeon Packs in 
abundance, so use these as and when 
necessary. There’s also a Field Surgeon 


A Fight your way through to the V2 Launch 
area—throwing grenades in front of you to 
clear out the bazooka wielding soldiers. 


Pack at the far end of the train, as well as 
one on the low bed trailer. Sometimes 
taking up a position at the far end of the 
train can be advantageous, you can 
sidestep out from behind the train, launch 
a bazooka rocket, then sidestep back into 
safety. 

Germans firing bazookas are easy to 
avoid as long as you see them in time. 
They kneel down in order to get a fix on 
you, if you hit them with one shot as 


A And there it is—the suicidal V2 launches 
skyward, only to come crashing back down to 
squelch the German’s plans for world 
domination. 


they’re knelt down, they can't fire their 
rockets, and you have a chance to kill them 
off. Keep plugging away at the soldiers, 
moving around as much as possible and 
using your Bazooka and grenades to full 
effect. When the flow of soldiers seems to 
stop, investigate the area they were all 
coming from, you'll see a large number of 
crates which you'll have to blow your way 
through with grenades or your bazooka. 

There’s also a Field Surgeon Pack if 
you need it—and you probably will! Once 
through the crates, make your way down 
the rocks, using a grenade to take out the 
bazooka soldier at floor level. There’s 
another bazooka soldier to the right, hiding 
between two buildings. Once you’ve dealt 
with these two, the area is clear, apart from 
a scientist you can see through the glass 
screen. He’s the only one left you have to 
kill, so if you want to, you can get on your 
belly and crawl right under the V2 rocket 
exhaust, for no other reason except the 
fact that you can. Once you’ve satisfied 
your Curiosity, get up on the walkway that 
leads above the room with the scientist, 
and drop in a grenade through the hole in 
the roof. 

With him dead, jump down the hole 
and then turn to the right to launch the 
sabotaged V2 rocket. 


A Drop a grenade down the hole, kill the 
scientist, launch the missile and save the 
world. All in a day’s work. 
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HIDDEN FEATURES 


The hidden features are unlocked by 
completing the missions. The hidden 
features that can be unlocked include 
multiplayer theatres, multiplayer uniforms, 
and secret codes. 


MULTIPLAYER THEATRES 


After you complete Mission 3, and again 
after Mission 7, you get an extra multiplayer 
level. To play the new map, go to the 
Multiplayer mode and choose the map in 
the Game Type menu in the Theatre section. 


MULTIPLAYER UNIFORMS 


After unlocking the uniforms, you can use 
them by going to the Uniform menu in the 
Multiplayer mode and pressing 4 and 6 to 
cycle through them. 


To receive an Excellent rating for a level, 
you have to get at least two “Excellents” 
out of three on a three-level mission, or 
three “Excellents” out of four on a four-level 
mission. At the end of each level, you 
receive a mission rating based on your 
performance during that level. Below are 
the ratings and how to earn them: 


Average: Finish the level. 


Good: Finish the level and eliminate at least 
95 percent of the enemies 


Excellent: Finish level, eliminate at least 95 
percent of the enemies, and have at least 75 
percent health remaining. After each mission 
in which you obtain an Excellent rating, you 
unlock a new secret code. Each is a toggle 
that enables or disables a cheat of some 
kind. Some are helpful in completing the 
single-player missions, and others are meant 
to change and add to multiplayer mode. 


Swell Multiplayer: This causes random 
changes to your characters as you play 
multiplayer mode. It reverses the controls, 
gives you ammunition randomly, freezes 
you, forces you in a direction, and changes 
your firing rate, among other things. 
Definitely swell. Definitely funny. 


Bouncing Bullets: Your shots ricochet off 
the walls. 


No-Reload Mode: No pesky hitting ™ any 
longer, for those who are impatient at heart, 
or just frustrated that the bad guys keep 
wasting you while you’re fiddling with ammo. 


Podoski Mode: Makes every bullet a lethal 
one. Watch the movie in the Gallery menu 
for an explanation. 


Civil War Mode: Basically it’s every Al for 
itself. You can watch the enemies fight each 
other, but watch out, they will also fight 
you. Your only ally remains your buddy. He 
will not turn on you. 


4X Firing Rate: Even your Colt .45 becomes 
an automatic killing machine. Wait ’til you 
see what it does to the submachine guns. 


Unlimited Ammo: No need to pick up 
ammo, you have all you need. This also 
makes the ammo disappear from the levels. 


Invulnerability Mode: No damage. 


Wacky Taxi Mode: This changes the 
mechanics of the single-player missions. It 
gives you a time limit, and the only way to 
add time to the countdown clock is to 
eliminate enemies. You get 10 seconds for 
every enemy you eliminate. 


pare Sey 2, 2983 
Secret Codes 


Swell Multiplayer 
Bouncing Bullets 
No Reload Mode 
Civil War Mode 
Podoski Mode 


4x Firing Rate 
Unlimited Ammo 
invulnerability Mode 
Wacky Taxi Mode 
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MISSIONS AND THE 
FEATURES THEY UNLOCK 
MISSION 1 


Name in parenthesis is the name as it 
appears in the Uniform menu of the 
multiplayer game. 


Uniforms: Petain (Petain), Marie Antionette 
(Marie), Waiter (Garćon), and the Mime 
(Marcel) 


Secret Code: Swell Multiplayer 
MISSION 2 


Uniforms-Moroccan Fez Spy (Viktor), Joan 
of Arc (Joan), and Cyrano (Cyrano) 


Secret Code: Bouncing Bullet Mode 
MISSION 3 


Uniforms: Archeologist (Rheinhold), Greek 
Smuggler (Jakob), and the Minotaur 
(Daedalus) 


Secret Code: No-Reload Mode 
Multiplayer Theatre: Squaresville 
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MISSION 4 


Uniforms: Wewelsburg Knight (Lothar) and 
Nosferatu (Shrek) 


Secret Code: Civil War Mode 


MISSION 5 


Uniforms: Paratrooper (Erich) and Prisoner 
of War (Wild Bill) 


Secret Code: Podoski Mode 


MISSION 6 


Uniforms: Hooded Mountain Trooper 
(Herbert), Factory Worker (Olly), and 
Napoleon (Napoleon) 


Secret Code: 4X Firing Mode 


MISSION 7 


Uniforms: Resistance Fighter (Denis), 
Hunchback (Quasi), DeGaulle (DeGaulle), 
and Statue of Liberty (Frederique) 


Secret Code: Unlimited Ammo Mode, 
Invulnerability (if you get La Croix de la 
Liberation Memento) 


Multiplayer Theatre: Shostakovich Nightmare 


Secret Mission-Panzerknacker Unleashed! 
(if you get a Legion of Honor Memento) 


MISSION 8 


Uniforms: Jimmy Patterson (Jimmy), 
Panzerknacker (Panzerknacker), the Chef 
(Jewels), and Heino (Shlagermeister) 


Secret Code: Wacky Taxi Mode 


OTHER HIDDEN FEATURES 
MEMENTOS 


At the beginning of each walkthrough is a 
description of how to get the Memento from 
each mission. At the end of the game, in 
addition to getting the medal for completing 
Mission 7, you get an additional Memento, 
depending on how many Mementos you 
collected throughout the seven missions. 


e For 1-3 Mementos collected, you receive 
the La Medaille de la France liberee 
(Gratitude of Liberated France) 

e For 4-6 Mementos collected, you receive 
la Croix de la Liberation (Cross of Liberation) 


Enter these passwords in the Password menu 
to get some visual treats that the developer 
hid on the game CD. 


DWIECRANS: Dreamworks Interactive 
Personal Screens 

MOHUEQUIPE: MOHU Team Gallery 
MOHDESSINS: Cartoon Gallery 


e For 7 Mementos collected, you receive the 
Legion d’honneur (Legion of Honor) medal 

e For earning an “Excellent” rating on 
every level of every mission in the game, 
you are awarded the Dreamworks 
Interactive Medal of Valor with Cluster-a 
seriously amazing accomplishment if you 
can do it. 
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With more than 20 levels to beat, Zombies to batter, Demons to skewer and 
bosses to banish, MediEvil is a huge game—too huge for us to fit a complete 
walkthrough here. You need to collect all of the 20 chalices hidden between 
Dan’s Crypt and Zarok’s Lair. Where are they? How do you get them? We’ll tell 
you right now. All the chalices grant you access to the Hall of Heroes, but 
each chalice lets you claim a different item. Find out exactly what right here! 


_ 


A Cemetery Hill: Collecting each chalice on 
MediEvifs 20 levels allows you access to 
the Hall of Heroes and better weaponry. 


CHALICE LOCATIONS 


THE GRAVEYARD 

Find the angel statue on this level and hit it 
with your sword; it turns to face the gate 
that leads to the first chalice. Kill enough 
Zombies on this level, and this chalice is 
the easiest pick-up in the game—it allows 
you to claim the Crossbow. 


CEMETERY HILL 

Near a campfire at the bottom of the 
mountain is a tunnel blocked by a boulder. 
Search the area until you find a Club (it’s in 
the area behind the three boulders) and 
break the giant rock. The tunnel leads to 
two rooms. In the second room, use the 
Club to destroy the bookcase; this opens a 
secret chamber. Light your wooden club (to 


m 


make it a torch) with the fire in this room, 
then leave the secret room and climb the 
stairs to the dark prison cells. Light the 
brazier in the middle of the room, destroy 
the enemies that attack, and then pick up 
the items (the Witch’s Talisman is also 
found here) from the cells. One of them is 
the second chalice. This chalice allows you 
to claim a Life Bottle. 


THE HILLTOP MAUSOLEUM 


After picking up the Moon Rune and the 
Chaos Rune (they lie in adjacent rooms), 
return to the area with the three stained 
glass barriers. Break the red stained-glass 
window (on the right), break the spikes, use 
the Moon Rune in the claw to open the 
gate, and grab the Sheet Music. Retrace 
your steps to find the skeletal organist and 
give him the Sheet Music —this reveals the 
third chalice. This chalice allows you to 
claim the Hammer. 
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RETURN TO THE GRAVEYARD 


After unlocking the Skull door and grabbing 
the Star Rune on the hill inside, open 

the Star Rune door and go into the 
Undertakers. You'll find the next sought- 
after chalice inside here. This item allows 
you to claim two coin chests. 


SCARECROW FIELDS 


Locate the missing Harvester cog (in the 
spinning razor area), then go to the barn. 
Hit the cart away to enter through a hole in 
the wall, then push the hay bail against the 
nearby box and climb up to the platform 
and the switch. Throw the switch, use the 
cog, and follow the activated Harvester out 
of the barn. It cuts a path through the 
cornfield to reveal the chalice at the far 
end. This chalice allows you to claim the 
Broad Sword. 


PUMPKIN GORGE 


After you have used the Star Rune, retrace 
your steps across the swamp, through the 
Chaos Rune gateway, and into a tunnel. 
Locate the nearest Merchant Gargoyle to 
spot a section of wall that seems to be 
discolored. Hit this imperfection with the 
Club or the Hammer to open a secret 
tunnel that leads to the chalice. This 
chalice will allow you to lay claim two 

coin chests. 


THE PUMPKIN SERPENT 


You cannot gain access to the seventh 
chalice until you kill the Pumpkin King. 
When you’ve done this, notice that there’s 
a wooden vat near the Cauldron area. Drop 
down to reach a waterlogged, rat-infested 
passageway; the chalice is at the end. This 
chalice allows you to claim the Spear. 


THE ASYLUM GROUNDS 

Opposite the path with the Unicorn bush 
(and during your hunt for the answer to the 
third riddle), you should follow a path to 
find an Elephant bush and the chalice. This 
chalice allows you to claim the Axe. 


INSIDE THE ASYLUM 

Hidden behind the right-hand doorway in 
the room with a central lava trench, you 
need to destroy everything in this room 
(including the Skull and Crossbones chest) 
to open it. Once you go through the door, 
you cannot miss the chalice—the Earth 
Rune is found here, as well. This chalice 
allows you to claim the Flaming Longbow. 


A The Haunted Ruins: Don’t let any of the farmers die or it'll affect your chalice score! 


THE SLEEPING VILLAGE 

Whatever you do on this level, don’t kill any 
of the townsfolk. You’ve already earned a 
percentage score for them when you start, 
and murdering them only decreases your 
chalice score. Explore the village to 
discover the Shadow Artifact—after 
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you’ve melted the bust and created the 
new crucifix, it can be reached via an open 
gate next to the lake. Near the house 
beyond, look for a small hole in the wall 
that leads to the chalice. This chalice 
allows you to claim the Longbow. 


A Scarecrow Fields: Kill scarecrows to max your chalice percentage. 


THE ENCHANTED EARTH 


After using the Shadow Artifact to open the 
door set in the giant face, enter and locate 
the four elemental symbols. Step on them 
in the following order: fire, earth, water, air. 
This opens the locked gates in this room. 
Watch out for the Shadow Demons that 
attack as the gates are released. When 
they have been defeated, check the empty 
cells for the Shadow Talisman and the 
chalice. This chalice allows you to claim 
three coin chests in the Hall of Heroes. 


THE GALLOWS GAUNTLET 


Hidden behind one of a pair of locked 
gates, just beyond a dragon gate of 

fire, search the passageway to find a gate 
that is open. Stand on the switch inside 
one of the gates to open the gate leading 
to the chalice. This chalice allows you to 
claim a Life Bottle. 


THE LAKE 


After you’ve successfully iced up the 
whirlpool on this level (by activating the 
three huge machines—each requires its 
own particular rune key), drop down 

the whirlpool and follow the only pathway 
to find the chamber of the thirteenth 
chalice. This chalice allows you to claim 
the Magic Longbow. 


THE CRYSTAL CAVES 


You can easily see the location of this 

chalice when you start the Crystal Caves 
level. But you can't claim it until you have 
killed enough bad guys. Returning to get 
this chalice allows you to claim Lightning. 


POOLS OF THE ANCIENT DEAD 


Not too far from the muddy islands near 
the start of the level, if you can spot the 
Chaos Rune, the chalice lies nearby. 
Picking up this chalice allows you to 
receive the Magic Sword. 


THE GHOST SHIP 

Locate the elevator near the rotating 
paddles. Board the elevator, then jump up 
to make the elevator do likewise. When it 
stops, jump out and run along the nearby 
pathway to find this level’s rather elusive 
cup. This chalice allows you to claim four 
chests of coins. 


THE HAUNTED RUINS 


Like the Sleepy Village level, you start The 
Haunted Ruins with an increased chalice 
percentage—so don’t kill any farmers! The 
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A He’s big. He’s a pumpkin. Defeat the King by pounding it from a safe distance with the crossbow. 


sixteenth chalice is easy to find; it’s on the 
outer wall in a turret. Obtaining it, however, 
is a different matter; you may find it difficult 
to kill enough of Zarok’s minions to collect 
it. If you’re successful, this chalice allows 
you to receive two Energy Vials in the Hall 
of Heroes. 


THE ENTRANCE HALL 

Another easy one: Find the chalice in the 
room with the waterfall. Kill the thieving 
Imps surrounding it to maximize your 


percentage score. This chalice allows you 
to claim a Life Bottle. 


THE TIME DEVICE 


The chalice is encased in a giant crystal. 
To shatter the crystal, deactivate the 
beams by thwacking the skull on the 
stone slab and hitting one of the 
conductors. Move the conductors 
surrounding the crystal to make a 
rectangular circuit; this will automatically 
reactivate the beams and release the 
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chalice. This chalice allows you to claim 
three Energy Vials. 


BONUS CHALICE 

To obtain the extra chalice, you must find 
the Ant Caves level hidden within the 
Enchanted Earth. To get there, you must 
use the Witch’s Talisman (see Cemetery Hill) 
to call the witch to the cauldron. Having 
zapped you down to ant-size, you must 
liberate all captured fairies, collect seven 
chunks of amber, and kill the Ant Queen. 


THE “BIGGER” BAD 

Boss #1 

Made out of stained glass, the see-through 
harlequin who guards The Hilltop 
Mausoleum is easily dispatched with the 
Crossbow. Jump over the waves of 
dangerous glass splinters that he launches 
at you and, when his heart starts beating 
outside his body, pound the fire button as 
quickly as you can. 


Boss #2 

The Pumpkin King guarding The Pumpkin 
Serpent level awakens only after you have 
destroyed all the pulsating green pods. 
When he’s finally activated, don’t panic 
when he begins to lob pumpkin bombs 
toward you. Stand your ground and deal 
with him the same way as the stained glass 
boss; fire the Crossbow with finger- 
breaking speed. 


Boss #3 

Guarding the Enchanted Forest are two 
Shadow Demons who make life difficult for 
you midway through the game. As usual, 
your best friend in a fight like this is a 
distance weapon, so attack with your most 
impressive shooter first and, when your 
ammunition is exhausted, switch to 
something smaller. Weapons like the 
Flaming Longbow, the Spear and even the 
humble Crossbow can inflict damage on 
these nightmares if aimed well. Oh, and 
watch out for that tilting floor; it only stops 
tipping up and down when the Demons 
begin dropping boulders from the air. 


Boss #4 

The Golems in the Haunted Ruins are 
another test of your gaming prowess. What 
makes things almost impossible is that 
your arsenal of fantasy weaponry has no 
effect on these rock-monsters. Instead, you 
must use a new Strategy: drive or force 
your enemy toward the edge of the fighting 


Both of these in-game cheats work only on 


the PAL version of the game: 


CHEAT MODE 
Pause the game and, while holding C3, 
press: +, t, E, A, A, @, 4, 1, E, A 


EXTENDED CHEAT MODE 

Pause the game and again, while holding 
down CA, press: 4, @, A, @, @, A, €, @, 
t, 4,7, @, &, &, A, >, @,¢,¢, A, @, 
4,0, 0, > 
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area, so that they fall off and drop into the 
bottomless void. 


Boss #5 

Fighting the dragon in the Crystal Caves is 
just as tough as the Golems. After 
releasing him with the dragon gems, use 
the Hammer to collapse the tunnels he 
appears from. As the dragon sticks his 
scaly head out on level 2, you should be 
standing on level 3, ready to bring your 
floor (his ceiling) crashing down on him in 
one deadly swoop. There’s a pattern to 
his movements — watch, learn, and then 
destroy him. Your reward for defeating him 
is the Dragon Armor. 


Boss #6 

During the secret Ant Cave, you must 
battle the Queen Ant if you want to 
complete the area and collect the extra 
chalice. This angry bug has a poison attack 


and sends soldier ants to divert your 
attention from her. To defeat this bug, deal 
with her soldier ants first by hacking at 
them with any of your melee weapons — 
Broad Sword, Axe, etc. 

After destroying her troops, you should 
only attack the Queen Ant when she makes 
the room shake and rocks fall from the 
roof. When this happens, switch from your 
hack ‘n’ slash equipment to your missile 
weapons. Fire everything you have at the 
boss until she dies. 


Zarok’s Lair 

MediEvil’s final showdown can take a lot 
out of poor old Dan; this series of battles 
will test your brainpower and reflexes to 
the limit. When you finally enter the castle, 
grab the Shield and the Lightning from the 
two chests beside the door. To combat 
Zarok’s soldiers, the Chalice of Souls 
creates skeletal soldiers to fight for you. 
Use the Lightning to keep your soldiers’ 
strength up (green means that they’re 
healthy, red means that they are near 
destruction), because only these undead 
warriors can defeat Zarok’s troops. Any 
skeletons remaining after this initial battle 
turn into handy Energy Vials. 

Next up is the impressive-looking, but 
easily defeated Lord Kardok. Fire repeated 
volleys from the Magic Longbow. Note that 
you can only attack him as he gallops 
toward you; don’t waste your ammunition 
attacking him unless he’s doing this. 
Finally, Zarok obviously figures that if you 


want something done properly, you’ve got 
to do it yourself and sets out to destroy 
Dan once and for all. Conserve your 
strength and try to make yourself a difficult 
target by constantly moving when you fight 
the game’s ultimate bad guy. Constant 
dashing also helps you stay alive because, 
like Kardok before him, Zarok is only 
vulnerable at key points during the battle. 
Unfortunately for him, we know that his 
weak spot is his underbelly. Target this spot 
with any missile weapons you’ve got. It 
might take some time to bring him down 
this way, but it’s preferable to close- 
quarters fighting, because Zarok has a 
particularly devastating crush attack. 
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It’s been 500 years since Sir Dan walked the earth. If he’s going to survive the 
hordes of rotting undead, vicious creatures and the maniacal Lord Palethorn, 


you’re going to need some help. 


LEVEL 7: DAN-KENSTEIN 


PUZZLES 


Puzzle 1: Make a Monster 

The goal of this level is to build a monster 
to contend against Palethorn’s Iron Slugger, 
by collecting a series of body parts from 
the bowels of the Underground. These 
Limbs are attached to freakish creatures 
through the doors at the far wall of the 
Professor’s Laboratory and must be 
attacked and destroyed to detach the Limb 
from its body. You only have eight minutes 
to retrieve all of the Limbs (two arms, two 
legs, torso and bum) and have an even 
shorter time of 20 seconds to return a 
Limb, once picked up, to the Professor in 
the room on the right. 

There is no set pattern to finding all the 
Limbs, as the monsters are constantly 
roaming the level. Try to remember which 
Limbs you need so avoid wasting time 
attacking a Limb Creature you already 
have. The last Limb, the bum, can be found 
rolling around the train tracks on a rail car. 


Ain order to defend himself, Sir Dan can seek 
refuge behind a selection of shields. The 
Blocking and Ducking is activated by the 4 
button. 


PUZZLE 2: THE CHALICE 


The Chalice of Souls is well-hidden in this 
level. It’s back inside the main area of the 
Professor’s Laboratory, on the roof of the 
small shack in the left-hand corner. After 


you’ve filled the Chalice with enough souls 
from the Limb Creatures, follow the train 
tracks up and around the front of the room 
(past the clock on the wall) and back into the 
main area of the Laboratory. You should now 
be up high, overlooking the Lab below. Go to 
the left-hand side of the room and locate the 
Chalice. When you are right across from it, 
execute a Daring Dash and a jump to land 
safely on the roof and claim your prize. 


LEVEL 8: WULFRUM HALL 


PUZZLES 


Puzzle 1: Gain Entrance to the Hall 

Using the Dan-Hands, go inside the open 
window. Get the Front Door Key from on 
top of a table and when the coast is clear, 
use the dumbwaiter to reach the first floor, 
and hop up crates to a bookshelf to get 
back out of a window. Once reunited with 
your body, you can use the Key. 


Puzzle 2: Exterminate the Vampires 

Each room contains at least two coffins, a 
boarded-up window which must be broken 
to let the sun in, and the means to get the 
coffins or the Vampires into the sunlight. 


A Swap between controlling Headless Sir Dan 
and Dan-Hand by holding ŒD in conjunction 
with the 4 button. 
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1. Kind of a Drag!: 

The first coffin will go up in scorching 
flames when you successfully break the 
boards from the window. The second coffin 
must be dragged into the sunlight. 


AThe X button lets Sir Dan push or pull certain 
objects in the game. Just go up to the object 
and press X—Sir Dan will lock on to it. Then 
move the D-pad in the direction you wish to go. 


2. A Raising in The Sun: 

Break the window covering and push the 
first coffin into the sunlight. Use the small 
crate to activate the elevator in the center of 
the room, then push the second coffin over 
the elevator and onto the crate. Move the 
crate to the other side of the room and 
push/pull the second coffin into the sunlight. 


3. Smashing, Baby!: 

Jump across the swinging platforms to 
break the boarded-up window. Move the 
coffins on the second floor to the edge, but 
don’t drag them across any gray floor 
panels. Push them over, one at a time, and 
they’ll break on the floor below. Drop down 
and push the sets of crates towards the 
Vampires until they enter the sunlight. 


4. Up, Up and Away!: 

Create an opening in the walled-in area by 
dragging the large crates back from the 
entrance. Push the small crate into the area 
and out the back side, then move it to the 
left of the opening. Ride the elevator up 
and break the boarded window. Make your 
way around the platforms and push a coffin 
to the ground below. Get back downstairs 
and have the Vampire follow you into the 
walled-in area. Push the large crates to 
block the exit. Get him to follow you again 
out the back side. Use the small crate to 
push him on the elevator, where the 
Vampire will be sent to his doom. Watch for 
flaming, falling bodies. Move the boxes 
back to reset the trap and ride the elevator 


back up top. Follow the same steps with 
the second coffin. 


5. Blueprint for Success: 

Check the pattern on the wall of the room 
with the fountain. Follow the path up to a 
circular room and break the boarded-up 
window. Return back down below to the 
coffins. One at a time, move them to the 
doorway avoiding any squares that had a 
Vampire’s picture on them according to the 
pattern. Push the coffin through the 
doorway, jump below and hit the lever three 
times to fry the Vampire with sunlight 
reflected from the chandelier. Repeat for the 
next two coffins. (Level 9 has no puzzles) 


LEVEL 10: WHITECHAPEL 
PUZZLES 


Puzzle 1: Obtain Club Membership Card 
Use the small crate at the dead-end past 
the Club to reach the boarded windows. 
Climb up and onto the roof and enter the 
building through the upstairs window. Head 
down to the basement and break the 
crates to obtain the Library Key. Back on 
the ground floor, use the Library Key to 
open the door. The Club Membership Card 
is on the second floor of the Library, up a 
small ladder. 


Puzzle 2: Obtain Beard 

You must first obtain the Griffin and 
Unicorn Shields. The Griffin Shield is in the 
same building (Isibod’s residence) as the 
Library. In the cellar where you found the 
Library Key, use Dan-Hands to enter the 
opening to the coal chute. A switch on the 
floor will open up a secret room behind a 
bookcase on the ground floor. Inside is the 
Griffin Shield. The Unicorn Shield is hidden 
near Isibod’s monument. Step on the 
switch to turn on the lanterns, then rotate 
them with your Sword so that they all face 
the center prism. Use the switches near 
each lantern to change their colors. One 
must be blue, one red, and the other green. 
A secret compartment will open at the 
back of the statue containing the Unicorn 
Shield. Take both Shields to the Crypt near 
the Chapel at the start of the level. Select 
them from your inventory and the door will 
open. Go inside. After defeating the 
Zombies, you have to defeat Isibod’s 
reanimated corpse. When you do, you'll 
find his Beard inside the sarcophagus. 


Puzzle 3: Obtain Clothing 


The door to the tailor’s shop is locked from 
the inside, but there is a back entrance. 
Head through the cellar inside the back of 
the pub, destroying the crates in your way. 
Once inside the tailor’s shop, enter the 
changing room and Sir Dan will 
automatically exit wearing a fine suit. 


AAmong other new moves, Sir Dan can now 
climb ladders. Just push forward on the D-pad 
to position Sir Dan next to the ladder. Then 
press up, down, left or right to make him climb. 


PUZZLES 


Puzzle 1: Traversing the Raised Pipes 

You come to an area of water with a ladder 
just out of reach. Using the Dan-Hand, 
enter a hole in the wall in the previous room 
by climbing a stack of boxes. Walk inside 
the small piece of pipe which is touching 
the ledge. Now, switch back to Headless Sir 
Dan and give the nearby lever a whack. This 
will cause the overhead pipes to change 
positions. Whack the lever until a pipe falls 
in beside the pipe carrying Dan-Hand. 
Switch to Dan-Hand and scurry to the end 
of the next section of pipe. Switch back to 
Headless Sir Dan and whack the lever. 
Repeat this process until you can reach the 
opposite side of the room with the Dan- 
Hand. Standing on the corner switch lowers 
all the pipes, providing a footing for Sir Dan 
to reach the ladder. 


LEVEL 12: THE TIME 


MACHINE—MUSEUM 
PUZZLES 


Puzzle 1: To The Moon 
Use Dan-Hand to enter the lunar display 
through the crack in the glass. Stand near 
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the rocket ship in the corner, then switch 
control to Headless Sir Dan. Outside the 
display are three buttons. Stand on one 
and an alien will rise up from one of the 
craters and start firing at Dan-Hand. 
Quickly switch back to Dan-Hand and jump 
as soon as you hear the alien make a 
sound. The shot will hit the rocket, 
destroying a stage. Repeat this with the 
other two aliens. When all three stages 
have been sufficiently destroyed, a Time 
Machine Piece will be given to you. 


Dodge any bullets shot by Musket-Wielding 
Guards by holding ( and using the D-pad 
or left stick to strafe. 


Puzzle 2: Blow The Celestial Horn 

The instrument will automatically play a 
sequence of three notes, causing the 
buttons on the floor to light. Watch and 
listen carefully, then walk over the buttons 
in the same order. After ever successful 
recital, another note will be added until the 
tune becomes a sequence of eight notes. If 
you are able to successfully copy the tune, 
a Time Machine Piece will be given to you. 


LEVEL 13: THE TIME 


MACHINE—SEWER 
PUZZLES 


Puzzle 1: Free Danny 

When Sir Dan attempts to steal the Time 
Stone, he is locked in a cage. Place your 
head on the disembodied hand which 
comes to your rescue. Exit the room 
through the small hole and make your way 
back to the main building in the center of 
the cavern. Stand on the switch inside the 
fireplace to raise the cage and open the 
door to free Sir Dan. 
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MEGA MAN 
LEGENDS 


MINI OBJECTS AND SECRETS 


THE MUSEUM: COMPLETING THE 
PAINTING 


In Uptown, it would appear that the Museum 
Curator, who stands atop the KTOX logo in 
the grass with her easel, is a budding artist. 
Unfortunately, there’s something just not right 
about that picture. Everyone’s a critic! If 
nobody else is going to help her get more 
color into her picture, it’s up to you to do 
what you can. While it isn’t exactly a paint 
store, head for the Dressmaker Shop. It’s run 
by women. Maybe they have a suggestion? 
The Dressmaker Shop Owner seems to have 
some idea about what you could use to 
complete the picture—Red Lipstick. It isn’t 
exactly what you were thinking, but if it does 
the trick, why not? Returning to the museum, 
the Curator recognizes that your Lipstick is 
just what she needs to complete her painting. 
The Museum is now open, and the second 
floor display of the Curator’s painting has 
been dedicated to you! It may not be the 
Mona Lisa, but it still deserves to be 
prominently displayed in this museum. 


BRINGING THE CURATOR ARTIFACTS 


Now that you’ve broken the ice with the 
Curator, she knows that you’re a Digger. And 
she would very much appreciate you bringing 
her any old artifacts you might find during 
your adventures. She will put them on display 
and hopefully bring more people into the 
museum. As you find these secret items, you 
will earn “Secret Points.” The amount of 
Secret Points you collect is based on how 
many visitors come to the museum to see 
the artifacts. Here are the items you must 
bring her to complete her display: 


e Old Bone (worth three secret points): The 
Curator will put this on display as an 
“Ancient Digging Tool.” This item can be 
found in the labyrinths. 


e Old Heater (worth four secret points): The 
Curator will put this on display as a “Fire 
Pot.’ This item can be obtained by helping 
the club members rebuild their clubhouse 

Y Your chances of beating this robotic titan could 

be better if you complete some of the game’s 

mini-missions. 


and then bringing them a comic book (see 
“Building the Clubhouse.”) 


e Old Doll (worth five secret points): The 
Curator will put this on display as a “Human 
Doll.” This item can be found in the 
labyrinths. 


e Antique Bell (worth six secret points): The 
Curator will put this on display as a 
“Kattleox Bell.” This item can be found in 
the labyrinths. 


e Giant Horn (worth seven secret points): The 
Curator will put this on display as a “Giant 
Horn.” You will get this for attaining Rank A 
in the Technical Course of the KTOX Races. 


e Shiny Object (worth eight secret points): The 
Curator will display this as a “Crystal Fossil.” 
This item can be found in the labyrinths. 


e Old Shield (worth nine secret points): The 
Curator will display this as an “Antique Shield.” 
This item can be found in the labyrinths. 


e Shiny Red Stone (worth ten secret points): 
The Curator will put this on display as a 
“Reaverbot Eye.” This item can be found in 
the labyrinths. When you have found all the 
artifacts, talk to the little girl in the green 
dress on the second floor. She will give you 
a Prism Crystal. This Crystal, when 
combined with the X Buster and Weapon 
Plans, will let Roll build you the devastating 
Shining Laser Special Weapon! 


KTOX TV GAME SHOWS: BEAST 
HUNTER 


You'll find the KTOX TV Station in Uptown. 
Whenever you need a break from the Digging 
business, come to the KTOX Station and 
participate in a few of its fun TV game shows! 
To enter the Beast Hunter or the Balloon 
Fantasy game shows, you'll need to talk to 
the courteous receptionist behind the front 
desk. You can also view the high scores to all 
of the games here by talking to the kind lady 
standing near the elevators. 

To win at Beast Hunter, you need to be 
very accurate with your aim. Hit the dog 
chasing the man, and 
you earn one point, but 
hit the man and you lose 
one point. To earn extra 
points, hit the flashing 
dog that runs out from 
time to time. You’ll get two points instead of 
one! It’s easy to move around and try to get 
fancy with the ball. But to earn rank after 
rank, it’s best just to stand in place and time 
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ysis 


Buy Mega Man Legends: Prima's Official in a 
Strategy Guide, tor detailed maps of all i 
areas (including a complete labyrinth map), 


plus complete mission walkthroughs. 


Mega Man is the ultimate hero, even if 
everyone keeps calling him “Blue Boy” 
and “that kid.” He doesn’t know where he 
came from; he just knows that his destiny 
will be revealed when he’s older. In the 


meantime, Mega Man is looking for adventure. And if you 
want to squeeze the most out of this superhero puzzler, 
check out the tips and tricks on the next six pages. They'll 
guide you to all the hidden secrets and weapons. Now you 
can solve the complete mystery of Kattleox Island. 


your kicks carefully. You can also earn extra 
points when the tiny dog statue appears in 
place of the ball. Each successful hit will earn 
you two points, but hitting the person will 
knock two points off your score. Don't blow it. 


KTOX TV GAME SHOWS: BALLOON 
FANTASY 


The keys to winning the Balloon Fantasy 
game are accuracy and speed. Be sure to set 
up your Buster weapons to maximize both 
before you go on the air. It’s difficult to always 
be accurate with so much chaos surrounding 
you, but do your best to hit only the red 
balloons. If you hit a blue balloon, you’ll lose 
precious time. If you frequently miss distant 
targets, it might be a good idea to close the 
gap and take shots from up close. It’ll cut 
down on your missed shots, as well as the 
number of times you hit the wrong target. 


BOMBS HIDDEN IN DOWNTOWN 
After obtaining the Red Refractor, talk to the 
Inspector at the Police Station. (If the Police 
Station was destroyed during the City Hall 
skirmish, you won't be able to complete this 
mini-mission.) You'll find the Inspector waiting 
for you inside his office. He may not realize it 
at first, but you’re the perfect candidate for 
this next job. When a bomb explodes right in 
front of you, you realize that getting to the 
remaining two bombs quickly is of the utmost 
importance. Quick—better get moving! 

You could talk to one of the townspeople. But 
it should be obvious to any bomb squad 
member that hiding the explosives in the 
least obvious places is what terrorists do. 
Examine the alleyways to quickly find and 
disarm the most obvious of the two bombs. 
Now that this first ground bomb has been 
found, it’s time to take to the rooftops to find 
the more dangerous and hard-to-find bomb. 
It’s probably easiest to get onto the buildings 
from the surrounding lampposts. However, 
you can also use soda machines or even the 
Sub City entrance (if it has appeared yet). 
Carefully jump from rooftop to rooftop until 
you scout out the final bomb. Then scoop it 
up and deactivate it before it can detonate. 
Whew! That was a close call! Your reward will 
be Plastique and a Bomb. Roll can use these 


>The museum artist 
needs lipstick to finish 
her painting. 


if you can earn Rank A in this event, you ll be 
presented with the Zetsabre. Make sure to 
have Roll take 

a look at it. 


>To enter the Beast 
Hunter game, talk to 
the TV receptionist. 


items to build you 
new weapons. 


BUILDING THE CLUBHOUSE 

After obtaining the Red Refractor, find the 
abandoned house between the hills of Yass 
Plains. Talk to the three boys in the 
abandoned house to find out that they want 
to fix the place up and make a cool 
clubhouse! If you ask, they will invite you to 
join their secret club. To be a useful member 
of the club, you must help get the clubhouse 
built. The boys need you to go to City Hall 
and talk to the man in the yellow hard hat. 
Ask him if you can use his Pick Ax. Leave the 
boys alone to build for a while; then return. 
Now they need a Saw, which you can talk to 
the same man in City Hall about. He’ll then 
send you to Downtown to check the Garbage 
Pail. After a little more time has passed, you'll 
return to find the clubhouse looking brand 
new! The boys are so grateful, they’ll give you 
a special reward: Marlwolf Shell! Returning 
extra items to the clubhouse will also yield 
more useful objects: 


e The Stag Beetle under the tree in Clozer 
Woods would make a good companion for 
the clubhouse’s new Beetle! Bring it back 
to the clubhouse, and you'll receive 
“Broken Circuits.” 


e Someone left a perfectly good magazine 
out behind the shack on the hill in Yass 
Plains! Bring it to the boys, and you’ll get a 
very cool part: an X Buster! 


e The Beetle under the tree in southern 
Cardon Woods would make a cool pet for 
the clubhouse. Take it there and you'll 
receive an “Old Heater.” Take the Old Heater 
back to the Museum Curator so she can 
add it to her display. 


KTOX GAME SHOWS: THE RACES 
When you’ve equipped the Jet Skates, come 
to the KTOX studios and talk with the 
Director in the lounge area. To try out for the 
races, talk to the Director standing across 
from all the monitors. There are three different 
races for Mega Man to participate in, with 
each course being more difficult to navigate 
than the last. Each course requires lots of 
practice to master. But one thing remains the 
same for every course—if you hit any of the 
yellow cones, the timer will stop for a few 
seconds. Do what 
you can to hit all of 
the yellow cones you 
can find because it 
may be the only way 
for you to beat the 
<The clubhouse mission 


starts here after getting 
-the Red Refractor. 


AHelp the inspector 
locate the bombs 
planted in Downtown. 


clock. Don't forget to use the Œ) and R1 
buttons, too; they’ll help Mega Man turn 
those sharp corners. They really come in 
handy when you have got to slalom through 
several cones that are on opposite sides of 
the course. 

Each course has its own prize, so you'll 
have to master them all to collect all of the 
prizes. 


Ain Beast Hunter, hit 
the dog—NOT the man 
that it’s chasing. 


Technical Course: “Giant Horn” 
Straight Course: “Music Box” 
Left Course: “Omni-Unit” 


Don't stress out over breaking the records 
that have already been set because all you’ll 
get is extra Zenny for your trouble. Of course, 
it sure does feel good to set a new record. 


LITTLE GIRL IN THE HOSPITAL 


When the Flutter is fixed and floating again, 
talk to the little girl in the Hospital in Uptown. 
Ira has been confined to this wheelchair far 
too long for her active imagination to bear. 
Fortunately, the Hospital can upgrade its 
equipment to help her, but who do you talk 
to? This nurse feels the same way you do, but 
she hasn't got the money or the authority to 
make the change herself. It’s time to seek out 
a higher authority. It’s a good thing you and 
the Mayor are such good friends. Although 
15,000 Zenny might seem like a lot of money, 
it’s the only way to help Ira walk again. It was 
worth the money just to see the smile on her 
face, wasn't it? Now she can find out what 
the other islands look like on her own! 


LOST MONEY BAG 


When you’ve saved Downtown from the 
Bomb threat, talk to the Inspector at the 
Police Station in City Hall. (You can’t 
complete this mini-mission if either the Police 
Station or the Library has been destroyed.) 
Talk to the unfortunate man in the Police 
Station Lobby first. The last time he 
remembers having his bag of money was 
when he went to the Electric Shop in Apple 
Market. Go there. The owner of the Electric 
Shop remembers the man saying he was 
starting to get hungry. Better talk to the 
Jetlag Bakery! The baker in the Jetlag Bakery 
recalls hearing the man say that he had some 
research to do at the Library. Downtown here 
we come! The little girl there remembers 
seeing the man, but he didn’t have a bag with 
him. Talk to the Librarian, and she’ll suggest 
you check places where you 

can buy a drink. Outside in 

Downtown, the best Vending 

Machine stands near the North [= 

Door. What’s up with the little 

boy across the street from the 

library? Talk to him several 

times and he'll eventually tell you that the 
man ran by and nearly knocked him down. To 
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AThe three boys will AGet the clubhouse 
tell you what they built by talking to this 


need for their club. man outside City Hall. 


get even, he says he threw the man’s bag in 
the garbage. Check the Garbage Pail across 
from the Library. Then bring the Bag of 
Money back to the Inspector in the Police 
Station in City Hall. Your reward from the man 
is a cool item—an Arm Supporter. Roll will 
use this to develop a rare item for you. 


FIND THE GROCER’S WIFE 


Once you have opened the Main Gate, talking 
to the Grocer in Apple Market will begin this 
mini-mission. It’s hard enough to find 
someone lost in the forest, let alone someone 
who blends in with the scenery so well. But 
she is there if you look hard and long enough. 
Found her yet? When you have, you had 
better get her to the hospital— pronto! The 
Grocer had almost given up hope, but you 
managed to save the day once again. He 
demonstrates his gratitude by giving you a 
very valuable token of his esteem. 


CATCH THE BANK ROBBERS 


Once you have defeated the monstrous 
Bruno, go to the Flutter and watch TV to 
begin this scenario. This event can’t take 
place if either the Police Station or Library 
has been destroyed. Back on the up-and- 
floating Flutter, go into the living room with 
Gramps and watch a little television. What’s 
this? The Bank in Uptown has been robbed, 
and the car chase is happening Downtown! 

It looks like those tricky Bonnes are up to 
their old tricks again! This time, they’ve stolen 
money from the Bank and are trying to make 
their getaway. Fortunately, the Police are on 
the case, but it looks like they’re going to 
need your help to catch the Bonnes. If you 
manage to lose the Bonnes during your hot 
pursuit, always be on the lookout for the 
police car. The cops might not be able to 
close in on the Bonnes’ car, but they never 
lose track of it. Locate the trunk of cash and 
pick it up quickly before someone else 
comes along and tries to run off with it! 
Doing your moral duty is a big part of being a 
good citizen. The Inspector will really 
appreciate getting this money back. He'll 
even give you a reward when it’s been 
returned to the station. All in a day’s work. 


TAKE HOME A CAT 

Once you’ve opened the Main Gate, you'll 
see a cat wandering around in front of it. Pick 
it up and take it to the Flutter. Before you 
know it, you’ll have eight cats, but your 
reputation as a 
nice guy will 
go up. 


As more art enthusiasts begin to appear, talk 
to them. Some of them may give you Zenny 
for your efforts. 
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AUse the L and R buttons A How do you help the 
to take the corners in girl in the hospital? Go 
the KTOX race. see the Mayor. 


GIFTS FOR ROLL 


Along the way, you’ll come across several 
items that would be perfect to thank Roll for 
all her mechanical expertise. These items are: 


e A Flower, which can be found in the Clozer 
Woods near Portal 3. 


e A Ring, which can be found in a hole in the 
wall in the labyrinth. 


e A Music Box, which you get for winning the 
KTOX Straight Course Race. 


KICK THE CAN FOR ZENNY 


It looks like the city has a new problem on its 
hands —litter bugs! It might seem pointless, 
but it sure is a lot of fun to kick a trashcan 
around—the one near the Bakery. Although 
this will bring you money, it will also lower 
your reputation around town. It’s usually more 
productive to just play the KTOX game shows 
for money anyway. 

But while you’re kicking the can around, 
why not aim toward the Bakery? Rumor has 
it that the owner is a real environmentalist. If 
you can get the can on the other side of her 
counter, the Bakery Owner will give you a big 
reward for keeping the streets clean. As long 
as there’s a can in the street, you can keep 
on doing this until you break the bank (or 
your foot, whichever comes first). 


MUSIC IN THE CD STORE 


If you'd like to get away from the hustle and 
bustle of a hero’s life, you can always listen to 
some tunes inside the CD Store. Just don’t 
spend too long chilling out—the city still 
needs your help! 


MEGA MAN'S REPUTATION 


It’s hard enough to battle your way through 
pirates and Reaverbots without earning 
yourself a bad rep! If you do things that are 
just plain awful, the people of Kattleox will 
begin to take notice. Worst of all, your 
attitude will be reflected by your body color. If 
you are truly bad, you will turn black. 
There are three levels of reputation: good, 
normal, and bad. The easiest way to check 
your reputation is to, ironically, listen for 
commentary at the local residents’ doors. 


EVENTS THAT LOWER YOUR 

REPUTATION 

e Kick a Vending 

Machine to get a 
free drink. 


Check out the bakery 
ee in your hunt for the lost 
| money bag. 


he grocer’s runaway AThe bank has been 
wife is hiding away in robbed and there’s a 
the forest. car chase taking place. 


e Break a Vending Machine. 

e Kick any animal (cats, pigeons, the dog— 
Paprika, etc.) 

e Let a bomb (or both) explode during the 
Hidden Bombs event. 

e Leave with the suitcase full of money during 
the Bank Robbery event instead of giving it 
to the Inspector. 

e Kick the empty cans into the Jetlag Bakery. 

e Crash the KTOXTV Station zeppelin during 
the attack on City Hall. 

e Shoot the police car during the Bank 
Robbery. 


EVENTS THAT RAISE YOUR 
REPUTATION 


e Complete all of the mini-missions. 

e Collect bombs during the Hidden 
Bomb event. 

e Return the missing Bag of Money to the 
worried man in the Police Station. 

e Return the suitcase to the Inspector during 
the Bank Robbery event. 

e Cure Ira’s legs. 

e Reconstruct City Hall. 

e Reconstruct the Police Station. 

e Reconstruct the Bank. 

e Reconstruct the Library. 

e Reconstruct all the houses. 

e Reconstruct all the high-class houses. 

e Save City Hall from the pirate attack. 

e Defeat Marlwolf and accept the request for 
underground research. 

e Obtain Yellow Refractor. 

e Obtain Red Refractor. 

e Defeat Bruno in the Old City. 

¢ Bring the Museum Curator the Red Lipstick. 

e Donate works of art to the Museum. 


SECRET MODES 


MAXIMUM BUSTER 


Once you finish the game and the Start 
Screen appears, you will be able to select 
between “Normal” and “Hard” modes. Begin 
in “Hard Mode” and save your game. 

After completing the game in Hard Mode 
in under eight hours, wait for the Start Screen 
to appear again. You will then see “Easy 
Mode” as a new selection. Begin this new 
game, and you will begin with a secret 
weapon called “Maximum Buster” (all 
attributes are maxed out at +7). Also, the Jet 
Skates are already equipped. 


an 
ARebuild City Hall, the 
back to Roll to thank Bank and the Library to 
her for all her good work. become popula 
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A Kicking garbage A Raise your reputation 
cans into the bakery by finding this man’s 
lowers your reputation. lost money bag. 


Another added bonus: Every refractor 
that is dropped by a defeated enemy will be 
worth four times as much. So collecting 
money becomes a piece of cake! 


SPECI APONS 


As you find broken items and other oddities, 
bring them to Roll. She may be able to turn 
them into powerful weapons or special use 
items that you can equip. The only problem is 
that once you have a Special Weapon 
equipped, you’re stuck with it (or your normal 
arm) until you see Roll again. She’s the only 
one who can change your Special Weapons. 


ACTIVE BUSTER 


This weapon shoots a Homing Missile that 
tracks the nearest enemy. Although it is 
expensive to do, the “Special” and “Energy” 
levels can be increased to make the Active 
Buster’s homing ability improve. This will also 
raise the amount of ammo to “unlimited.” 
WHATTO BRING ROLL: Guidance Unit 
FOUND: In a Treasure Box in the labyrinths 


BLADE ARM 

This weapon creates an energy blade useful 
for short range combat. If you raise the Blade 
Arm’s “Range” attribute, it can emit 
Shockwaves. 

WHATTO BRING ROLL: Zetsabre, Pen Light 
FOUND: The first item can be won at the 
KTOX TV Racing Contest for getting a Rank 
A. The Pen Light can be found in a Treasure 
Box in the labyrinths. 


DRILL ARM 


This is a strong weapon, but it has no range. 
You need to get in close! It is most useful for 
drilling away the barrier walls, which even 
your grenades can't break, in the labyrinth. If 
you raise this arm’s “Energy” to its maximum, 
it will have unlimited energy. 

WHAT TO BRING ROLL: Blunted Drill 
FOUND: In a Treasure Box in the labyrinths 


GRAND GRENADE 


This weapon shoots out explosives strong 
enough to blow up some of the walls in the 
underground labyrinths. It is very expensive 
to increase the levels of this weapon, so it’s 
better to save your money to upgrade a 
better Special Weapon. 

WHATTO BRING ROLL: Weapon Plans 
FOUND: In a Treasure Box in Gramps’s 
room on the Flutter 


GRENADE ARM 


This weapon shoots grenades. If a grenade 
hits a wall, it'll bounce off. This can be useful 
in complicated passageways. If you have Roll 
increase this Special Weapon’s “Speed” level, 
you can throw four or five grenades at a time. 
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i Special Weapon equipped, 
you can kick by pressing 4. 


WHATTO BRING 

ROLL: Grenade Kit 
z FOUND: In a 

Treasure Box in the labyrinths 


MACHINE BUSTER 

This weapon has excellent speed, and you 
can raise all levels for this Special Weapon. 
You have the ability to jump and shoot while 
firing this weapon, and it’s the most effective 
weapon against quick or numerous enemies. 
It is weak when first obtained and equipped. 
However, you can make it a fairly strong 
weapon by raising its “Power” and “Speed” 
levels. If you raise its “Special” level, the 
Machine Buster’s shot spread will increase. 
WHAT TO BRING ROLL: Blumebear Parts 
FOUND: After the City Hall battle, check 
the Garbage Pails in Downtown. 


POWERED BUSTER 


This is a weapon with really good range and 
high fire power. However, it has a low rate of 
fire. This weapon is best used to snipe at 
enemies from a distance. 

WHATTO BRING ROLL: Power Cannon unit 
FOUND: In a Treasure Box in the labyrinths 


SHIELD ARM 

This special arm raises a shield that protects 
you from most enemy attacks. If the “Special” 
attribute of this arm is raised, the shield 
becomes wider. 

WHATTO BRING ROLL: Mystic Orb, 
Marlwolf Shell 

FOUND: The Orb is the Rank A prize for the 
Balloon Fantasy game at KTOX. The Shell is 
given to you by the boys in Yass Plains after 
you help them complete their Clubhouse 
(see Building the Clubhouse). 


SHINING LASER 


This weapon is a powerful laser that, when the 
“Power” attribute is raised to its maximum, will 
become the most powerful Special Weapon. You 
can also raise the “Energy” level to its maximum 
and increase the ammo to “unlimited?” 


WHATTO BRING ROLL: X Buster, Weapon 
Plans, Prism Crystal 

FOUND: You'll receive the X Buster as a gift 
from the three boys in Yass Plains for 
bringing them a Comic Book. Check the 
strange wall with the Drill Arm in the 
labyrinths for the Weapon Plans. To get the 


V Treasure Chests can either Y Accuracy and speed are 
contain something useful the keys to winning at 
or turn out to be a Mimic. Balloon Fantasy. 


ARescuing Tra and 
check the effects of any new helping her to hospital gets 


A Always remember to ~ 
Buster Parts you discover. you the Flower Pearl. 


Prism Crystal, bring the Museum Curator 
all of the artifacts she needs. Then talk to 
the girl in the green dress on the second 
floor of the Museum. 


SPLASH MINE 


This drops mines. They'll go off if stepped on. 
WHATTO BRING ROLL: Mine Parts Kit 
FOUND: Your reward for saving the Junk 
Shop Owner 


SPREAD BUSTER 


This weapon shoots several bombs at once in 
all different directions. Although this weapon's 
range and speed are fairly low, this is one of the 
most powerful and effective Special Weapons. 
If the “Special” level is raised, you can 
increase the number of bombs shot at any 
one time. They are three ways, five ways, and 
seven ways. 
WHATTO BRING ROLL: Antique Book, Old 
Launcher, and Arm Supporter. 
FOUND: The first two items can be found in 
Treasure Boxes in the labyrinths. You get 
the “Arm Supporter” when you return the 
Lost Bag of Money to the Inspector at the 
Police Station. 


VACUUM ARM 


This lets you easily collect shattered Refractor 
shards. It can’t be used as a weapon, but is 
helpful when trying to raise your Zenny count 
for a special Junk Store item. 

WHATTO BRING ROLL: Broken Motor, 
Broken Propeller, Broken Cleaner 

FOUND: Check the Garbage Pails in 
Downtown, Uptown, and the Apple Market. 


ITEM DEVELOPMENT 


The more stuff you find, the cooler the things 
that Roll can develop for you. The following is 
a list of the items she can make and what 
you need to bring her to make them. 


MEGA BUSTER PARTS 

ITEM: Omni-Unit Omega 

BRING TO ROLL: Broken Circuits, Main 
Core Shard, Sun-light 

FOUND: The Broken Circuits are a gift from 
the three boys in Yass Plains for bringing 
them a Stag Beetle. The Main Core Shard 


YV Kick a garbage can aving the ga 
over the bakery counter to option to pla 


get a reward. T 
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can be found in the labyrinths. It’s hidden 
in a wall that you can blow up with the 
Grand Grenade arm. The Sun-light is a gift 
from the Grocer for bringing his ailing wife 
to the hospital. 


ITEM: Auto Battery 

BRINGTO ROLL: Auto Fire Barrel, 
Generator Part 

FOUND: In the labyrinth 


ITEM: Sniper Scope 
BRINGTO ROLL: Target Sensor, Tele-lens 
FOUND: In the labyrinth 


ITEM: Gatling Gun 

BRING TO ROLL: Gatling Part, Flower Pearl 
FOUND: The Gatling Part can be found in 
the labyrinth. The Flower Pearl is a gift from 
Ira when you pay for the Hospital’s 
improvements, and her leg is healed. 


ITEM: Power Blaster R 

BRINGTO ROLL: Bomb 

FOUND: During the “Bombs Hidden in 
Downtown” mini-mission, you will find this 
item in Downtown. 


ITEM: Power Blaster L 

BRINGTO ROLL: Plastique 

FOUND: During the “Bombs Hidden in 
Downtown” mini-mission, you will find this 
item in Downtown. 


ITEM: Machine Gun 
BRINGTO ROLL: Rapid Fire Barrel 
FOUND: In the labyrinth 


The following items will be used throughout 
the game. They can be equipped and 
unequipped in your Special Items inventory. 


ITEM: Helmet 

BRINGTO ROLL: Safety Helmet 

FOUND: In the Yass Plains, on top of the 
hill with the shack, check the box in front of 
the shack. 


ITEM: Jump Springs 
BRING TO ROLL: Spring Set 
FOUND: In the labyrinth 


ITEM: Jet Skates 

BRINGTO ROLL: Rollerboard, Old 
Hoverjets 

FOUND: In the labyrinth 


ITEM: Adapter Plug 
BRINGTO ROLL: 

Joint Plug 

FOUND: In the labyrinth 
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MEGA MAN 8: 
ANNIVERSARY EDITION 


One of the longest-running videogame characters of all time, Mega Man makes Lara Croft look like a babe in arms, and yet the little blue chap is still 
going strong. This PlayStation outing didn’t exactly push the limits of graphics technology, but it’s absolutely packed with power-ups to find and 


bosses to defeat, all of which are detailed here. 


DR. LIGHT’S POWER-UPS 


These are the power-ups you can buy from Dr. 
Light, in exchange for the bolts found during 
the game. You can carry a maximum of eight. 


FOUR BOLTS 
Exchanger: With this power-up, any Life 


Energy you collect while your Life Bar is full is 
converted into Weapon Energy. 

Exit Device: With this device, you can leave a 
stage without completing it. However, this only 
applies to stages you’ve already conquered. 
Spare Charger: Restores some spare lives 
when restarting a level. 


FIVE BOLTS 


Arrow Shot: This weapon gives Mega Man 
an arrow beam when the Mega Buster is fully 
charged, which spreads right out to hit 
multiple enemies. 

Auto Shot: When the Mega Buster is fully 
charged, Mega Man fires a stream of bullets 
for as long as the fire button is held. 
Booster Part: The shots fired by the Mega 
Buster move faster with this device installed. 
Energy Balancer: If you have no weapon 
selected or if your special weapon is at full 
power, this device automatically transfers 
Weapon Energy won to the weapon with the 
lowest energy. 

Hyper Slider: This neat power-up increases 
the distance covered by your slide. 

Laser Shot: When the Mega Buster is fully 
charged, Mega Man fires a powerful 

laser beam. 

Step Booster: Mega Man climbs and 
descends ladders faster than usual. 

Super Recover: When you have this, 
Weapon Energy and Life Energy capsules 
restore more of their respective gauges. 


SIX BOLTS 


Energy Saver: Your special weapon uses less 
energy when it’s fired. 

Power Shield: This limits the amount of 
damage Mega Man takes from enemy attacks. 
Rapid Shot: This gives several autofire shots 
when you hold the fire button to charge the 
Mega Buster. 

Shooting Parts: Fires faster when he’s not 
charging his shots. 

Spare Extra: Each time you continue, you 
start with four extra lives instead of two. 


SEVEN BOLTS 


Highspeed Charger: The Mega Buster 
charges faster when you have this power-up. 


END-OF-LEVEL BOSSES 


ISLAND STAGE 


Crush the crab by kicking the Mega Ball into 
his face until he explodes. 


GRENADE MAN STAGE 


Use the Mega Buster or the Thunder Claw to 
defeat Grenade Man. When he falls, you get 
the Flash Bomb. 


FROST MAN STAGE 


The Flash Bomb works very well against 
the Frost Man. When he falls, you receive 
the Ice Wave. 


TENGU MAN STAGE 


Defeat the mid-level boss by avoiding its 
lasers and hitting it with the Mega Buster. 
Use the Ice Wave on Tengu Man. Dodge him 
as he jumps, then use your weapon on him 
when he’s on terra firma. 


CLOWN MAN STAGE 

Defeat the mid-level boss with the Mega Ball. 
Use the Tornado Hold on this circus escapee. 
When he’s done for, you get the Thunder 
Claw, which gives you the ability to swing. 


DUP STAGE 


This short stage comes after you’ve beaten 
the four initial bosses. Beat its boss with the 
Mega Buster, but don’t expect a weapon 
afterward. 


AQUA MAN STAGE 


Tap the jump button to swim. To trash the 
middle boss, jump from log to log and blast it 
with whatever you wish. Use the Astro Crush on 
Aqua Man. Defeat him to win the Water Balloon. 


SWORD MAN STAGE 


To complete this stage, you must first beat four 
distinct areas, each represented by a statue. 
The four squares in the first room of Sword 
Man's castle show what you need to use to 
achieve this. 

Area One, top left: Use the Tornado Hold on 
the flying objects here. 

Area Two, top right: Freeze fires with the 
Ice Wave. 

Area Three, bottom left: With the Thunder 
Claw, swing to the levers. 

Area Four, bottom right: Use the Flash 
Bomb to illuminate the way forward. 


After these, you can move on. Fire at the 
red gem to beat the mid-level boss. Hit the 
Sword Man with the Water Balloon to win the 
Flame Sword. 


SEARCH MAN STAGE 


Use the Flame Sword on the Search Man to 
gain the Homing Sniper. Make copious use of 
the Thunder Claw along the way. 


ASTRO MAN STAGE 


Use the Tornado Hold and jump into the 
storm to access otherwise unreachable 
areas. Use the Homing Sniper on Astro Man 
to gain the Astro Crush. 


WILY’S FORTRESS 


Use the Thunder Claw to get to the first boss, 
whom you must fight with the Mega Ball. The 
second and third bosses should be shot 
using the Mega Blaster or similar missile 
weapon. The last boss is a jelly monster. Aim 
your Mega Buster at its eyes, then when the 
monster’s forced back, hit the eyes with the 
Thunder Claw. 

Now you have to fight the robots all over 
again. You should know how by now. 


DR. WILY 


When his main weapon is being charged, 
shoot it to prevent it from firing. Dodge the 
spinning wheel. Destroy the machine by 
hitting it where Wily sits. 

He now attacks with his escape pod. Use 
your First Aid kit when he emerges, and watch 
his attack pattern. Use your best weapons. 


801B1ED00001 
801B1EC80001 
801B1EB40001 
801B1ECC0001 
801B1EBC0001 
801B1ED22800 
801B1ECA2800 
801B1EB62800 
801B1ECE2800 
801B1EBE2800 
801B1EB22800 
801B1EBA2800 
801B1EC22800 
801B1EC62800 
801B1EB00001 
801B1EB80001 
801B1EC00001 
801B1EC40001 


Astro Crush 

Flame Sword 

Flash Bomb 

Homing Sniper 

Ice Wave 

Infinite Astro Crush 
Infinite Flame Swords 
Infinite Flash Bombs 
infinite Homing Snipers 
Infinite Ice Waves 
Infinite Mega Balls 
Infinite Thunder Claws 
Infinite Tornadoes 
Infinite Water Balloons 
Mega Ball 

Thunder Claw 

Tornado Hold 

Water Balloon 


MegaMan X5 features a ton of unique and OREO A 
weapons. Some are default equipment, and 
others are earned by destroying Mavericks. There 
are eight Mavericks in the game, so you can earn 
up to eight different weapons each for both Zero 
and X. Read on to find a brief description of each. 


C-SHOT 


You earn the C-Shot by defeating Grizzly Slash. 
Only X can use the C-Shot. It shoots a small 
blade in a random direction. When charged, this 
weapon creates a cutting shield that harms 
enemies within close range. 


C-SWORD 


You earn the C-Sword by defeating Grizzly Slash. 
Only Zero can use the C-Sword. This weapon 
allows Zero to double jump and perform a 
jumping slash attack. These become standard 
abilities for Zero and don't require special energy. 


GOO SHAVER 


You earn the Goo Shaver by defeating Duff 
McWhalen, and only X can use the weapon. This 
weapon sends out small waves that run along the 
ground. When charged, it sends out four blocks 
that crush the enemies below. 


F-SPLASHER 


You earn the F-Splasher by defeating Duff 
McWhalen, and only Zero can use this weapon. 
This weapon turns Zero’s dash maneuver into an 
attack. Press ® or % before using the F-Splasher 
to perform a diagonal attack. 


TRI-THUNDER 


You earn the Tri-Thunder by defeating Squid 
Adler. Only X can use this weapon. It fires three 
bolts of electricity, and the bolts turn into energy 
balls when they hit a wall or the floor. When 
charged, this weapon shoots six powerful bolts of 
electricity into randomly selected locations. 


E-BLADE 

You earn the E-Blade by defeating Squid Adler, 
and only Zero can the E-Blade. It makes Zero 
perform a rising sword slash with electric energy. 
To use it, press # before performing Zero’s sword 
attack. This move is very useful because it allows 
Zero to rise high into the air. 


F-LASER 


You earn the F-Laser by defeating Izzy Glow, and 
only X can use this weapon. It releases a remote- 
controlled firefly missile, which you can steer 
using the directional buttons. During the missile’s 
flight, you can’t move X. When charged, this 
weapon releases a large destructive beam, and X 
can move around while firing it. 


C-FLASHER 


You earn the C-Flasher by defeating Izzy Glow. 
Only Zero can use the C-Flasher, which causes 
several small projectiles to radiate from Zero’s 
body in a half-circle pattern. 


DARK HOLD 


You earn the Dark Hold by defeating Dark Dizzy, 
and both Zero and X can use the weapon. It 
stops time, and all affected enemies are frozen. 
This weapon is very powerful, but it can also be a 
curse, especially if an enemy is protected at the 
time it’s used. Also note that some enemies are 
unaffected by the Dark Hold. 


WING SPIRAL 


You earn the Wing Spiral by defeating The Skiver. 
Only X can use the weapon. It sends a small 


tornado rising toward the top of the screen, 
which is especially useful against enemies in the 
sky. When charged, this weapon releases a small 
tornado that moves forward and grows larger as 
it moves. 


W-SHREDDER 

You earn the W-Shredder by defeating The Skiver. 
Only Zero can use the W-Shredder, which allows 
Zero to send out a “shadow” that attacks any 
enemy it comes in contact with. To perform this 
maneuver, dash first, then press X. Although this 
is a very powerful attack, certain enemies aren't 
affected by it. 


GROUND FIRE 


You earn the Ground Fire by defeating Mattrex. 
Only X can use this weapon. It shoots a small 
cluster of fire that turns into a concentrated blaze 
when it hits the ground. When the weapon is 
charged, fire shoots from X’s left and right sides. 


QUAKE BLAZER 


You earn the Quake Blazer by defeating Mattrex, 
and only Zero can use the Quake Blazer. This 
weapon turns Zero’s blade into a fiery weapon of 
destruction. While in the air, press %, then press 
X to activate it. Zero dives straight down and 
sets anything below him on fire. 


SPIKE BALL 


You earn the Spike Ball by defeating Axle the 
Red. Only X can use the Spike Ball. It allows X to 
fire large projectiles that can go through most 
types of enemy armor. Unfortunately, the range of 
the Spike Ball is severely limited. When charged, 
this weapon releases a large spike ball that 
bounces around the screen, taking out anything 
in its path. 


TWIN DREAM 


You earn the Twin Dream by defeating Axle the 
Red. Only Zero can use this weapon to create a 
clone of himself that attacks in tandem with him. 
The clone is short-lived, however, and if Zero 
takes damage, the clone disappears. 


There are a number of unique items in the game, 
found in the locations Zero and X visit or 
obtained from the Mavericks. Some items are 
extremely useful, but it’s up to you to find them 
and decide how you want to use them. 


ENIGMA PARTS AND 
SHUTTLE PARTS 


Although these types of parts are extremely 
different, they’re acquired in the same way. All 
you have to do is defeat a Maverick to acquire 
either an Enigma part or a Shuttle part. Enigma 
parts can be earned from the Mavericks on the 
left side of the Mission Select screen, and Shuttle 
parts can be earned from the Mavericks on the 
right side of the Mission Select screen. When you 
collect these parts, you upgrade the ability of the 
Enigma Shot and the Shuttle. You can use them 
whenever you like, but the more powerful you 
make them, the greater your chances of success. 


E-TANKS 


There are two E-Tanks in the game, one in Grizzly 
Slash’s stage and one in Dark Dizzy’s stage. It 
doesn’t matter whether Zero or X collects the 
tanks—both can use the E-Tanks once they’re 
collected. 


Grizzly Slash’s Stage 
The E-Tank in Grizzly Slash’s stage is on the front 
platform of the last exploding truck. 
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Dark Dizzy’s Stage 

The E-Tank in Dark Dizzy’s stage is on a tall 
platform at the end of the first section. Use Zero’s 
double-jump or X’s Falcon Armor to reach it. 


W-TANK 


The W-Tank stores extra Weapon Energy for later 
use. There’s only one W-Tank in the game, 
located in The Skiver’s stage. When you reach the 
elevator going down, wait for it to break through 
the first floor. Then, fall off the left side of the 
elevator and wait on top of the crumbling floor. 
When the elevator breaks through, fall down and 
immediately collect the W-Tank in the middle of 
the floor. Get back to the wall and out of the 
elevator’s way before it crushes you. 


EX ITEM 


The EX Item allows you to start the game with 
five lives instead of three. Find it in Izzy Glow’s 
stage, above two thick sections of wood at the 
top of the screen. You can burn through the wood 
using X’s Ground Fire. Time it so the spikes don't 
fall on you when the wood burns away. Jump up 
the right wall to reach the EX Item, and watch out 
for the spikes above! 


FALCON ARMOR 


Only X can use the Falcon Armor. It’s almost the 
same as the Fourth Armor, but it gives X the 
ability to fly! 

To collect the Falcon Armor, you must locate 
four secret chambers that will transfer the data 
needed to make the pieces of the armor. It 
doesn’t matter whether it’s Zero or X who obtains 
the part—the armor is made only for X. 


Leg Piece 

The Leg Piece of the Falcon Armor is in Grizzly 
Slash’s stage. As soon as you clear the exploding 
truck section, you enter an area with a hole near the 
top of the screen. Climb up this hole to find the 
chamber that gives you data for the Leg Piece. 


Body Piece 

The Body Piece of the Falcon Armor is in Duff 
McWhalen’s stage. After passing the Sunken Ship 
section, you see the capsule behind a wall. To 
destroy the wall, you need the Goo Shaver. It 
passes under the wall and destroys both the 
bomb and the wall. Go past the shattered wall to 
collect the data for the Body Piece. 


Head Piece 

The Head Piece of the Falcon Armor is in Squid 
Adler’s stage. While driving through this stage, 
you pass several blue energy charges. Collect all 
eight of the energy charges to open the door at 
the end course. Behind the door is the chamber 
containing the data for the Head Piece. 


Arm Piece 

The Arm Piece of the Falcon Armor is in Izzy 
Glow’s stage. Near the end of the area with the 
Plasma Generators, look for a hole in the ceiling. 
If you can’t see it, just stop and wait; you'll see a 
plasma charge come down from the ceiling. 
Jump up to the ceiling to find the chamber 
containing the data for the Arm Piece. 


GAEA ARMOR 

Only X can use the Gaea Armor. With it equipped, X 
can touch spikes without taking any damage. 
Although this armor has many benefits, X is slower 
and much less powerful while wearing it. 

To collect the Gaea Armor, you must locate four 
secret chambers that will transfer the data needed to 
make the pieces of the armor. It doesn’t matter 
whether it’s Zero or X who obtains the part—the 
armor is made only for X. 
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Head Piece 

The Head Piece of the Gaea Armor is in Dark 
Dizzy’s stage. Right before the entrance to Dark 
Dizzy’s chamber, there’s a pit in the ground. Fall 
in and you’ll see the chamber to your left. To 
reach it, you must use X’s F-Laser and guide the 
missile through the narrow passageways to the 
other side of the wall. The wall collapses and you 
have access to the chamber. 


Body Piece 

The Body Piece of the Gaea Armor is in The 
Skiver’s stage. To reach it, you must be wearing 
the Falcon Armor. When you reach the diagonal 
elevator, fly straight up until you see a platform 
above you. The capsule with the data for the 
Body Piece is on top of it. 


Arm Piece 

The Arm Piece for the Gaea Armor is in Mattrex’s 
stage. When you reach the area with the Ride 
Armor, you can go in two directions—you can 
access the chamber from either one. When you 
reach the area with the four green transit lines, go 
all the way to the right side of the screen to find 
the chamber containing the data for the Arm 
Piece. It’s easiest to use the Falcon Armor to fly 
to this location. 


Leg Piece 

The Leg Piece for the Gaea Armor is in Axle the 
Red’s stage. To reach it, you must use the Falcon 
Armor. There’s a section of the stage with a series 
of yellow transit lines, and you must find the area 
between two sets of spikes on the surrounding 
walls. The ceiling above this area is open, and 
you must use the Falcon Armor to fly through it. 
At the top of the area, is the capsule containing 
the data for the Leg Piece. 


ULTIMATE ARMOR 


There’s a secret code to get this armor at the 
beginning of the game, but if you start the game 
without the code, you can’t use the Ultimate 
Armor until you collect it. It’s located in the third 
Zero Virus stage. 

To collect it, play as Zero or standard X. If 
you use the Falcon Armor, Gaea Armor, or Fourth 
Armor, the chamber for the Ultimate Armor won't 
appear. Once you enter the chamber, your armor 
is upgraded. 


Ultimate Armor X 

While playing X with the Ultimate Armor, you have 
two advantages. First, the fully charged X-Buster 
shot leaves lingering energy blasts, great for 
laying waste to enemies while you stand back 
and wait. The second advantage is the use of the 
Giga Attack. This attack is unlimited, so you can 
use it as often as you like. It’s a good ability to 
have in most stages, but it really comes in handy 
against the Mavericks. 


Ultimate Armor Zero 

While playing Zero with Ultimate Armor, you take 
up to 50 percent less damage from enemy 
attacks than you would if you played with 
standard Zero. In addition, Zero’s Z-Saber can 
destroy the floating Sigma Viruses and destroy 
even more enemy projectiles than before. 


POWER-UP PARTS 


Aside from helping you save the world, taking out 
the Mavericks has another benefit — developing 
your armor! After destroying a Maverick, you get 
the option of choosing an upgrade. The type of 
upgrade you can choose from depends on the 
level of the Maverick you just destroyed. For this 
section, we’ll assume that the Mavericks you 
destroy are Level 9 or above. If they aren't, you 
won't get the same options listed here. 

When choosing an upgrade, you must 
balance your desire for the power-up with your 
desire for more Weapon Energy or Life Energy. If 
you want more Life Energy but the power-up you 
want is under the Weapon Energy category, you 
have to decide which is more useful to you. 


Shock Absorber 
Function: Reduces damage 
Boss: Grizzly Slash 
Option Choice: Weapon + Life + 


Hyper Dash 
Function: Increases dash speed 
Boss: Grizzly Slash _ 
Option Choice: Weapon + Energy + 


Super Recover 
Function: Energy capsules restore 50 
percent more HP 
Boss: Duff McWhalen 
Option Choice: Weapon + Life + 


W-Energy Saver 
Function: Weapons use 50 percent less 
Weapon Energy 
Boss: Duff McWhalen 
Option Choice: Weapon + Energy + 


Quick Charge 
Function: Allows you to charge X’s 
weapons faster 
Boss: Squid Adler 
Option Choice: Weapon + Life + 


Z-Saber Extend 
Function: Increases the range of 
Zero’s Z-Saber 
Boss: Squid Adler 
Option Choice: Weapon + Energy + 


Burst Shot 
Function: Allows X to shoot up to five 
X-Buster shots at once 
Boss: Izzy Glow 
Option Choice: Weapon + Life + 


Shot Eraser 
Function: Allows Zero to destroy powerful 
enemy projectiles with his 
Z-Saber 
Boss: Izzy Glow 
Option Choice: Weapon + Energy + 


Anti-Virus Guard 
Function: Increases X’s and Zero’s 
immunity to the Sigma Virus 
Boss: Dark Dizzy 
Option Choice: Weapon + Life + 


Virus Buster 
Function: Allows X and Zero to destroy a 
Sigma Virus 
Boss: Dark Dizzy 
Option Choice: Weapon + Energy + 


Jumper 
Function: Increases the jump height for X 
and Zero 
Boss: The Skiver 
Option Choice: Weapon + Life + 


Speedster 
Function: Increases walking speed 
for X and Zero 
Boss: The Skiver 
Option Choice: Weapon + Energy + 


Speed Shot 
Function: Increases the speed of X’s and 
Zero’s Buster projectile attacks 
Boss: Mattrex 
Option Choice: Weapon + Life + 


Buster Plus 
Function: Increases the damage of X’s and 
Zero’s Buster projectile attacks 
Boss: Mattrex 
Option Choice: Weapon + Energy + 
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Ultimate Buster 
Function: Automatically makes X fire fully- 
charged Buster shots 
Boss: Axle the Red 
Option Choice: Weapon + Life + 


2-Saber Plus 
Function: Increases the damage of 
Zero’s Z-Saber 
Boss: Axle the Red 
Option Choice: Weapon + Energy + 


THE BLOB 


Weak against Tri-Thunder or E-Blade. You must hit 
him in the eye, which appears on different parts 
of his body. While he reassembles himself from 
one side of the screen to the other, avoid the 
green outline of his body as well as the blobs 
themselves. 


THE MASK 


The Mask is a tough boss to defeat unless you 
know which weapons to use. The Mask has four 
parts that need to be destroyed: a green eye, a 
blue eye, a red eye, and a spark. 


Mask Part Weakness 

Red Eye Tri-Thunder or E-Blade 

Blue Eye Ground Fire or Quake Blazer 
Green Eye C-Shot or C-Sword 

Spark Goo Shaver or F-Splasher 


Once the eyes stop coming out, the walls 
close in and the spark chases you. Jump from 
wall to wall and remember to avoid the spikes. If 
you die while hanging from a wall, it’s probably 
because you got hit by wall spikes. To avoid 
them, hover in the air or wear the Gaea Armor. 


ZERO OR X 


In the third Zero Virus stage, you face your 
counterpart by fighting against X or Zero. 

As Zero fighting against X, the C-Flasher is 
the best weapon. As X fighting against Zero, the 
X-Buster charge shots are best. 


SIGMA A 


Sigma has two forms that you must fight, and the 
first one is a hefty challenge by itself. Sigma A is 
weakest against Tri- Thunder or E-Blade, but less- 
powerful weaponry, such as the C-Sword, can 
also be used effectively. Use your weapons 
intelligently to kill Sigma A as quickly as possible. 


SIGMA B 


Sigma’s second form is much more difficult to 
destroy than the first. When Sigma B goes into 
wire-frame mode, he can't be hit. You must time 
your attacks with the Spike Ball or Twin Dream to 
do the most damage. You’ll be on the move 
throughout this fight, so use your best weapons 
to destroy Sigma B before he can use his entire 
arsenal against you. 


CHEATS 


ULTIMATE ARMOR X 


At the beginning of the game, highlight X on the 
character select screen and input 

P,P, D, b,b, b,b, b,b, $, H, You'll hear a sound 
effect confirming that you input the code 
correctly. When you start the game, you have the 
Ultimate Armor and you can use it in every stage! 


ULTIMATE ARMOR ZERO 


At the beginning of the game, highlight Zero on 
the character select screen and input 
G,%,9,9,0,9,9,0,9,%, P. You'll hear a sound 
effect confirming that you input the code 
correctly. You can now play Ultimate Armor Zero 
in every stage! 


METAL GEAR SOLID 


With Metal Gear Solid, Hideo Kojima and his development team have brought to the PlayStation a complex tale of intrigue, 
espionage, and deception. This game seamlessly marries vivid cinematic visuals with compelling player interaction. As 
Solid Snake, a member of the Foxhound special forces team, you must rescue two hostages and prevent the launch of a 
nuclear bomb. If you get stuck in the later stages, simply consult the Disc 2 walkthrough on these pages. 


DISC 2: WALKTHROUGH 


AREA 20: 


The Smelting Furnace 

The Level 6 door leads to a large Smelting 
Room, which is hot and steamy—and 
dangerous. A single guard patrols the 
platform you begin on. Your first time through, 
it’s easier to kill him than to risk disclosure 
and a gruesome death, as you'll see. 

The platform comprises mostly slatted 
metal walkways that are noisy to run on. 
On the long walkway to the northwest of 
the platform, you'll find a box of Stun 
Grenades. A narrow ledge off the 
southwest walkway holds a precariously 
perched box of Socom bullets. Now, you 
need to access the walkways for the 
second set of scaffolding on the north side 
of the room. The only way there lies across 
the same narrow ledge! Fall into a crouch 
while hugging the wall—this is the only way 
to avoid a blow from the crane that moves 
back and forth over the molten river. On the 
other side, you’ll find the upper walkway 
unguarded and safe to explore. The guard 
below patrols both middle and lower 
platforms. As you explore this area, you’ll 
find many boxes of supplies concealed in 
niches under the staircases. The box of FA- 
MAS ammo on the lower platform to the 
west is particularly hard to find. 


AREA 21: 

The Steam Room 

Off the lower platform to the east you'll find 
two doors. The door to the north marks the 
way out, while to the south you'll find the 
entrance to the Steam Room. Lots of 
ammo waits here, hidden under the ducts 
or in the path of the steam jets. Running 
into the steam will harm you, of course, so 
be careful. 


AThe beginning of Disc 2 places. A...which leads 


Snake at the top of a stairway... 


At the west end of 
the room, there’s a 
small opening below 
the pipes. You can 
crawl under this to a 
small platform 
overlooking the molten 
metal pool. Two gun 
cameras patrol the 
boxes of Stinger 
Missiles and Chaff 
Grenades you’ll find 
there. When you’ve 
restocked and had 
your fill of the steam, 


7? 


head back to the main A Liquid Snake and Revolver Ocelot discuss their plans—and handily 


Smelting Room and 
prepare to leave. 


AREA 22: 


The Freight Elevators 

The door to the Freight Elevators is 
unlocked, and beyond you'll find crates 
and more supplies. You’ll also see an empty 
elevator car in the shaft. To use this 
equipment, walk up to the platform, stand 
in front of the console and press O to start 
the elevator. 

Three guards jump on as the elevator 
car descends. They take a lot of 
ammunition to kill. You can either try to 
throw them off the elevator or break their 
necks. The battle’s end segues into the 
landing sequence in which you'll find 
yourself in a small room with another 
Freight Elevator. This area is jammed so 
that you can’t locate the gun camera or 
defensive Claymores. 

The gun camera is in the doorway 
between the two areas and can shoot in 
two directions. Use a Chaff Grenade to 
disarm it. Your Thermal Goggles reveal a 
field of Claymore Mines 
along the southeast 
corner of the 
easternmost elevator 
room. If you have 
space in your inventory, 
fill it with these. Or just 
crawl over them to 
reach the Rations and 


l Erfe 
to a large Smelting 


Room. Watch out for the guard. 
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explain how one of the game’s puzzles can be solved. 


FA-MAS ammo on that side. If you need 
them, a box of Socom bullets lies high on 
the northwest ledge near the elevator shaft. 

Step onto the elevator and start the 
second leg of your journey to the bottom. 
Ravens now fill the shaft. They won't harm 
you, but they foretell of things—and 
people—to come! Freight Elevator 2 leaves 
you in a jammed area, making it impossible 
for you to know what lies ahead. Run into 
the hallway and check behind the icy boxes 
to pick up C-4, Nikita Missiles, and a box 
of Rations. 


AREA 23: 


Cold Storage—Vulcan Raven (Reprise) 
With increased mobility and armed with a 
Gatling gun and huge canister of 
ammunition, Raven is a more formidable 
opponent this time. Using the labyrinth of 
crates as a defense, pick a side of this 
warehouse area and lay down a perimeter 
of Mines. This will create a blockade that 
must be triggered in order for Raven to 
reach you. With the mines in place, position 
yourself out of sight and switch to the 
Nikita Missile Launcher. From behind the 
protection of the crates, fire a missile and 
track Raven using the missile’s point of 
view (4). As Raven sprays the room with 
bullets, the second level of crates becomes 
dislodged and crashes to the ground, 
forming blocked passages. Using the 
smashed crates to your advantage, mine the 
remaining pathways to your location. By now, 
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AThe Steam Room features a maze of pipes 
Spitting out, erm, steam. Extra ammo is hidden 
in ducts and under the jets. 


you should have placed enough Claymore 
Mines that Raven will trigger them when 
attempting to reach you and thereby destroy 
himself. In a final conversation, Raven hands 
Snake a Level 7 security card. 


em off the 


2 


AShoot the guards, or try to throw th 
edge of the elevator. 


AREA 24: 

Underground Warehouse North 

The corridor beyond the freezing 
Warehouse is filled with traps. You must 
pass two trapdoors in the passageway, and 
the perimeter of the room it opens into is 
wreathed with gun cameras. The Chaff 
Grenades you find outside the Warehouse 
door are crucial to your success. Run over 
the trapdoors, grabbing the Rations as you 


B.ARMO Å 

A Attack Raven from a distance by firing missiles 
(via the Nikita Missile Launcher) and tracking 
him with the missile camera. 


go. At the end of the hall, detonate a Chaff 
Grenade. You’ll have just enough time to 
circle the walkway and enter the door 
before it wears off. 


AREA 25: 


Metal Gear Staging Area 

A long hallway leads to your final 
destination for this compound. Within, 
you’ll see the enormous body of Metal 
Gear Rex. A moat of poisonous water 
surrounds the base of the Metal Gear 
platform. The Command Room lies at the 
top of Metal Gear. You must climb three 
stories of scaffolding to reach it. You'll find 
the first ladder on the right side of the 
Gear. From the second floor on, your radar 
will be jammed. The only guards are on the 
third floor, so relax and explore each level 
as you reach it, stocking up on the supplies 
you need. 


AThe elevator may be empty now, but guards 
will jump onto the car as it descends. As usual, 
you must beat them or die. 


On the right side of the third floor, 
you'll find more Chaff Grenades and FA- 
MAS ammo, as well as Stinger Missiles in 
an out-of-sight corner. Climbing the ladder 
to the top of the Metal Gear’s head is the 
only way to cross to the left, to the 
entrance to the Command Room. A single 
guard patrols the left side of the third floor 
scaffolding. Pick up more ammo as you 
make your way to the Command Room. 
When you climb the steps, Snake 
automatically moves into eavesdropping 
position as Liquid Snake and Revolver 
Ocelot discuss their plans. Then, before 
you can do anything, Liquid Snake shoots 
the PAL card from your hand. It falls three 
stories into the moat below. An alarm 
sounds, the door to the Command Room 
seals shut, and you hear the footfalls of 
guards in the distance. 

Escaping this ambush is easy. Flip the 
guard as he approaches you and run to the 
ladder beside Metal Gear’s head. The 
guard won't follow you up, and no guards 
will pursue you on the right side of the 
scaffolding. Strange, wouldn’t you say? 
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Search for the PAL Card: Make your 
way back to the base of the Metal Gear 
and start looking for the PAL Card. Look 
for a rat around the southeast entrance to 
the moat or the northwest corner of the 
first-floor platform. When you see it, shoot 
to kill. It will drop the shiny card it picked 
up somewhere. Reclaim your PAL Card and 
head back up to the top of Metal Gear Rex. 

When you get to the third-floor 
scaffolding again, don’t forget to look for 
that sneaky guard. Climb the stairs to the 
Command Room: Use a Chaff Grenade to 
blind the two surveillance cameras. Then, 
with your PAL Card equipped, approach 
the first laptop displaying the Temperate 
symbol. Insert the PAL Card. Chaff the 
surveillance cameras again and leave. 

The Cold Card: To make your PAL Card 
turn from mild yellow to icy blue, you must 
find a cold area. Your best bet is the 
freezing Warehouse. Once you’re inside the 


Infinite Health 

Infinite Air 

SOCOM Pistol and Ammo 
FAMAS Rifle and Ammo 
Grenade 

Nikita and Ammo 
Stinger and Ammo 800B753A0004 
Claymore 800B753C0006 
C-4 800B753E0006 
Stun Grenade 800B75400006 
Chaff Grenade 800B75420006 
PSG1 Rifle and Ammo 800B75440006 
Never Reload 800AE164000d 
Scope 800B755C0001 
Cigarettes 800B755A0001 
Cardboard Box A 800B755E0001 
Cardboard Box B 800875600001 
Cardboard Box C 800875620001 
Night Vision Goggles 800875640001 
Thermal Goggles 800875660001 
Gasmask 800B75680001 
Body Armor 800B756A0001 
Camera 800B75720001 
Rations 800875740002 
Medicine 800B75760004 
Diazepam 800B75780004 
PAL Keycard 800B757A0001 
Mine Detector 800875800001 
MO Disc 800875820001 
Rope 800875840001 
Hankerchief 800875860001 
Ketchup 800B756C0001 
Stealth Suit 800B756E0001 
Bandana 800B75700001 
Level 10 Key 800B757CO00A 
Extra Ammo SOCOM 80067€D00001 
Extra Ammo FAMAS 800682EC0001 
Extra Ammo Stinger 800695100001 
Extra Ammo Claymore 800698000001 
Extra Ammo C4 80069C1c0001 
Extra Ammo PSG1 8006A3700001 
Extra Ammo Nikita 80068FD80001 
Hankerchief 800B758E 0001 


800B752603E7 
800AE1AC03E7 
800B75320019 
800B75340065 
800B7536000C 
800B75380004 


Warehouse, equip the card and hang 
around for a while. In a minute or two, the 
card will turn blue. Put the card back into 
your inventory and rush back to the 
Command Room. Insert the card into the 
laptop with the Cold symbol. 

The Hot Card: Return to the Smelting 
Room, then into the Steam Room. As the 
hottest location in the base, it’s the perfect 
spot to warm your PAL Card. As you did in 
the cold Warehouse, equip the card and 
wait for the symbol to change. Return to 
the Command Room as before and insert 
the final key. When the Command Room 
door seals shut, and the room fills with 
poison gas, don your Gas Mask and call 
Otacon on your Comlink. He’ll override the 
door’s security lock and let you out. 


800AE16C 000D 
800AE1B4 03E8 
800B752E 03E8 
800B753A 0019 
800B753C 0065 
800B753E 0008 
800B7540 0004 


Neve r Reload 

Infinite Air 

Infinite Health [Note 1] 
SOCOM Pistol and Ammo 
FAMAS Rifle and Ammo 
Grenade 

Nikita and Ammo 
Stinger and Ammo 80087542 0004 
Claymore 800B7544 0006 
C-4 800B7546 0004 
Stun Grenade 800B7548 0003 
Chaff Grenade 800B754A 0003 
PSG1 Rifle and Ammo 800B754C 0005 
Cigarettes 80087562 0001 
Scope 800B7564 0001 
Cardboard Box A 80087566 0001 
Cardhoard Box B 800B7568 0001 
Cardboard Box C 800B756A 0001 
Night Vision Goggles 800B756C 0001 
Thermal Goggles 800B756E 0001 
Gasmask 800B7570 0001 
Body Armor 800B7572 0001 
Ketchup 800B7574 0001 
Stealth Suit 80087576 0001 
Bandana 800B7578 0001 
Camera 800B757A 0001 
Rations 800B757C 0002 
Medicine 800B757E 0002 
Diazepam 80087580 0002 
PAL Key 800B7582 0001 
Level 10 Key 800B7584 000A 
Never Have Time Bomb 800B7586 0000 
Extra Ammo SOCOM Pistol 80067CD8 0001 
Extra Ammo FAMAS Rifle 800682F4 0001 
Extra Ammo Stinger 80069524 0001 
Extra Ammo Claymore 800698D8 0001 
Extra Ammo C-4 80069024 0001 
Extra Ammo PSG1 Rifle 8006A378 0001 
Extra Ammo Nikita 80068FEO 0001 
Mine Detector 80087588 0001 
MO Disk 800B758A 0001 


Rope 800B758C 0001 
800B7538E 0001 
80087590 0000 


Hankerchief 
Suppressor 


AREA 26: 

Metal Gear Rex 

Having mistakenly activated the massive 
giant mech, Snake now must destroy it. 
Liquid Snake switches between four modes 
of attack. Depending on your position 
relative to the Metal Gear Rex, Liquid will 
either fire a machine gun or launch a volley 
of missiles at you. Your best defense is to 
run toward and then under the mech. Like 
the surveillance cameras, the weak spot in 
the mech’s radar tracking system lies 
beneath it. While you’re near the mech, 
Liquid will use the following two attack 
methods. At the bottom of the mech, a 
laser cannon sweeps a beam directly 
below or out slightly to the front. Staying 
clear of this beam is vital to getting in 
another shot with your Stinger because the 
damage it inflicts is great. Liquid also will 
attempt to stomp you with the mech’s 
“feet” should you get too close. 


The card in your possession has Chameleon-like 
properties. 


Six or seven direct hits to the canister 
will cause the Metal Gear Rex to shake and 
sputter. In a surprise move, Gray Fox (a.k.a. 
the Cyborg Ninja) leaps to Snake’s side— 
only to quickly get crushed. 


AREA 27: 

Metal Gear Rex (Round 2) 

Liquid Snake’s second round of attacks 
intensifies. With the container now 
destroyed, Solid Snake must concentrate 
his efforts on the command module itself. 
The strategy in this stage is to try and stay 
in the mech’s blind spot (underneath it) and 
launch Stinger Missiles toward the pilot 
section. Six well-placed shots later, one of 
the most impressive explosions in the 
game takes place as Metal Gear Rex 
comes crashing down! After destroying the 
mech for good, Snake strips off his shirt to 
settle things once and for all. 


AREA 28: 

Liquid Snake 

The Time Bomb Liquid Snake activates 
gives you three minutes to defeat him and 
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Aln Area 24, use your thermal goggles to 
locate trapdoors in the floor. 


disarm the bomb strapped to Meryl. As 
with most of the characters before him, you 
must use a com-bination of punches and 
kicks to defeat him. 

Initially, Liquid Snake prefers to duck 
and weave. You should be able to reduce 
his health to one quarter without much 


AWith each hit he takes, Vulcan Raven’s 
breathing becomes more labored. 


trouble. But once Liquid Snake’s health is 
reduced that far, he’ll stop toying with you 
and start landing a few combinations of his 
own. Beware of Liquid Snake’s charging 
dash attack. 


AREA 29: 


Escape Route 
Ending 1: Meryl Silverburgh 
If you survived your torture ordeal with 


A Detonate a chaff grenade to get past the bank 
of cameras. 
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(Above) Your best defense against Metal Gear Rex is to run forward and under the mech. Its weak 
spot lies beneath it. (Below) Jump into the jeep and take control of the rifle on the back. 


honor, you find yourself in a short hallway 
with a 10 minute timer counting down. 
Grab the Rations from the rubble behind 
you and head through the hallway, picking 
up another box of Rations, to the garage. 
Meryl points out an armed jeep on the 
other side of the room. But in her haste to 
get there, she triggers an alarm, and 
guards swarm into the room. 

You have only a few seconds before 
you come under fire! Run into the garage 
and over to the jeep. As Mery! tries to 
jumpstart it, grab a second box of Rations 
nearby and equip them. Then fend off the 
guards with your hands until Meryl starts 
the jeep. Use the automatic rifle to 
detonate the explosives in the two barrels 
by the door and blow a hole in the chained 
gate. Meryl drives the jeep through the hole 
and approaches the entrance to the 
underground tunnel. Don’t relax: You must 
dismantle two guard stations ahead. 

Two guards patrol the first one, and 
two barrels of explosives block it. Use the 
gun to detonate the barrels and rely on 
them to take the guards and gates out. 


Alf you survived Ocelot’s torture, the game’s 
ending is different. 


xÈ i 
RAT 


Three trigger-happy soldiers watch over the 
second guard station. You won't find any 
explosives to help you out here, so shoot 
each guard to clear the way. In the 
darkness behind, you can barely make out 
the faint glow of two headlights. Yes! It’s 
Liquid Snake on his eighth life! For the rest 
of the journey you must continue to shoot 
him before he can shoot you. You head into 
the next part of the tunnel, getting closer to 
the surface. Count on Liquid to be right 
behind you, trying to ram your jeep with 

his. Again you must adjust to his driving style 
as you continue firing on him. Liquid’s bumper 


A The climactic jeep chase ends in a terrible crash, 
sending both vehicles spinning into the snow. 
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AWith a final punch, Solid Snake defeats 
his arch rival, and Liquid Snake plummets to 
his death. 


taps are calculated to disrupt your aim. 

After this narrow, rock-hewn corridor 
ends, the road becomes a two-lane 
highway. At first, Liquid Snake will return to 
his previous tactic of swerving all over the 
road, but then he'll try to come alongside 
you. The median prevents him from 
broadsiding you, but it makes your job a lot 
more difficult. Keep a bead on him and fire 
between the colonnades. This will end 
sooner than you think. When the divider 
ends, Liquid Snake will pull ahead in his jeep 
and prepare to blockade you just as you hit 
sunlight. The collision occurs, sending both 
vehicles spinning into the snow. 

Snake and Meryl survive—trapped but 
mostly unharmed—as does Liquid Snake. 
Gun in hand, he approaches to put an end 
to his rival. But before he can fire, a ghostly 
presence grabs him from behind and snaps 
his neck. Finally, Liquid Snake is no more. 


Ending 2: Otacon 

If you chose to submit during the torture 
sequence, you'll never see Meryl alive 
again. She dies from her wounds, and 
while the rest of this escape is the same as 
the other version, Otacon drives while 
Snake mows down the guards. 


AWhen Otacon hands Snake the stealth unit, 
the game is all but over—and you can use the 
unit in your next game. 


METAL GEAR SOLID: 
VE MISSIONS 


You'll need to know and master many things in order to complete the VR Missions. This information will get you a few 


steps ahead of your enemy. 


BARE HANDS 


Unarmed, you have three attacks, any of which can 
temporarily disable an enemy. Your basic hand-to- 
hand attack is punching and kicking. It takes a 
couple of strikes to knock over an opponent, and 
attacking this way may alert whomever you attack. 
This method of attacking is that it’s fast. 

The second hand-to-hand attack is a flip, 
which throws your enemy over your shoulder. This is 
your best hand-to-hand attack because it takes an 
opponent down immediately. 

The third hand-to-hand attack is a choke. 
Choking an opponent is slow, but it can be used a 
number of different ways. You can use a choked 
opponent as a shield. Any enemies who fire at you 


AThe Socom’s laser 
sight allows for 
accurate targeting. You them when you are 


A Plant your C4 
charges, then trigger 


can pump three shots 
into any target without 
wasting bullets. 


clear of the blast area. 


will hit your victim instead. Choked enemies can 
also be dragged to different locations, helping you 
get enemies out of your way. The final use for the 
choke is in eliminating opponents completely. If you 
choke an opponent repeatedly and rapidly, you'll 
break his neck. 


SOCOM PISTOL 


One of your best weapons for killing silently is the 
Socom pistol. It is equipped with a laser sight and a 
supressor, which cuts down the muzzle flash and 
the sound of your shots. The Socom can be fired 
rapidly, and because you need three shots to kill 
guards and some targets, this is good. Aside from 
hand-to-hand combat, the Socom is your best 
weapon when you wish to move silently. 


AdHand-to-hand AThe high rate of 
fighting is fast and can speed of the FA-MAS 
stun an enemy for a makes it excellent for 
few critical seconds. fighting groups. 


C4 EXPLOSIVES 


These small charges are capable of tremendous 
explosions, killing or wounding any enemies or 
targets in the area. C4 charges need to be placed 
and then triggered by you. Putting them in the right 
place is sometimes difficult, but once they are 
where they are supposed to be, there’s nothing 
more deadly. 


ARemember that 
claymores are 
directional, so the 
mine only triggers if 
something crosses in 
front of it. 


AGrenades are hard 
to time, but against 
stationary opponents, 
they’re a great 
weapon. 


FA-MAS 


Not the best weapon for killing your enemies 
silently, but nothing is better when you’ve been 
spotted or ambushed. The FA-MAS spits out bullets 
at a high rate, mowing through your enemies. Be 
careful, though, because it also goes through 
ammunition faster than any other weapon. 


GRENADES 


Grenades are useful against large groups of guards 
or stationary enemies. A grenade explodes four 
seconds after you pull the pin, so be prepared to 
run away. Grenade explosions alert guards, so use 
them cautiously. 


a 
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A The first-person 
view is useful for 


A The PSG-1 is perfect 
for distance shooting, 


getting through but not much good for 
difficult areas. close targets. 
CLAYMORE MINES 


Claymores combine grenades and C4 explosives 
into one deadly package. They need to be planted, 
you can't just throw them at your enemies. Like 
grenades once a claymore is placed, your work is 
done. One of the best things about these mines is 
that they are directional. You can stand right behind 
one and not be damaged in the blast. 


A Stinger rockets can track enemies once you 
have a solid lock on the target. 


NIKITA MISSILE LAUNCHER 


The Nikita missile launcher has one great advantage 
and one huge disadvantage. On the good side, the 
missiles you fire can be guided, which means you 
can fire this weapon around walls and corners, 
through small openings, and up or down stairs and 
ramps. The bad side is that when you fire a missile, 
you are unable to move until the missile explodes, 
so make sure you fire it from a safe location. When 
it hits, the Nikita creates a deadly explosion. 
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When you have a lot of space between you and 
your target, the PSG-1 is perfect. It comes 
complete with a targeting scope, which lets you get 
up close and personal with your enemy. It kills 
instantly and silently. The problem is that when you 
are using the PSG-1, you are completely vulnerable. 
You can't move, and you can't turn quickly, either. 
Use it from a protected spot where the enemies 
can't find you. 


STINGER ROCKETS 

Usually used for ground-to-air situations, the Stinger 
can still be used against guards and targets on the 
ground. It packs a powerful explosive that can kill or 
wound any guard it hits or explodes near. Like the 
PSG-1, you can’t move when you have this weapon 
equipped, but you can turn with it quickly. The 
explosions from this weapon will alert other guards. 


ENEMIES AND OBSTACLES 


Your missions contain a number of obstacles and 
enemies, all of which you must overcome. 


TARGET 


The targets you have to destroy come in a number 
of shapes and sizes. The important difference is 
between glass targets and explosive targets. 


Glass Targets 

Glass targets are generally light blue or green. These 
targets simply shatter when shot or hit by an 
explosion. The force of a blast sometimes damages 
or destroys other nearby targets. 


Explosive Targets 

Clear orange targets don't just shatter when you 
shoot them, they explode with about the same force 
as a C4 charge or a grenade. This often causes 
other nearby targets to explode, sometimes setting 
up a massive chain reaction. Be careful. 


Fortunately, guards aren't very smart and can’t see 
much farther than a couple of tiles ahead of them. 
Still, when they spot you, they are aggressive and 
relentless. While they may not be too smart, their 
hearing is excellent, so be careful when you move 
near them. 


SOLDIER 


Soldiers are much tougher enemies. They are much 
more alert than the standard guards and can see a 
much greater distance. 


NOISY FLOOR TILES 


The normal floor tiles don’t make much noise, even 
when you run across them. The lighter, bright blue 
tiles make a lot of noise when you run across them. 
You can step slowly across these tiles or crawl 
across them without making noise. Your choice is to 
either move slowly or make enough racket to be 
heard and spotted. 


ASometimes, waiting is the best thing to do. 


PIT TRAPS 


Pit traps are deadly if you aren’t quick. When a pit 
trap is stepped on, it opens, dropping anything still 
on it into the void below. You have just enough time 
to run across a pit trap safely, but hesitation will get 
you killed. 


FLOODLIGHTS 


Large, moving circles of light, floodlights seem 
harmless until the first time you run across one. 
These lights stay with you, fixing your position for 
enemy guards and making you easy to shoot. On 
the Sneaking levels, being spotted by a floodlight is 
the same as being seen by a guard—a mission 
failure. 


SURVEILLANCE CAMERAS 


As with floodlights, being spotted by a camera 
alerts the guards, and the camera will get a fix on 
you and keep you in view. 


GUN CAMERAS 


Instead of just spotting your position, this device 

also fires a high-powered machine gun directly at 
your location. These weapons almost never miss 

their target, and they fire so fast that you can be 

whittled down to nothing from full health in just a 
few seconds. Watch your step. 


TRICKS OF THE TRADE 


PATIENCE 


Hurrying can often get you caught or even killed. If 
you panic, you’re almost sure to make a mistake. 
However, this doesn’t mean that you can sit back 
and go through the missions lazily. The time limits 
are there to keep you moving. Remember that there 
are times when waiting just one second longer is all 
you need to finish the level. While it’s nice to get 
one of the fastest times for a level, all you really 
need to do is come in under the time deadline. 
Finishing with one second left on the clock still 
completes the level. 


CONSERVING AMMUNITION 

On the Practice levels, you don't need to worry 
about your ammunition. Generally speaking, you 
have at least 100 shots with any weapon on these 
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A Crawl over noisy tiles to avoid being heard. 


levels. On the Timed levels, this is not the case. You 
have more than enough ammunition for these levels 
if you are careful, but if you are wasteful, you’ll run 
out of before you complete the level. 

The solution to this problem is to plan your 
shots. Your Socom pistol is good for this thanks to 
its laser targeting. Make sure you’ve got the laser on 
your target before firing. 

With other weapons, planning your shots is 
either a part of the weapon or not possible. With C4 
and claymores, place the charges or mines in the 
path of the targets or enemies you need to get rid 
of. Stingers have a limited ability to track targets, 
which should help with your accuracy. Since Nikitas 
are guided missiles, you should almost never 
miss—you can steer them right into the target. 
Grenades and the FA-MAS are almost impossible to 
target before firing. 

With the PSG-1 sniper rifle weapon, you'll often 
find that firing directly at a target will miss. Due to 
the great distance between you and what you are 
shooting at, it is usually necessary to lead the target 
a little to ensure a hit. 


SNEAKING TACTICS 


On the first 60 levels, sneaking is essential—being 
spotted will end the level in failure. In Advanced 
Mode, completing a level without being spotted 
gives you a three-second bonus. When guards are 
alerted, you lose the use of your radar, making it 
impossible to see where the guards are looking, 
where cameras are pointed, and how claymores are 
planted without risking being spotted. 

On regular floor tiles, sneaking is as simple as 
staying out of the view of guards. Sneaking on noisy 
tiles is much more difficult. Crawling across these 
tiles is the easiest way to cross. 

Use the walls to hide behind. Guards can't see 
through the walls, but they can see over the lowest 
walls. You can crawl next to these and avoid being 
spotted by guards. 

When sneaking isn’t important but you wish to 
distract the guards, try an explosion. The noise puts 
the guards on alert, but also brings them running to 
the location of the explosion. You can use this 
opportunity to run past the guards or come up 
behind them for easy kills. 


Sometimes the best ideas are the simplest ones—something that this frighteningly addictive little racer continues to 


prove to this day. 


GENERAL HINTS 


e A well-timed nudge can knock an opponent 
off the track as he crosses a bridge or 
nears a precipice. Do this with care or you 
can easily fall off instead. Concentrate on 
winning races, and only bump when a 
golden opportunity presents itself. 

e On the starting grid, time your acceleration 
to achieve a faster start. Hit the gas just 
after the second beep. If you accelerate too 
early, you skid; do it too late and you are 
left chewing your competitors’ exhaust as 
they race away! 


THE CIRCUITS 


There are 43 courses in Micro Machines V3. 
Here’s a guide to the trickiest tribulations on 
each track. 


THE BEACH 


Pebble Dash: This is a really fast course with 
few tricks up its sleeve. Stay on the right- 
hand side of the track as you approach the 
discarded bottle and stay in the center when 
you hit the tunnel section. 

Bikini Blazer: Drive over the bikini top to cut 
the corner (you don’t see the sunbather who 
discarded it), but stay on the track for the 
seashells turn. Don't try to drive around the 
tunnels. 

Beached Buggies: Ignore the first right 
turn—drive straight ahead to gain a huge 
advantage. Don't try this elsewhere, though. 
Sand Blaster: Take the twisting section 
through the picnic tables as fast as possible. 
Make sure you don't take a tumble as you 
reach the large sandcastle tunnel. 

Bucket and Speed: Take care not to leave 
the track—you usually hit an object. Make 
sure you’re driving completely straight and 
very fast on the plank-jump over the buckets. 
Dunes of Hazard: The main hazard on this 
course is taking bends too fast and leaving 
the track. Ease up on the gas, where 
appropriate, to keep this to a minimum. Take 
care when approaching the plank bridge, too. 


THE BREAKFAST 


Cheesy Jumps: A fast and easy course. No 
real problems, but be careful not to skid over 


A Many Micro Machines V3 races take place on 
tables—the edges are perfect for well-timed 
nudge moves. 


the edge when driving through the milk spill. 
Cereal Killer: Stick to the track like glue, 
especially on the approach the ironing board 
ramp. Then accelerate as you bump over the 
Weetees. 

Breakfast at Cherry’s: Be careful not to fall 
on the first bend and don't hit the toaster 
later on. Drive around the teaspoon tunnel, if 
you want to. 

Wipeup: You can swerve around the juice 
cartons, though this doesn’t save time— 
just bear it in mind if you’re about to miss 
the ramp. 

Brake-Fast Bends: This track is riddled with 
tight bends and tricky jumps. Learn the track 
so you can speed up and slow down where 
necessary. 

Super Bowl: This circuit runs along the edge 


Alf you take the time to learn the courses in 
single-player mode, crushing your friends in 
multiplayer will be a doddle. 


Soo 
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AMake sure you line yourself up perfectly 
with jumps, or you can easily go flying off of 
the track. 


of the table, making it a real nail-biter. Time 
your turns to perfection, training in Time Trial 
Mode first. 

Hair of the Dog: When on the floor and 
driving toward the toaster, make sure you hit 
its lever. You’re then flipped onto a twisty 
table section. 


THE DINNER TABLE 

Baguette Balance: The bread-like bridges 
aren't level. Stay in the center or you fall. Dive 
through the gap between the menu and the 
candle to save yourself a few precious 
seconds. 

The Main Course: There are two corners that 
take you very close to the edge of the table. 
Don't drift into trouble. You can go straight 
across the first two curves, but after that 
there aren't any real shortcuts. 


AThe outdoor courses lack the deadly drops of 
the table-top tracks, but the rough terrain and 
multiple obstacles make them tricky all the same. 
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corner-cutting opportunities. 


Tanks a Lot: There are no major shortcuts. 
You can't travel too quickly, either, as the 
track weaves too much. 

Vindaloo Drive-Thru: Again, there are bends 
near the edges of the table. As you reach the 
third table, look for the gap between the plate 
and the knife. 

Fast Food: Take the straights at full pelt and 
powerslide around the tight bends. Note: This 
stage isn’t featured on the Challenge mode. 


Destruction Dirtbox: Don't turn too early or 
you drop into the pool. And if you miss the 
entrance to the pipe tunnel, just drive around 
it. There are a few corner-cutting 
opportunities near the flower pots. 

Beware of the Dog: The grass here really 
slows you down, so stay on the track. Drive 
through the small gap between the plant and 
grass patch just before the skateboard jump. 
Crash and Fern: Being a water circuit, 
there are no major shortcuts here. Go full 
speed down the straightaways and stay in 
the clear water. 

Pond Life: You need to anticipate the 
bends. Stay on the track around the 
stones —it’s not worth dodging them. 

Snail Trail: Again, avoid straying onto the 
bends. Slow dramatically for the tight 
bends around the hose pipe. Travel too fast 
and you will miss the loops altogether. 
Splash ’N’ Dash: Cut the “Z” bend by 
going to the left of the second pink flower. 
Steer around the snail to avoid touching 
the slimy trail. 

Toad Race: The most notable feature of 
this track is the lily ferry. This is an ideal 
opportunity to knock your chums into the 
water. Note: This track is not actually part of 
the Challenge. 


THE LABORATORY 


Periodic Park: This one’s easy. Look for 
opportunities to cut corners and maintain 
your speed, e.g., on the periodic table. Turn 
left after the pencil and go around the 
matchbox. 

Stinky Sinks: Red gunge makes you 
invisible, while the green stuff turns you into a 
fireball. The bridge over the sink is wide, ideal 


Alf only science had been this much fun in school.. 


for pushing your foes into the 
void. Accelerate here and 
bounce off the book into the 
final straight. 

Pulling Power: Keep straight 
on the two double bridges and 
keep your speed up as you 
pass the magnets. Be careful 
as you get near to the edge of 
the tables. 

Formula X: Watch out for the 
Bunsen burner. Don’t turn too 
early on the final bend—it’s 
faster to bounce around it at 
full speed. 

Chemical Warfare: When you 
climb up the ruler ramp, hit the brakes as you 
reach the top to avoid flying off the desk. Turn 
tightly right to hit the second ruler and then 
the rest is pretty much smooth sailing. 
Interesting Voyage: Watch out for the 
weapons boxes on this stage. After leaving 
the microscopic sample and returning to full 
size, you hit two jumps and a bridge. These 
take you to the end of the lap. 

Bio-Hazard: Keep your speed up for the 
jumps and drive carefully as the track 
narrows near the table edges. If you’re very 
careful, you can bump your foes over the 
edge here. 


THE CLASSROOM 


Calculator Risk: The narrow bridges across 
rulers are difficult. Line yourself up before you 
reach them and hold the straight course. Hit 
the gas for the jumps. 

Trucker’s Luck: Watch out for the ruler 
ramps. Use the felt-tip pens to help you 
bounce around the bends and take a short 
cut between the card and the board eraser at 
the end of the lap. 

Learning Curves: Stick to the road here, 
especially near the table’s edges. This isn't a 
tricky course, but don’t overstretch yourself 
and screw up. 

Must Try Harder: The central feature of this 
figure-eight track is the crossed ruler 
bridges. These are very long, so make 
especially sure you’re correctly lined up 
before you cross them. 

Text Book Maneuver: The bridges on this 
level end in leaps, so line yourself up and put 
your foot down. Cut a corner by flying 
through the gap between the stone and the 
books before the first bridge. 

Turbo Returns: This relatively easy track has 
a twist in its tail. After five fairly wide bridges 
(bump your opponents off the course), the 
sixth has a gap in the middle. Note: This 
circuit is not part of the Challenge. 


THE POOL TABLES 

Swerve Shot: This track’s a cinch. Keep 
driving around in circles, and make sure you 
hit the cards on the jumps. 


. Watch for 
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A Watch out for bridges with steep ramps, and 
adjust your speed accordingly, or you'll go flying. 


ADriving along the cushions on the pool 
table tracks is one of the hardest parts of the 
entire game. 


A Many courses have nasty traps and 
unexpected obstacles that can play havoc with 
your racing. 


Rack ‘N’ Roll: This race takes place over two 
tables. Hit the card to jump to the second, 
and drive into the pocket to return. Make sure 
you enter cleanly, and don't hit the pocket’s 
“jaws.” Take care on the cushion tops: Drive 
on the table edge to avoid pockets. 

Right on Cue: Again, careful on the 
cushions. Make sure you don't slip off the 
card ramps, and brake before performing the 
right-angled turn at the top. 

Pot Luck: Watch out for the huge jump— 
drive at it full speed. Make sure you dont hit 
the cushions as you drive into the pockets. 
Love Triangle: One of the jumps here takes 
you through the triangle used to rack the balls. 
Stay in the center to avoid hitting it. Note: This 
track is not part of Challenge mode. 


CHEATS AND CODES 


BOUNCY MODE 

During the game, press: m, >, >, 4, tT, +, 
€, +, +. A beep indicates the cheat has 
worked. Re-enter the code to switch the 
cheat off. 


DOUBLE SPEED 

During a race, hit: m, X, ®©, m, X, X, X, 
x. You'll hear a confirming beep, and cars 
travel twice as fast. 


RACE WITH TANKS 

Enter TANKS4ME as a character name. After 
the beep tells you the cheat worked, enter 
your proper name and race with the tanks. 
And good luck in the water! 


Y Timing is critical when using the weapon power- 
ups—get it right, and they can win you the race. 


AOffensive driving is vital for success in both single 
and multiplayer modes—the nastier the better. The 
Debug Mode allows you to zoom in and out, blow up all 
the cars, change the camera and more. 


DEBUG MODE 

During the game, press: m, t, +, 4, E, È, 

@, 4, X (again you get a beep), then: 

e Hold e and press X to quit the race and 
automatically win it. 


e Hold œ and use the D-pad to change the 


camera angle. 

© Hold œ= and press R3) or £2) to zoom 
your view in or out. 

e Hold = and press @ to turn the car into 
a CPU drone. Do it again to regain control. 

e Press X+4+™+@ at the same time to blow 
up all cars. 


WONDROUS WEAPONS 


There are several temporary weapons offered 
in Micro Machines V3, hidden in green boxes 


YW The tank is slow and ponderous, so make good use of its weapons. 
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AThe Hammer weapon requires precise timing 
and accurate driving to use, but it’s great fun. 


scattered around the courses. You can't 
collect a new one until you’ve used up the 
weapon you already hold. 


CLAWS 


Line yourself up behind your foe and extend 
the claw, pulling him back and letting you pass. 


FLAMER 


Activated on collection, the flamer leaves a 
trail of fire in your wake, burning anyone 
close behind you. 


FORCEFIELD 


If anyone gets too close, hit the button and 
force them back. 


HAMMER 


This weapon produces a hammer which 
smashes your enemies. It requires precise 
targeting. 


MINES 


These are great for narrow bridges and track 
sections, where they’re difficult for opponents 
to avoid. 
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THE MISADVENTURES OF TRON BONNE 


THE MISADVENTURES 


OF TRON BONNE 


Every mission you complete means more Zenny in your pocket and gets you closer to saving Teisel and Bon Bonne from 
Loathe’s greasy grasp. Here’s Mission 5 to help you on your way. 


THE ROOMS OF THE 


GESELLSCHAFT 


CAFE 


The Café is a very relaxed place where the 
Servbots can go and grab a nice Curry or 
Spaghetti Lunch. You will find Servbots #3, 
#5, #21, #26, and #39 in the Café. 


DECK 


Construction on the Deck is completed after 
you finish several Missions. There are three 
Servbots who swab the Deck and keep a 
lookout, they are: #24, #25, and #29. 


Construction on the Engine Room is 
completed after you finish many missions. 
You will discover Servbot #27 flagging, and 
#22 and #23 making sure that the ship is 
always in tip-top shape. 


GYM 


No one is ever left standing for long in the 
Gym. It’s here that you'll find Servbots #9, 
#12, #13, and #38 bulking up. Servbot #38, 
Strict, makes sure that every Servbot under 
his watch is achieving their maximum 
Speed and Attack ratings. When you begin 
your adventure, Servbot #38 creates 
Training Course 1 to improve the Attack 
ratings of Servbots #1 through #8. Once 
that is completed, he creates Training 
Course 2 to improve their Speed ratings. 
Finally, when Servbots #1 through #8 are 
trained and several Missions completed, 
Servbots #9 through #40 are allowed to 
train in both courses. 


LAB 


The Lab is filled with scientist Servbots in a 
flurry of perpetual inventing activity. Here 
you can find Servbots #2, #30, #31, #32, 
#33, and #34, and you can have them 
develop upgrades and cool new weapons 
for the Gustaff. 


DEVELOPMENT 


Once your Lab Servbots have each 
attained their Skills and know how to build 
upgrades for the Gustaff, all you need is 
money. Upgrade the Gustaff every chance 
you get, although it’s a good idea to wait 
until you have more than 100,000 Zenny for 
the first few upgrades. 


MEETING ROOM 


This is where you'll go to seek out your 
Strategy expert, #37, and his companions, 
#7, #8, #10, and #35. 


MISSIONS 


Once you’ve gone to Headquarters to 
select “mission” and you’ve chosen a 
Mission to go on, you automatically go to 
the Meeting Room. 


Servbot: This option allows you to select 
which Servbot(s) will accompany you on 
the mission, and which will be your Servbot 
in charge. 


Robot: Choosing Robot shows you which 
Robot will be used for this particular mission, 
what its capabilities are, and which weapons 
you would like to attach. Make sure you 
attach the correct weapons before going out 
on each mission. For example, going on 
mission 4 without the Bonne Bazooka means 
you won't be able to blast through any of the 
broken walls, and therefore won't get very far. 


Details: Select Details to find out the 
specifics of where you are going and what 
you will be doing on this particular mission. 


Mission: Select mission when you’re ready 
to head out! 


PAINTING THE GUSTAFF 


Once #35 realizes he is a Painter, you can 
change the color schemes on the Gustaff 
to a variety of different themes. Go to the 
Meeting Room and then talk to #35 for 
your Gustaff-painting options. 


STORAGE ROOM 


Whenever you have items to identify or sell, 
bring them to the Storage Room! Servbots 
#4, #14, and #19 will be there to help you 
with any items you have. 


Appraisals and Selling Items 

If you have any questions about any items, 
bring them to the Storage Room for 
Appraisal. Your Servbots can tell you 
whether the item should be given to a 
Servbot, kept to reduce cost on 
Development, or sold for money. 


TEISEL’S ROOM 


After several missions, construction on 
Teisel’s Room is completed. This is where 
you'll find busy Servbot #28. He makes sure 
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Teisel’s Room is clean and spends his time 
vacuuming and tidying up for Teisel’s return. 


TORTURE ROOM 

Complete several missions until this room is 
finished. Servbot #20 paces back and forth, 
just waiting for one of the other 39 Servbots’ 
Sloth ratings to max out. When this 
happens, the lazy Servbots are brought to 
this room for a little lesson in work ethics! 


Punish 

Anytime a Servbot’s Sloth rating reaches 4, 
prepare to send him through the 
Punishment Course. This has to be done to 
keep your Servbots on the ball. 

When the course begins, the Servbot 
must run clockwise around the track. His 
first obstacle is the Spikes. As the Servbot 
is about to step on the spot where the 
Spikes are located, press ™ to activate the 
Spikes. Don’t activate them early or the 
Servbot stops and passes by before you 
can activate them again. 

The second method of torture is the Ring 
of Flame. As the Servbot runs toward the 
upper-right corner of the track, press @ to 
burn him to a crisp. If you activate the fire too 
soon, the Servbot stops in time to avoid it. 

The Weight hanging above the 
straightaway can be used to flatten the 
Servbot into submission. Activating the Weight 
too early allows the Servbot to stop just in time 
to avoid it and then continue in safety. 

Each time you score a hit on the 
Servbot, he runs slightly faster in an attempt 
to “outrun” the next hazard. Make sure you 
don't activate the hazards too early or too 
late. If you get the Servbot’s Green Meter 
down to nothing before the Counter times 
out, your Servbot is properly disciplined. The 
Servbot isn’t going to do you any good until 
you whip him back into shape! 


TRON’S ROOM 

Tron’s Room is one of the first rooms to be 
finished after you complete a Mission or two. 
Find Servbots #17, #18, #36, and #40 
cleaning, on the bed, and playing the piano. 


Music 

When Servbot #36 gains his Music Skill 
and writes several new songs, you will be 
able to visit him anytime and ask him to 
play his new songs for the entire ship. 


IMPOSSIBLE 


Not everyone has the skills to become an elite spy. Your mission, should you choose to accept it, is to read this, 


and become an IMF expert. 


WEAPONS 


7.65 Silenced 

This high-powered pistol can drop an 
enemy with a single shot if aimed carefully. 
The main benefit is the attached silencer, 
which makes firing almost completely 
silent. A skillful agent can take out a guard 
without anybody knowing. You’ll have this 
handy gun on a number of missions, 
primarily the Ice Hit and Ice Storm 
missions. You will have limited ammunition. 


AThe ultimate silent killing machine, the 7.65 
silenced pistol is capable of killing enemy 
agents and guards quickly, and more 
important, quietly. 


Magnetic Mine/Mine 

Both types of these items will prove 
invaluable for completing the Ice Hit and 
Ice Storm missions. Although Ethan is able 
to properly set and place a mine, John 
Clutter is the real expert. In all but one 
situation, it is Clutter’s task to use the 
mines properly. A single mine can 
extensively damage the surrounding area, 
so don’t stick around for too long. 


Blow Pipe 

The blow pipe contains a single dart that 
will knock the target unconscious. It is 
almost completely silent—even quieter than 
the 7.65 silenced pistol. But it has 
drawbacks. The main problem is that you 
can take only one shot. The other problem 


is that you must use it on the right target. 
Although it can be useful in the Recover 
NOC List mission, a mission could be 
successfully completed without using this 
weapon. 


9mm Pistol 

The 9mm pistol will be a companion 
throughout all five missions in the game. 
It’s quick, accurate, and deadly. In the 
hands of a well-trained agent, a single shot 
can drop virtually any opponent. 
Additionally, since many of the enemies 
you face use the same weapon, 
ammunition for it is plentiful. The only major 
drawback is that it’s loud, and using it 
indiscriminately will cause mobs of hostile 
guards and enemy agents to swarm into 
your area. Still, when you need to kill from 
a distance, an accurate weapon with plenty 
of ammunition is hard to complain about. 
You will find and use this weapon at some 
time in every mission, although in the CIA 
Escape mission, you’ll need to discover a 
way to use the pistol without ammunition. 


Dartgun 

This will prove to be your weapon of choice 
in many situations through the Recover 
NOC List and CIA Escape missions. 
Although similar in many ways to the blow 
pipe, the dartgun has a number of 
advantages. First, you will frequently find a 
lot of ammunition and you can fire off 
multiple shots. Another big advantage is 
that the dartgun is completely silent, 
allowing you to strike without being seen or 


AThe dartgun allows you to knock its victims 
unconscious. This is useful for getting through 
‘dangerous areas without a high body count. 
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caught. The final advantage is that 
regardless of where the dart strikes an 
enemy, a successful hit will completely 
incapacitate the individual it hits. In the 
hands of a skilled agent, 20 shots with this 
weapon can mean 20 “kills.” 


Explosive Gum 

Made famous in the movie, this handy stick 
of gum is best left unchewed. Half green 
and half red, the two parts of the explosive 
are completely safe until the two halves are 
squeezed together—you have only five 
seconds before detonation. When the gum 
explodes, it will destroy the surrounding 
area. You will encounter this several times 
in your missions, primarily in the CIA 
Escape. Your supply will always be limited, 
so use it sparingly. 


AThe gas capsules will incapacitate anyone 
in a very small area. Be careful not to fall 
victim to them yourself! 


Electro Stunner 

This neat gadget offers a way to disable 
enemies from close range. Pressing the 
trigger releases a powerful jolt of electricity 
that will stun and knock out whoever it hits. 
The major drawback is that you must be 
extremely close to use it effectively. Trying 
to shock a guard who is more than a few 
feet away will do nothing but waste a 
charge and leave you open to attack. 
Having an electro stunner in your back 
pocket can get you out of more than one 
sticky situation during the CIA Escape 
mission. 
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Gas Capsules 

The gas capsules come into play in the 
middle of the Mole Hunt mission. These 
containers can release a non-toxic gas that 
completely immobilizes and knocks out 
anyone in the immediate area. The only 
problem with the capsule is that if the user 
stands too close to the released gas, the 
gas has the same affect on the user as on 
the victim. Still, for knocking out everyone 
(or even one person) in a small room, 
there’s no better tool. 


Rocket Launcher 

The name of this weapon says it all. 
Nothing you get your hands on, save the 
massive explosive charges, will deal more 
damage than the rocket launcher. The 
obvious benefit to this weapon is that it 
can be used at a tremendous range. One 
hit from the launcher will take out a car or 
helicopter, and that’s exactly what you will 
be using it for during your while on the 
train roof in the Mole Hunt mission. Keep in 
mind, however, that unlike the 7.65 silenced 
pistol and the 9mm pistol, the rocket 
launcher is not a fast-shot weapon. Each 
time you pull the trigger, you will have to 
wait a couple of seconds before the next 
rocket is loaded and ready to fire. Because 
of the delay between firing and the scarcity 
of ammunition, you need to make every 
shot count. 


AThe rocket launcher in action! 


Uzi 

Another effective weapon, the Uzi is one of 
the most deadly of the normal hand-held 
weapons you will encounter, except for the 
rocket launcher. Holding a good deal of 
ammunition and capable of a high rate of 
fire, the Uzi can whittle through even the 
toughest opponent in nothing flat. It’s easy 
to waste ammunition with this weapon, 
though, because pulling the trigger often 
releases a hail of bullets rather than a 
single, focused shot. Still, when confronted 


by a number of enemy guards in the Ice 

Storm mission, you will be happy to have 
this in your arsenal. Note that it is entirely 
possible to complete Mission: Impossible 
without ever using or even seeing the Uzi. 


Gas Injector 

This is the big brother to the gas capsules 
used in the Mole Hunt mission. Rather than 
knocking out a single person or a small 
area, like the gas capsules, the gas injector 
is capable of flooring everyone in a large 
room. It’s fast acting and effective, and it 
dissipates quickly, allowing the user to 
investigate the area they’ve just gassed. 
You will need this item to complete the first 
part of the Ice Storm mission, or you will 
face a deadly firing squad. The gas injector 
literally can save your life. 


Explosives 

Exactly what the name implies. Dynamite, 
gelignite, whatever the explosives may be, 
even a small amount can create massive 
destruction. Nothing comes in handier for 
disrupting the working functions of a 
military base than the liberal use of power 
explosives set in the right place. You will 
have explosives in your inventory for the 
majority of the Ice Storm mission. Planting 
and detonating the charges you place often 
will be one of your top priorities. 


Sniper Rifle 

The sniper rifle is precisely what it sounds 
like. This high-powered 
weapon is extremely 
accurate, and the 
scope attachment 


YW The high-powered 
sniper rifle allows for 
accurate death-dealing 
from a safe distance. 
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allows even the novice to get a close-in 
view of the surrounding area. A single shot 
from this weapon will kill the target, making 
it fast and effective for clearing out large 
areas of enemies. This is the one weapon 
in the game that Ethan Hunt will not touch 
personally. However, during the London 
train station portion of the Mole Hunt 
mission and the mainland section of Ice 
Storm, this weapon in the capable hands 
of other IMF agents will be the only thing 
between Ethan and a six-foot hole in the 
ground. 


Plastic Explosives 

The baby brother of the explosives used to 
demolish buildings and power plants, the 
plastic explosives charge is just large 
enough to take out a small power panel. 
The nice thing about plastic explosives is 
that you can put them virtually anywhere 
and know that they will stick. They also 
don't require any special talent or even a 
detonator. Once in place, plastic explosives 
can be detonated by a single shot. 


TRUE SECRETS OF 


THE IMF 


To join the IMF, agents must prove their 
worth over and over again, accomplishing 
difficult missions with flying colors. While 
every mission is different and provides its 
own unique challenges, some things never 
change, regardless of the enemy or the 
theater of operation. The preceding pages 
offered details about the five missions in 
Mission: Impossible. The following pages 
contain more general advice that you can 
use from mission to mission, on both 
Possible and Impossible difficulty levels. 


CONSERVE YOUR AMMUNITION 


No matter where you are, ammunition is a 
limited commodity. In fact, the only mission 
section where you can won't run out of 
bullets is the station area of the Mole Hunt 
mission. In every other situation, you have 
only a limited number of shots. And not all 
of the enemies you find will drop a clip for 
the weapon you are carrying. In short, if 
you aren't careful with your shots, you can 
find yourself facing uzis with nothing but 
your own two fists to defend yourself. 


Use Your Fists 

You can conserve ammunition in a number 
of ways. One of the simplest is to use your 
fists when you can. When able to attack from 
extremely close range, your fists are your 
best bet. The problem with your fists is that 
you need to be quick, and if your enemy 
crouches, he will be very difficult to hit. 


Shoot for the Head 

Aim your shots carefully to conserve 
ammunition. Many enemies can take 
multiple shots to their arms and legs, or 
even a couple to the chest, but a head shot 
is a kill shot. Even the Uzi-toting 
commandos who guard much of the 
military base in the Ice Hit and Ice Storm 
missions will drop with a single bullet 
placed directly between their eyes. There’s 
simply no better way to avoid wasting 
bullets than by hitting the bad guys in the 
skull rather than the chest or legs. 

Of course, the head is a pretty small target, 
and you won't always have the luxury of 
aiming, especially in a firefight. So, when 
you don’t have the chance to aim, don’t 
worry too much about it. In most cases, 
you’ll have enough ammunition to make it 
through the level in question if you are 
careful with your shots. Enemies who are 
jockeying for position, or who are 
completely unaware of your presence are 
the perfect candidates for a quick head 
shot. If you take the time to aim the shots 
you can, you'll be able to fire off a quick 
burst to take out a couple of guards at 
once when needed. 


Zoom In 

When aiming, you can use the up arrow 
button on your controller to get a closer 
view of whatever it is you are shooting at. 
This helps a lot when you are firing over a 
long distance or want to aim more 
carefully. The zoom feature does take a little 
time, and using it will alter where your sight 
is pointing, so be warned. Zooming in with 
the 7.65 silenced- or 9mm pistol will raise 
your sight a couple of virtual feet. Zooming 
with the dart gun, blow pipe, or electro 
stunner has almost no effect. 


A Why use your limited ammunition in a situation 
like this? Duke it out with close-range enemies. 
It’s fast, effective, and costs you nothing. 


Aim Low 


When you don't have the time to aim 
carefully at an enemy’s head, aim low. Many 
of your enemies will switch between a 
standing and crouched position. By aiming 


for their stomach, you'll hit them when they 


are standing up, and crouching will just 
bring their head into the center of your 
sights. Also, your enemies are vulnerable 
when they are moving, including standing 
up or crouching, so these are the perfect 


times to fire off short bursts of two or three 


bullets to take them out. 


AAim low and you may hit the enemy in his 


stomach. 


If you are quick, you can benefit from the zoom 
feature without taking as much time. Since 
zooming in raises your sights, if you aim a 
little lower on a target, you can fire while your 
sights are zooming in, scoring a well-aimed 
hit without waiting for the full zoom. 
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PROTECT YOUR HEALTH 


It may seem pretty obvious, but if your 
health drops to zero, it’s time to try the 
mission again. The only time in Mission: 
Impossible where you can restore any lost 
health is in the warehouse on the Recover 
NOC List mission, and even here, your 
opportunities are limited. Your health at the 
start of a mission is all you have to work 
with, and you cannot make it through the 
game without taking some damage. 

The best way to protect your health 
from dropping too low too fast is to use the 
cover provided by the terrain. This means 
hiding behind crates and boxes, ducking 
when enemies rear up, and dodging out of 
the way whenever possible. 

In fact, strafing is one of the best ways to 
preserve your health and dish out some 
pain at the same time. All of the enemies 


Using cover also can help you conserve 
ammunition. Many enemies are programmed 
to always attack from the same spot—the 
train cars episode is an excellent example. 
In these situations, look at where the 
enemy’s head lines up against the wall or 
object behind him, then get under cover. 
When he pulls back, aim your targeting sight 
on that spot on the back wall. When the 
enemy reappears, you'll have a perfect kill 
shot lined up. 


Don't fire bursts with the 
dartgun. A single dart will take 
out anyone. Extra darts are just 
a waste of ammunition. 
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you face— from base guards to Max’s 
henchmen—are unable to move and shoot 
at the same time. When they take aim at 
you, they retain that position until they pull 
back or move to get a better angle on you. 
Use this to your advantage. While aiming, 
use the left and right arrow buttons on the 
controller to slide from side to side. Learn 
to do this and keep the targeting sight 
centered on your enemies. Their shots will 
miss, having been aimed for where you 
were. Your shots will hit. 


objectives than you are given. So don't take 
wild shots and foolish risks just because 
there is a timer in the upper left-hand side 
of the screen. Slow it down. Take it easy. 


EXTRA BONUSES 

The Benefit of Survival 

Keeping yourself alive is important, 
obviously, because if you let your health 
drop too low, you won't be able to finish 
your missions. But, if you are extremely 
careful, very good, and just a little bit lucky, 
you will find a special bonus. 


ASerious deadline? Not really. With only four minutes gone, Ethan is 
only about a minute away from the elevator to the CIA infirmary. 


PATIENCE 


While the missions you undertake are 
important, there’s no need to rush. Even 
when you are on a time deadline, such as 
when you are wearing the Golytsine mask, 
escaping from CIA interrogation, defusing 
Max’s bomb, or leaving the Lundkwist 
Base mainland in your final mission, you 
shouldn't hurry too much. Rushing around 
creates more problems than it solves, and 
in almost every case, you have plenty of 
time to complete your objectives in style. 
You can defuse Max’s bomb in less than 
half the time you have available. The 20 
minutes you have to complete your 
objectives on the mainland in Ice Storm is 
enough for you to get everything done. 

In fact, the only really serious time deadline 
occurs when you must get Candice 
through the sewage control center to the 
super-computer. In every other case where 
the clock is ticking, you will need 
significantly less time to complete your 


If you manage to finish the second 
(Recover NOC List), third (CIA Escape), or 
fourth (Mole Hunt) mission without dying or 
restarting, you’ll get an extra benefit. You 
will be given a secret passcode that you 
can enter while on the mission selection 
screen to receive a bonus weapon for your 
next mission. Completing the Recover NOC 
List mission without dying or restarting 
earns you an extra 9mm pistol. The CIA 
Escape mission grants you an extra 
silenced 7.65 pistol. And finishing the Mole 
Hunt mission without dying or restarting 
gets the big prize—an Uzi. 

These codes can be entered before any 
mission, Possible or Impossible difficulty 
level. So, if you are having trouble finishing 
the CIA Escape mission on Impossible 
difficulty, your ability to get an Uzi by 
completing the Mole Hunt on Possible may 
be just enough to get you through. 


Your Final Bonus 

When you have completed the game, keep 
your Nintendo64 running through the 
credits. When the credits have gone by and 
the Infogrames logo comes up, wait just a 
little bit longer. You will then be returned to 
the embassy from the Recover NOC List 
mission. Your health bar will be low, but 
that’s not a problem. You see, this isn’t a 
mission, but an extra reward. 

Scattered around the embassy in 
groups of two or three is much of the 
design and production team from Mission 
Impossible. Go talk to them, and they'll tell 
you a little bit about what they do. 

If you talk to everyone, Candice and 
Ethan will come from the security area 
down to the main floor, near the pianist. 
And with their embrace, the party begins! 


V Talk with the development team! 


Be vow TIAN a crate. i thee I have a 


fer? spate oes 


PRIMA’S UNAUTHORIZED STRATEGY GUIDE 


MONKEY HERO 


Can you find the missing eight pages of the Magic Story Book and defeat all the Nightmare minions in Monkey Hero? Of 
course you can. But wouldn’t it make your battle against the Nightmare King much easier if you could wield the game’s 
most powerful weapon—the Dream Staff—against him? Collect the 20 Dream Crystals as shown on these pages, and 


you’ll be an unstoppable ape champion. 


WHERE TO FIND THE 
DREAM CRYSTALS 


Find and collect all 20 Dream Crystals and 
take them back to Master Sage. He will 
grant you the Dream Staff—the most 
powerful weapon in the land! 


1. Mined-Out Mountain: With the Super 
Grapple equipped, grapple up to the 
blue Grappling Hook in the second room 
from the start point. From there, hover 
across to the platform with the Chest. 

2. Secret Mines: Look for a large crack in 
the east wall, near the Crates. Place a 
Firecracker against the crack and step 
back! The resulting hole gives you 
access to the hidden Chest. 

3. Master Sage’s Dojo: At the sign near 
the entrance, push the Peach Statue to 
make a Chest appear. 

4. Bamboo Grove: Just south and east of 
the stairwell in this room is a large 
crack in the wall. Set a Firecracker 


V Master Sage will tell you how to find all 20 
Dream Crystals. 


against the crack to blow open the wall. 


On the other side lies a Chest 
containing a precious Dream Crystal! 

5. Thai Temple: Before moving to the Third 
Book Page, return to the room where 
you had to hover over the chasms and 
battle Tek Teks. Pull the Giant Skull 
Statue out of the way, step on the Floor 
Button, ride the moving platform to the 
Chest, and retrieve the Dream Crystal! 

6. Dream Castle: In the Dream Castle, in 
the room east of the Dream King’s 
throne, defeat the four Animated 
Statues. Then light all four Torches. A 
Chest appears with a Dream Crystal 
inside. 

7. The Monkey Scouts (located in The 
Nightmare World): Deliver the Monkey 
Scouts’ secret message to the Monkey 
Captain. Then return to the Scouts’ 
Secret Fortress to collect the Big Peach 
and Dream Crystal. 


Buy Monkey Hero: Prima’s Official Strategy 
Guide for the location of each hidden treasure 


chest, walkthroughs for every map, strategies 
for defeating every boss, and more! 
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8. Monkey Village: After retrieving Book 
Page Four from the Dream Castle, 
return to the Monkey Village. There, 
speak with Samuel and Rosie to get a 
Chest with a Dream Crystal. 

9. Grand Mausoleum: In the first room, 
use the lighted Candle to light the left 
Torch and reveal a secret Chest with a 
Dream Crystal! 


| | 


Y AOn the Monkey Troop mini-mission, you'll 
receive a Big Peach and a Dream Crystal. 


10. Undertaker: Kill the Ghost Rat Boss, 
and then talk to the Undertaker to get a 
Dream Crystal. 

11. Swamp, with Sandy: Before you leave, 
put a Lightning Bug into the Lightning 
Bug Globe. A Chest containing a Dream 
Crystal will appear! 

12. Gypsy Village: Solve the puzzle just 
outside the north side of the village. 
First, de-Bat the entire perimeter. Then, 
walk down the stairs and into the light 
on the west side of the pit. It goes out, 
leaving you in the dark, but reappears 
up the stairs and in the southwest 
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corner. Go to it and follow it back down 
the stairs to the east side of the pit. 
Back upstairs, you'll find the next light 
shining on the southeast corner. Step 
into it to make the Chest appear in the 
center of the pit. 

Near Master Sage’s Dojo: Solve the 
puzzle east and just outside of the 
dojo. Release four Lightning Bugs into 
each of the four Lightning Bug Globes. 
A Chest appears that contains a Dream 
Crystal. 

Near the Library: Solve the puzzle 
west of the library. Use the Candle to 
light the Torch on the right. The platform 
will begin to move, so wait for it to 
come back and then step onto it. 
Prepare to hover to the next moving 
platform, and then ride it to the Switch 
in the east. The Chest appears in front 
of the door. 

Beach: Solve the puzzle in the 
southeast corner. Defeat the six Red 
Nightmare Jellies. Next, place a 
Firecracker in front of the crack in the 
east wall. Finally, open the Chest in the 
hidden room. 

Forest: Solve the puzzle in the forested 
area. Use the Candle to light the unlit 
Torch on the left. This causes the 
platform to begin moving, so wait for it 
to return to you and then step onto it. 
Get ready to knock a couple of Bats 
from the sky! When it’s safe, power up 
your Hover, wait for the platform to 
reach the south wall, and then hover to 
the southeast corner. Light this Torch 
and use the Big Hammer to pound 
down the Stakes. Wait for the next 
platform to return, and ride it to the 
northeast corner of the room. As you 
ride, swing at any stray Bats.Ready the 
Hammer, knock down the remaining 
Stakes, step onto the platform with the 
Chest, and then open it. 

South-east of Gypsy Village: Solve the 
puzzle in the forested area east and 
south of the Village. You must wear the 
Mega Bracelet to get through this 
puzzle. Your first goal is to get the Knife- 
Throwing Nightmare Guard at the 
bottom of the first flight of stairs before 
he gets you. Then just push each Giant 
Skull Statue out of the way and defeat 
the two remaining Nightmare Guards. 
The Chest in the southwest end of the 
room is yours. 

West of the Swamp: Solve the puzzle in 
the forested area. Equip the Mega 
Bracelet and move the Giant Skull 
Statue. Go in with the Candle lit, fight off 
the Bats, and pound down the left stake. 
Pound down the right stake and 
descend the stairs. Kill another bat and 
go down another set of stairs. Pound the 
right stake, then the left. Climb the 
bottom stairway to the middle platform 
and pound the last stake. The door to 
the southwest is now open. Avoid the 
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ASolve the puzzle to the east and south of 


Master Sage’s Dojo. 
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Wart Hog Chargers and light the torch in 
the middle of the room. Proceed into the 
southwest room, defeat the Bats, light 
the torch, and push every barrel in the 
room into a wall. After you dispose of all 
barrels and Bats, the chest will appear. 
South of Dragon Mountain: Solve the 
puzzle. First, open the Coffin in the 
northeast and swat at the Bats that fly 
out. This causes several Zombies to 
appear around the unlit Torch in the 
southeast. Defeat them all to light the 
Torch; then light your Candle. Open the 
Coffin in the northwest and smack the 
Bats that fly out. This causes several 
Ghosts to appear in the southwest 
corner. Use the lit Candle to dispatch 
them. The Chest appears in the 
southwest corner of the room. 


. Fontune Village: Solve the puzzle. The 


moment you step into this room, you 
must challenge a swarm of Bats to the 
death. As soon as it’s safe, put a 
Firecracker in front of the crack in the 
southwest wall. In the hidden room to 
the left waits a trapped Fontune! As he 
expresses his thanks, the Chest appears 
in the middle of the main room. 


WHERE TO FIND ALL 16 


MAGIC BIG PEACHES 


The Library: At the four Crates stacked 
in a T-shaped hallway, get the Crates 
out of your way to reach the Chest 
behind them. 

Secret Mines: Use the Big Hammer to 
smash all four White Horned Skulls in 
the last room. Once they’re out of the 
way, you can safely open the Chest. 
Master Sage’s Dojo: Speak to Master 
Sage in the Dream Crystal Hut. He’ll 
give you a Big Peach. 

Bamboo Grove: Open the last Chest 
just east of the Giant Mushroom to 
receive a Big Peach. 

Fontune Village: The Hut east of Lord 
Fontuneroy’s contains a Fontune 
Soldier—and a Chest with a Big Peach. 
The Monkey Scouts: Deliver the 
Monkey Scouts’ secret message to the 
Monkey Captain. Then return to the 
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AFind the second Gold Key in Bamboo Grove to 
find a Crystal. 


10. 


11. 


12. 


13. 


Scouts’ Secret Fortress to collect the 
Big Peach and Dream Crystal. 

The Beach, Beached Ship: Push over 
the Barrels next to the Crates, throw the 
Crates, and pound down the two Stakes. 
The Chest contains the Big Peach. 

Thai Temple: You'll find the Chest with 
the Big Peach in the center of the room 
leading up to Level 2. 

Dream Castle: In the area outside with 
the suspended platforms, throw a Jar 
or a Spear at both Nightmare Guards. 
A Chest containing a Big Peach will 
appear on the ledge above them. 
Grapple up to it to open the Chest. 
Outside Karma Tower: On your way 
out of Karma Tower, open the Chest 
that appears. 

Grand Mausoleum: At the top of the 
stairway up to the third level, open the 
Chest to the right. 

The Big Statue: Once you have the 
Candle from the Grand Mausoleum, 
light it and take it to the Big Statue 
west of the Graveyard. Light the two 
Torches in front of the Big Statue to 
receive the Big Peach. 

Dragon Mountain: To obtain a Big 
Peach, push the Statues in the room on 
top of the floor panels to make a Chest 
appear in the center of the room. The Big 
Peach will wait for you inside the Chest. 


. Alien Shipwreck: With the Protect 


Statue activated, step on the Floor 
Button south of the entrance. Quickly 
walk between them. Then step on the 
Floor Button to the south, turning off 
the green toxic floor. Open the Chest to 
collect a Big Peach. 


15. Solve the puzzle outside the Mines: 


16. 


Defeat all four Red Nightmare Jellies in 

the four corners of the room. Your valiant 

efforts will be rewarded with a Big Peach. 
Solve the puzzle in the forested area: 
Four Blue Nightmare Jellies circle 
happily in the pit below. Throw 
Firecrackers in the pit until blue jelly 
covers the walls, and a Big Peach 
becomes available. 


MONSTER 


Follow these simple hints and tips and in no time you’ll become a master of the art of monster breeding and training. 


J RANCHER 


In this tips guide are lots of basic tips that 
cover creating and rearing monsters. Later, 
we tell you how to find all the hidden 
monsters! 


GENERAL MONSTER-BREEDING TIPS 


Becoming a top monster breeder is not an 
easy task, so in this section we try to cover 
all the basics you should know before you 
begin caring for a would-be fighting 
champion. 


e When your monster is a baby—less than 
two years old—you should be careful 
how often you punish him. If you 
reprimand him too often, he’ll lack 
confidence and be unhappy. Obviously, 
you must use discipline to keep him 
working, but only punish him once for 
every four mistakes he makes. This builds 
discipline and keeps him happy! 

If you want to extend the life span of your 
monster, treat him well; the better you 
treat him, the longer he'll live—it’s that 
simple! Try and follow these golden rules: 
always feed your monster with meat in 

VW Be careful not to punish young monsters too 

often, or they’ll develop insecurity complexes! 


fs 


the month of his birthday, and always 
reward him with an apple cake (or some 
kind of sweet treat) when he wins a 
tournament. Stick to these two rules and 
your monster’s life span will be extended 
by anything up to 10 years! 

Always remember that the more vitamins 
and pills you give to 
your monster, the 
shorter his life span 
will be. They can 
shorten a monster’s 


life expectancy by 
one to five years, so 
be careful. 

The Plant Egg is a 
hidden item that 


increases your 


monster’s life span by 


a year or two. It’s 
found in the jungle so 
look out for it—it’s 
well worth finding! 
Combining monsters 
can have a weird 
effect. For example, 
combining two 
monsters who have 
both been given large 7 
amounts of pills and 

vitamins seriously 


AGW 
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ATreat your monsters to meat in the month of their 
birthdays, and use sweets to reward them. 


ASome items have side effects—vitamins 
reduce life span, for example—so be careful. 
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affects the new creature. The life 
expectancy of the combined monster can 
be 60 to 75 percent less than the average 
beast! Always consider the outcome 
before you cross-breed monsters. 

e The Golden Peach is a secret item found 
in the jungle, like the Plant Egg, but it has 
a greater effect. Find this object and you 
can increase your monsters life span by 
up to five years! The amount of time you 
gain depends on the type of monster and 
how well you treat him. However, note 
that the Golden Peach can only be found 
once every 10 years! 


HIDDEN MONSTERS 


It’s possible to combine certain collectibles 
and monsters to create new and powerful 
species! Just check out the following and 
you'll have a powerful secret monster at 
your command in no time! 


APE MONSTER 


To get the Ape Monster, first find the Magic 
Banana in Kahn’s jungle. Look for the place 
where the kings once lived, then get your 
monster to search this area. He will 
eventually find the banana here. 

Next breed two spoiled monsters by 
only feeding them meat then letting them 
rest all month. Freeze them both and 
combine them with the Magic Banana. 

You’re told that the combination will be 
a Boxer, but the Magic Banana has a major 
effect on outcome, making your creation 
the Ape Monster. Be forewarned, this 
monster is extremely lazy! 


DRAGON MONSTER 


YW The world of Monster Rancher is packed with 
secret items, many allowing you to breed 
special monsters. 


AMake sure you thoroughly explore every 
location—you never know what you might find. 


To uncover this monster, first work your 
way up to the "B" class, where you'll find a 
tournament called the Trial Cup. At this 
event you face a dragon that you must 
defeat, then advance to class “A.” 

You should be asked to an event called 
the August Invitational. Here you must 
defeat a black dragon to earn a secret item 
called the Dragon Tusk. Now breed the 
Dragon Tusk with the Dino-Naga and Naga- 
Dino to create the Dragon Monster. 


HENGER MONSTER 

To get this hidden monster, you must 
collect five doll parts, all found during the 
Desert Expedition. Don’t leave until you 
have all five. 
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Now you have to work your way up the 
ranks till you reach class “A.” You’re asked 
to compete in the Winter Invitation, where 
the grand prize is the Doll Head. When 
you’ve won it, put the doll pieces together, 
giving you the Clay Doll. 

Now listen to what Tesca says about 
the previously unreadable stone tablet on 
the Desert Expedition, then follow his 
instructions. Once you have read the tablet, 
a circular mark appears on your monster’s 
back. Now simply combine it with any 
other dino and the Clay Doll. The result is 
the Henger Monster, who has very high 
STR, SKI, SPD, and INT, and lives for 
between six and nine years. 


MAGIC MONSTER 


First find a pure Gali and a pure Monol— 
you will probably have to go through many 
CDs to find them! Next you must get an 
item called the Old Mirror, which is found 
on Kahn's expedition. 

Now you have all three pieces of the 
puzzle, combine them. The guy at the lab 
will tell you that it is a bad combination, 
but go ahead anyway. You should have the 
Magic Monster at your disposal. 


NYA MONSTER 


This final secret monster is easy to find. 
Firstly progress to around the year 1026. 
As time passes, continually check the 
items shop, as this makes the store owner 
reveal new items. 

After he has revealed about six items, 
he should add an item called the Cat Doll 
to the list. Simply buy one for 1000G then 
use it to combine any two monsters. You 
have created the sacred Nya Monster! 


MONSTER 


DON’T RUSH TO ADVANCE 


YOUR MONSTER 


Avoid going to official IMA tournaments. 
Winning one or more of these advances 
your monster to the next class and pits it 
against more powerful monsters in the 
tournaments. Instead, attend the regular 
tournaments, winning them for the purse, 
until your monster dominates all others in 
its class. After you have saved some 
money and have a strong monster, win the 
IMA tournament and repeat the process in 
the higher class. 


A Spend time training AdAlways give your 
your monster before monster advice during 
heading to the official a battle. 
tournaments. 


ASome techniques ABuild up your 
work better than others monster’s Speed so it 
on different opponents. can better evade 
attacks. 


SAVE ON FOOD 


When sending your monster to an Errantry 
for training, send it on the second, third, or 
fourth week. It will return one month later. 
As long as you don’t send it the first week 
of a month, you skip the first week of the 
following month and don’t have to feed 
your monster. 


BUY ITEMS ON SALE 


When the Shop has a sale, buy useful 
items even if you don’t need them that 
week. This helps you save money. 


ERRANTRY WHEN 


DISCOUNTED 


Always send your monster to Errantry 
training when it’s half price. You get a 
notice of this price reduction every few 
months. 


ATry out all of your CDs and CD-ROMs to see 
which monsters you can create at the Shrine. 


A Check the Market 
each season to see 
what new monster they create unique and even 


A Combine different 
types of monsters to 


are offering. rare monsters. 


UNLOCK RARE MONSTERS 


BAJARL 


Obtain a Bajarl by building the final house, 
which lets you get the magic pot. Use it in 
combining for the Bajarl. To build the last 
house you must be 8th Rank or higher and 
have 17,000 Gold. 
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BEACLON 


If you give your Worm 30 or more jelly cups 
before the cocoon occurrence, it will 
metamorphose into a Beaclon. The Worm 
must be E-Rank or D-Rank and have no 
stress or fatigue. When your Worm is aged 
4y0m to 4y11m on June 4th, the Worm 
turns into a cocoon and hatches into a 
Beaclon. 


CENTAUR 


You randomly find a spear in the Mandy 
Errantry after you have been on the Kawrea 
adventure, are Rank 4 or better, and the 
monster you send on the Errantry is B- 
Class or higher. After you have the spear, 
use it in combining to get the Centaur. 


DRAGON 


To get invited to fight for the dragon tusk 
you must have attended the IMA vs. FIMBA 
meet, have the first stable upgrade, be 6th 
Rank or higher, and be in B-Class at the 
time. After all of the above requirements 
are met, you are invited to a tournament on 
August 2nd to fight a Dragon for the 
dragon tusk. Use the tusk in combining to 
get a Dragon. 


DUCKEN 


To get a Ducken, find the strong glue on 
the Torles expedition. Then get a fun can by 
collecting five diamond marks on the jelly 
cups and you can glue the doll together. 
Use it in combining to get a Ducken. 


DURAHAN 


Find the old sheath in the Parepare 
adventure and then go to the Shop. The 
shopkeeper tells you a rumor about stolen 
swords. If you get a monster to A-Class on 
February 1st to 3rd you are invited to a 
tournament on the 4th to get the double- 
edged sword, which you use in combining 
to get a Durahan. 
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GHOST 


One hundred forty weeks after your first 
monster dies, Colt asks you to upgrade the 
Altar. If you do, 140 weeks later you can 
upgrade it again. If you upgrade it twice, 
you find a stick at the Altar, which you can 
use in combining to get a Ghost. 


JILL 


You need the big footstep from the Torles 
adventure to be 6th Rank or higher, and to 
have a current monster of B-Class or 
better. After you meet those requirements, 
go to the Papas Errantry to get a warning 
about Big Hands. Beat him in battle to get 
the big boots. Use them in combining to 
get a Jill. 


JOKER 


Get the mask in the Kawrea adventure and 
use it in combining to get a Joker. 


METALNER 


To get the aliens to visit, you must be 8th 
Rank or higher, have a B-Class monster, 
and it must be past the year 1010. The 
aliens visit on the 1st, 2nd, and 3rd of 
September. On the 3rd week they give you 
a crystal. Go to the Shrine and unlock 
Metalners. 


MOCK 


Once you’re 4th Rank, go to the Shop and 
get some seeds. Plant them and the tree 
will grow, bloom, then die. After the tree is 
dead and after your next monster dies, the 
tree comes to life. 


NITON 


Niton becomes unlocked when a Hopper 
digs up the hot spring. See Undine to learn 
how to get a Hopper to do this. 


PHOENIX 


Find the fire feather in the Kawrea 
adventure and use it in combining to get a 
Phoenix. 


To get an Undine you must get a Hopper to 
dig up the hot spring. To do this you must 
be 4th Rank or higher and have a Hopper 
that is B-Class or higher. Make sure your 
Hopper is fully rested and has no stress 
going into winter. Hopper digs up the hot 
spring to get the Undine slate. Use it in 
combining to get an Undine. 


WRACKY 


It must be past the year 1005, and you 
must be 7th Rank or higher and have 90+ 
fame. After these conditions are met, you 
are sent the Wracky doll. If you throw it 
away, it will arrive in the mail again next 
month. Once you decide to keep it, it will 
move one week. After that, when your next 
monster dies the Wracky will come to life. 


ZILLA 


To get a Zilla you must have dug up the hot 
spring, built the first stable upgrade, be 6th 
Rank or higher, and have a current monster 
at B-Class or better. Then send the 
monster to the Torble Sea Errantry. You are 
warned about the Zilla King, and if you KO 
it you will get the Zilla beard that can be 
used in combining to get a Zilla. 


GETTING RARE MONSTERS 


WITH SPECIAL DISKS 


Some rare and powerful monsters can only 
be found on special music CDs or CD- 
ROMs. The following is a listing of which 
disks to use at the Shrine. Some of these 
monsters must be unlocked after you 
become an IMA Trainer. 


5000cc020000 
8009908c0101 
80098fbce0ff 
80098fbe05f5 
80097a3c00f3 
80097A20 03E7 
80097A22 03E7 
80097A24 03E7 
80097A26 03E7 
80097A28 03E7 
80097A2A 03E7 
80097b98 0001 
80097b9a 0001 
80097b9c 0001 
80097b9e 0001 
80097ba0 0001 
80097ba2 0001 
Current Date 80099228 xxxx 
xxxx=0000 (04/01/1000), 1 Week = +0001(h) 
Breeder Grade 30098FCO 00xx 
xx=00 (Beginner), 01 (Grade 9), OA (Expert) 
Ranch Size 30098FC1 000x (x=O[EN]4) 
Stable Size 30098FC2 000y (y=O0[EN]2) 
Monster Rank 300097892 00xx 
xx=00 (E)-05 (S) 
80097A20 03E7 
80097A22 03E7 
80097A24 03E7 
80097A26 03E7 
Spd Max 80097A28 03E7 
Def Max 80097A2A 03E7 
Age 80097A14 xxxx 
xxxx +0001(h) 1 Week +0004(h) 1 Month 

Max Fame 80097438 0064 
All Emblems Won 80097A80 0001 
80097A84 0001 
80097A88 0001 
80097A8C 0001 
80097A90 0001 
DOOS38AE 0102 
801FFC7C 0000 
D00938AE 0802 
801FFC5C 0000 


Have All Monster Cards 
Maximum Funds 


100 Percent Loyalty Ranking 
Killer Monsters 


All Techniques 


Lif Max 
Pow Max 
Int Max 
Ski Max 


R2+SEL Opponent Guts Drain 


R2+START Opponent Life Drain 


MONSTER CLASS 


Ape Gold Dust 
Plant Raggae Plant 
Suezo Birdie 

Suezo Bronze Suezo 
Suezo Gold Suezo 
Suezo Silver Suezo 
Suezo Sueki Suezo 
Tiger White Hound 
Undine Mermaid 
Worm Express Worm 
Wracky Santa Claus 
Zilla Deluxe Liner 
Zuum ZebraSaurian 
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RARE MONSTER 


DISK REQUIRED 

Velvet Underground Andy Warhol 
Bob Marley Legends 

Tiger Woods ‘99 (PS) 

Too! Aenima 

Barbra Streisand A Collection 
TLC Fan Mail 

Monster Rancher (PS) 

Dances with Wolves (ST) 
Little Mermaid (ST) 

Beastie Boys License to III 
Mariah Carey Merry Christmas 
Titanic (ST) 

Zebrahead Waste of Mind 
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Even in these days of fluid 3D animation, Street Fighter’s arch rival refuses to die. Give your mates a good slap 
with these complete moves lists for every character in the game. 


GENERAL HINTS FIGHTERS 


e New Mercies allow you to bring an 
opponent back to life, instead of taking 
the opportunity to “finish him.” Mercies 
are executed in round three by pressing 
b&b, %, %, Run. 

e Animalities are a variation on Fatalities, in 
which a character turns into an animal 
and kills his or her foe. Animalities can 
only be completed after a Mercy has 
been performed. 

e It’s possible to execute Stage Facilities 
when you are fighting in the Pit 3, 
Subway, and Shao Khan’s Tower stages. 


BASIC MOVES 

The following moves and techniques are 
universal to all 14 fighters (15, including 
Smoke), when playing with the default 
controller configuration. 


KEY 

LP = Low Punch (X) 

HP = High Punch (W) 

LK = Low Kick (@) 

HK = High Kick (4) 

t = Up 

+ = Down 

-> = Forward (toward opponent) 
€= Back (away from opponent) 


Low Punch (LP) x 
High Punch (HP) a 
Low Kick (LK) @ 
High Kick (HK) A 
Block or 
Run or +€or> 
Crouch Punch &+LP 
Uppercut $ + HP 
Sweep Kick € +LK 
Roundhouse € +HK 
Crouch Kick +$ + LK or HK 
Specialty Punch HP when close 
Throw ~> + LP when close 
Knee HK or LK when close 
Fast Punches Repeatedly tap LP or HP 
Jump Kick ® +LK or HK 
Jump Punch T + LP or HP 
Turning Kick Leap over opponent 


(#->) then HK 
Leap over opponent 
(#-->) then HP 


Turning Punch 


Each of the following fighters has their own 
unique strengths and attacks. Experiment with 
each fighter and see who suits your fancy. 


CYRAX 


Close Grenade 
Far Grenade 


Hold LK, €, €, HK 
Hold LK, >, >, HK 


Explode Teleport >, & + Block 
Jump Throw +, >, Block, LP 
Green Net €, €, LK 
Fatality 1 4, 4, X, &, HP (anywhere) 


Fatality 2 +, 4, >, %, Run (near) 
Stage Fatality Run, Block, Run 
Animality T, T, 4, & (near) 
Babality >, >, Block, HP 
(no block in winning round) 
Friendship Run, Run, Run, ® 
(no block in winning round) 
JAX 
Missile €, >, HP 
Double Missile >>, €, € + HP 
Dashing Punch =, >, HK 


Gotcha Grab %, =>, LP (repeatedly tap LP) 
Quadruple Throw => + LP (near), tap HP 
Ground Smash hold LK for 

three seconds, release 


Backbreaker tap Block while in air 
Fatality 1 hold Block, T, +, >, f, 

release Block (near) 
Fatality 2 =>, Block, >, %, LK (far away) 


Stage Fatality +>, $, LP 
Animality hold LP >, >, 4, >, 
release LP (near) 
Babality b+, $, LK 
(no Block in winning round) 
Friendship LK, Run, Run, LK 
(no Block in winning round) 

KABAL 
Fireball €, €, HP 
Tornado Dash €, >, LK 
Ground Razor €, ©, ©, Run 


Fatality 1 vv, €, >, Block 
(Sweep distance) 

Fatality 2 Run, Block, Block, Block, HK 
Stage Fatality Block, Block, Block, HK 
Animality hold HP >, >, 4, >, 
release HP (near) 

Babality Run, Run, LK 
(no Block in winning round) 

Friendship Run, LK, Run, Run, ® 


(no Block in winning round) 


KANO 
Knife Throw 4, €, HP 
Knife Uppercut +, >, HP 
Kannonball Hold LK for three seconds, 
then release 
Choke Hold €, +4, €, 4, 4, >, >, LP 
Air Toss Tap Block while in air 
Fatality 1 Hold LP >, +, 4, >, 
release LP (near) 
Fatality 2 LP Block, Block, HK 


(just outside of Sweep range) 


Stage Fatality t,t, €, LK 


Animality Hold HP Block, Block, 
Block, release HP (near) 
Babality > >, $, $, LK 
(no Block in winning round) 
Friendship LK, Run, Run, HK 
(no Block in winning round) 

KUNG LAO 
Hat Throw €, > +LP 
Dive Kick Jump, & + HK 
Teleport +, T Shield >, ¥, >, Run 
(tap Run to continue spinning) 
Fatality 1 >, >, ©, 4, HP (near) 
Fatality 2 Run, Block, Run, Block, & 
(anywhere) 
Stage Fatality 4, 4, >, >, LK 


Animality Run, Run, Run, Run, 
Block (near) 
Babality 4, >, >, HP 
(no Block in winning round) 
Friendship Run, LP, Run, LK 
(no Block in winning round) 
LIU KANG 
High Fireball >, >, HP 
Low Fireball > >, LP 
Air Fireball Jump, >, >, HP 
Dragon Kick >, > HK 
Bicycle Kick Hold LK for three seconds, 
release 
Fatality 1 >, >, $, & (near) 
Fatality 2 T, $, T, ® + Run + Block 
Stage Fatality Run, Block, Block, LK 
Animality vv, T (near) 
Babality 4, 4, $, HK 
(no Block in winning round) 
Friendship bv, &, Run 


(no Block in winning round) 
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NIGHTWOLF 

Arrow +, €, LP 
Tomahawk T, >, HP 
Shield €, ©, €, HK 
Shadow Charge >, > +LK 
Fatality 1 Hold Block, f, T, €, >, 


release Block (near) 

Fatality 2 €, €, €, &, HP (Sweep range) 
Animality 
Babality > €, 9, € LP 
(no Block in winning round) 


Friendship Run, Run, Run, + 
(no Block in winning round) 

SEKTOR 
Missile >, >, LP 
Homing Missile >, $, €, HP 
Teleport Uppercut > >, LK 
Fatality 1 LP, Run, Run, Block 
(Sweep range) 
Fatality 2 >, >, >, ©, Block 


(jumping range) 


Stage Fatality Run, Run, Run, & 


Animality >, >, $, T (near) 
Babality €, 4, 4, 4, HK 
(no Block in final round) 
Friendship Run, Run, Run, Run, & 
(no Block in final round) 

SHANG TSUNG 
One Fireskull €, €, HP 
Two Fireskulls €, €, >, HP 
Three Fireskulls €, €, >, 9, HP 
Ground Fire >, 9, €, €, LK 
Fatality 1 Hold LP +, >, >, +, 
release LP (near) 
Fatality 2 Hold LP, Run, Block, Run, 


Block, release LP (near) 


Stage Fatality T, 7, €, LP 


Animality Hold HP, Run, Run, 
Run, release HP 
Babality Run, Run, Run, LK 
(no Block in winning round) 
Friendship LK, Run, Run, & 
(just out of Sweep range) 
(no Block in winning round) 

SHANG TSUNG MORPHS 
Cyrax Block, Block, Block 
Jax > >, +, LP 
Kabal LP, Block, HK 
Kano €, >, Block 
Kung Lao Run, Run, Block, Run 
Liu Kang Hold Block, rotate D-pad 360° 
Nightwolf T AT 
Sektor +, >, €, Run 
Sheeva Hold LK, >, &, %, release LK 
Sindel +, €, $, LK 
Sonya +% + Run + Block + LP 
Stryker >, >, 2, HK 
Sub-Zero >, >, HP 


SHEEVA 

Fireball +, >, HP 
Ground Stomp €, 4, €, HK 
Teleport Stomp vt 
Fatality 1 >, $, 4, >, LP (near) 
Fatality 2 Hold HK, >, €, >, >, 


release HK (near) 


Stage Fatality +, >, 4, >, LP 


Animality Run, Block, Block, 

Block, Block (near) 

Babality vb, 4, €, HK 

(no Block in winning round) 

Friendship ->, >, $, >, HP 
SINDEL 

Air Fireball Jump, $, %, LK 

Ground Fireball >, >, LP 

Scream >, ->, >, HP 

Float €, €, 2, HK 

(press Block to descend) 

Fatality 1 Run, Block, Block, 

Run + Block (near) 

Fatality 2 Run, Run, Block, Run, Block 


(one or two steps away) 


Stage Fatality b, b, b, b, LP 
Animality >>, t, HP 
Babality Run, Run, Run, ® 
(no Block in winning round) 
Friendship Run, Run, Run, Run, Run, ® 
(no Block in winning round) 
SONYA 
Rings 4, >, LP 
Bicycle Kick €, €, 4, HK 
Square Wave Punch >, €, HP 
Leg Grab v + LP + Block 
Fatality 1 €, >, +, ¥, Run 
(outside jumping distance) 
Fatality 2 Hold Block + Run, T, %, 


€, 4, release Block + Run 
(other side of screen) 


Stage Fatality >>, 4, HP 


Animality Hold LP €, >, +, >, 
release LP (near) 
Babality +, $, >, LK 
(no Block in winning round) 
Friendship €, >, €, 4, Run 
(no Block in winning round) 

STRYKER 
Nightstick Trip > €, LP 
Nightstick Throw =>, >, HK 
Low Grenade +, €, LP High 
Grenade +, €, HP 
Fatality 1 +, >, 4, >, Block (near) 
Fatality 2 >, >, 9, LK 
(other side of screen) 
Stage Fatality >, T,HK 


Animality Run, Run, Run, Block 
(one or two steps away) 

Babality +, >, 92, €, HP 
(no Block in winning round) 

Friendship Run, Run, Run, HK 


(no Block in winning round) 
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SUB-ZERO 
Ice Freeze +, >, LP 
Ice Shower +, >, HP (above) 
Ice Shower +, >, ©, HP (in front) 
Ice Shower +, ©, >, HP (behind) 
Ice Clone 4, €, LP 
Slide € + Block + LP + LK 
Fatality 1 Block, Block, Run, 
Block, Run (near) 
Fatality 2 €, €, 4, ©, Run (near) 
Stage Fatality Run, Block, Run 
Animality T, d, v, & (near) 
Babality >, >, €, HP 
(no Block in winning round) 
Friendship Run, Run, Run, ® 


(no Block in winning round) 


PLAY AS SMOKE 


While the game is in attract mode (Showing 
character bios, high scores, etc.), rotate the 
control pad 360 degrees clockwise. You’re 
taken to the Ultimate Kombat Kode screen. 
Quickly press RI, ®, and A four times, ® 
and ® once, and ® and X four times. 
Shao Khan says “Outstanding” and you’re 
told that you have control of Smoke. 


Trident Spear €, €, LP 
Teleport Punch >, >, LK 
Air Throw Tap Block in air 
Invisibility T, t, Run 

(repeat to become invisible) 
Fatality 1 Hold Block, T, t, >, +, 


release Block (other side of screen) 
Fatality 2 Hold Run + Block, ¥, +, 
>, ft, release Run+ Block 

(Sweep range) 


Stage Fatality >, >, $, LK (near) 


Animality +, >, >, Block 
(other sideof screen) 

Babality vv, ©, €, HK 
(no Block in winning round) 

Friendship Run, Run, Run, Run, HK 


(no Block in winning round) 


CHARACTER COMBOS 


The small green bar located just below 
your fighter’s health bar is officially called a 
Run/Kombo bar. When you run or execute 
a combo, this meter begins to run out until 
you eventually can no longer continue 
either activity. However, when you’re not 
engaged in running or pulling off a combo, 
the meter begins to refill. 


With the game in attract mode, quickly press 
X, @, A, (R1), (R1), R2), (R2), (R1), (R3). 
If you do this correctly, Shao Khan says, 


“You will never win.” Proceed to the Kombat 
Kube screen and, with the cube showing 
Kombat, press *. The cube turns to reveal a 
blue question mark. Press a button to reach 
a cheat screen that allows you to toggle 
several options on or off. 


MORTAL 


KOMBAT 4 


Just when it looked like the Earth’s greatest warriors could take a break, an age-old evil is reawakened—and that 


means more Kombat. 


BASIC MOVES 


WALK FORWARD F 
WALK BACKWARD B 
JUMP FORWARD U+F 
JUMP BACKWARD U+B 
JUMP UP U 
CROUCH D 
HIGH PUNCH Tap HP 
LOW PUNCH Tap LP 
HIGH KICK Tap HK 
LOW KICK Tap LK 
BLOCK MOVE BLOCK 
RUN UP TO OPPONENT RUN +F 
SIDESTEP AWAY RUN, RUN 
SIDESTEP TOWARD D + RUN, RUN 
PICK UP OBJECT 

OR WEAPON D + RUN (over object) 
ROUNDHOUSE KICK B+HK 
SWEEP B +LK 
UPPERCUT D + HP 
CROUCH PUNCH D+LP 
CROUCH HIGH KICK D+HK 
FOOT KICK D +LK 
HEAD HIT HP (close) 
THROW LP (close) 
GROIN HIT HK (close) 


JOHNNY CAGE 


After Shao Kahn’s defeat, Johnny Cage’s 
soul is free to leave to a higher place. From 
the heavens, he observes his friends once 
again engaged in battle. When he learns of 
the war waged against the Elder Gods by 
Shinnok, Cage seeks Rayden’s help to 
restore his deceased soul and joins Liu 
Kang in his quest. Once again, Johnny 
Cage finds himself fighting alongside 
Earth’s warriors. 


WEAPON 

SWORD F, D, F, LK 
High Slash HP 
Low Slash LP 
Spin Slash B+LP 
Uppercut Slash B + HP 
COSTUME CHANGE 

START + LP + LK + RUN 

SPECIAL MOVES 

SHADOW KICK B, F, LK 
SHADOW UPPERCUT B, D, B, HP 
HIGH FIREBALL D, F, HP 


LOW FIREBALL D, B, LP 
CROTCH PUNCH BLOCK + LP 
BONE BREAKER ATTACK 
MUSCLE KICK LK (close) 
FINISHING MOVES 
TORSO RIP F, B, D, D + HK (close) 
DECAPITATION RIP D, D,F, D + 
BLOCK (close) 
PRISON STAGE FATALITY D,F, F + 
HK (close) 


GORO’S LAIR FATALITYB, F, F + LK (close) 


AWell-timed aerial attacks remain just as 
deadly as in previous Mortal Kombat games— 
you should master jumping in and out of trouble 
as quickly as possible. 


SPECIAL MOVES 
WHIRLWIND SPIN F, D, LP (hold LP to 


continue spin) 


LEVITATE F, D, F HP 

SLAM B, F, D, LK (quickly after Levitate) 

SUPER KNEE D, F, HK 

AIR DIVE KICK D + LK (in mid-air) 
BONE BREAKER ATTACK 

TWIST AND SHOUT LK (close) 

FINISHING MOVES 

RAISE AND DESTROY RUN + BLOCK (x5) 

(Sweep) 

WIND SKIN D, F, F, U + BLOCK 

(outside sweep) 

PRISON STAGE FATALITY D, D,D + 

HK (close) 

GORO’S LAIR FATALITY B, F, B + HP 


Believed to be the last member of Kano’s 
clan, the Black Dragon, Jarek is hunted 
down by Special Forces agent Sonya Blade 
for crimes against humanity. With the 
emergence of a much greater evil, Sonya 
now focuses her strengths on the new 
menace, Quan Chi. Jarek now finds himself 
fighting alongside Sonya and Earth’s 
warriors to help to defeat the evil Elder 
God, Shinnok. 


L ee EAP ON 
5 ` FALCHION SWORD F, F HP 
Better known as the God of Wind, Fujin Slash Upward HP 
joins Rayden as one of the last surviving Slash Downward LP 
gods of Earth. Their counterparts were Thrust B+LP 
defeated in a war of the heavens between Spin Slash B + HP 
Shinnok’s forces and the Elder Gods. He 
now prepares himself for the final battle COSTUME CHANGE 
between the forces of light and Shinnok’s START + HP + HK + RUN 
evil warriors of darkness. 
WEAPON SPECIAL MOVES 
TRI-BLADE SHOWER D, B, LP 
CROSSBOW B, B, LP GANNONBALL ROLL B, F, LK 
Straight Shot LP VERTICAL ROLL FD, F HP 
High Angled Shot HP GROUND SHAKER 
Low Angled Shot B+LP PROJECTILE B, D, B, HK 
le ec BONE BREAKER ATTACK 
SIDEWAYS SNAP LK (close) 
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FINISHING MOVES 


HEART RIP F, B, F, F + LK (close) 


LASER TORTURE U, U, F, F + BLOCK 
PRISON STAGE FATALITY F, D, F + 
HK (close) 
GORO’S LAIR FATALITY B, F, F + 
LP (close) 


When Sonya disappears while tracking the 
last living member of the Black Dragon, 
Major Jackson Briggs heads after her. He 
soon finds that Sonya’s mission has led her 
into a battle with the forces of an evil Elder 
God. They must win this battle, or their 
world will crumble at the hands of Shinnok. 


WEAPON 

SPIKED KLUB B, D, F, HP 
Swipe HP 
Overhead Swipe B + HP 
Uppercut Swipe B + LP 
Smack Screen LP 
COSTUME CHANGE 

START + LP + BLOCK + RUN 

SPECIAL MOVES 

FIST FIREBALL D, RLP 
GROUND POUND F, FD, LK 
DASHING PUNCH D, B, LP 


BACKBREAKER BLOCK (in mid-air, close) 
MULTI-SLAM LP (close), RUN + BLOCK. 
HK, HP + LP + LK, 
HP + BLOCK + LK, 
HP + LP + HK + LK 


BONE BREAKER ATTACK 

JOINT BREAKER LK (close) 

FINISHING MOVES 

HEAD CLAPPING B,. 5-5. Dit 
BLOCK (close) 


ARM RIPPER Hold LK, F, F, D, F + 
release LK (close) 
PRISON STAGE FATALITY BE RBs 
LK (close) 


GORO’S LAIR FATALITYF, F, B + HP (close) 


A former member of the White Lotus 
Society, Kai learned his skills from masters 
throughout Asia. He journeyed to the Far 
East after meeting his friend and ally, Liu 
Kang, in America. They reunite to assist 
Rayden in the battle against Shinnok. 


WEAPON 

GHURKA KNIFE D,B+LP 
Strike Overhead LP 
Upward Swing HP 
Thrust B + HP 
Trip Opponent B+ LP 


COSTUME CHANGE 

START + HP + BLOCK + LK 

SPECIAL MOVES 

FALLING FIREBALL B, B, HP 
RISING FIREBALL FF. LP 
LUNGING BOOT B, D, F, LK 
TURBO AIR FIST D, F, HP 
HANDSTAND MOVE BLOCK + LK 
HEAD KICK HK 
LEG SPIN LP (keep pressing) 
STOMACH KICK LK 
STAND UP BLOCK 
BONE BREAKER ATTACK 

KNEELING KRUNCHER LK (close) 
FINISHING MOVES 


AERIAL RIPPER Hold BLOCK + U, F, U, 


B + HK (close) 


NUT POPPER U, U, U, D + BLOCK 
(outside sweep) 

PRISON STAGE FATALITY FF D+ 
BLOCK (close) 

GORO’S LAIR FATALITY B, F, D + 
HK (close) 


Still the immortal champion of Mortal 
Kombat, Liu Kang finds himself venturing 
into the realm of Edenia to rescue the 
princess Kitana from the vile clutches of 
Quan Chi. Unsuccessful in his mission, Liu 
returns to Earth and mounts an effort to 
bring together Earth’s greatest warriors. He 
does it this time not only to free Kitana’s 
home world, but also to assist his mentor 
and Earth’s protector, Rayden. 


WEAPON 

FLAMBERGÉ SWORD B, F, LK 

Slash Downward LP 

Quick Slashes HP (repeatedly) 

Spin Slash B + LP 

Thrust Stab B + HP 

COSTUME CHANGE 

START + BLOCK + HK + LK 

SPECIAL MOVES 

HIGH FIREBALL Rk HP 

LOW FIREBALL RF, LP 

FLYING KICK F, F, HK 

BICYCLE KICK Hold LK (three seconds) 

BONE BREAKER ATTACK 

SHOULDER SNAP LK (close) 

FINISHING MOVES 

DRAGON F, F, F, D, BLOCK + HK + 
LK (sweep) 

FIREBALL FATALITY F, D, D, U + 
HP (close) 

PRISON STAGE FATALITY FF B+ 
LP (close) 

GORO’S LAIR FATALITY REB+ 
HK (close) 


- 
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A free-roaming sorcerer, powerful in the 
black arts, Quan Chi uses his abilities to 
free the now evil Elder God Shinnok from 
his confines in the Netherealm. In 
exchange for his services, Shinnok grants 
Quan Chi the position of arch-sorcerer of 
his now expanded Netherealm. 


WEAPON 
SPIKED CLUB D, B, HK 
Upward Slash HP 
Downward Slash LP 
COSTUME CHANGE 
START + HP + HK + RUN 
SPECIAL MOVES 
AIR THROW BLOCK (in mid-air) 
TELE-STOMP F, D, LK 
GREEN SKULL FIREBALL F F LP 
DASH KICK F R HK 
WEAPON STEAL F, B, HP 
BONE BREAKER ATTACK 
KNEE PAIN LK (close) 
FINISHING MOVES 
LEG RIPPER Hold LK, F, D, F + 
release LK (close) 
MIMICRY U, U, D, D+ LP 
(outside sweep) 
PRISON STAGE FATALITY FF D+ 
HP (close) 
GORO’S LAIR FATALITY F F B+ 
LK (close) 


The God of Thunder returns to Earth after 
the defeat of the diabolical Shao Kahn — 
but finds a new threat when Shinnok’s 
forces, led by Quan Chi, attack the Elder 
Gods. With the heavens in disarray, Rayden 
is one of the last gods of Earth. He must 
come to the aid of his elders and finally 
put an end to the evil reign of his 

ancient enemy. 


ao T g 


Wl A ARE 


A Activate Infinite Health for both players 
with your Gameshark, and you can bash each 
other forever! 


WEAPON 

WOODEN MALLET F, B, HP 
Swing to Right HP 
Swing to Left LP 
Overhead Smash B + HP 
Swing Overhead B + LP 
COSTUME CHANGE 

START + LP + BLOCK + HK 


SPECIAL MOVES 
SPARK 

D, B, LP 

TORPEDO 

F, F, LK 

TELEPORT 

D, U 


BONE BREAKER ATTACK 
FACE REARRANGING 


FINISHING MOVES 
SHOCK OF 
EXPLODING DOOM 


LK (close) 


(Hold BLOCK) 
F, B, U, U + HK (close) 


CATTLE PROD D, U, U, U + HP (close) 


PRISON STAGE FATALITY D,F,B + 
BLOCK (close) 

GORO’S LAIR FATALITY ERD 
LP (close) 


Once a general in Shinnok’s armies, Reiko 
led the forces of darkness into the battle 
against the Elder Gods. Although he was 
thought killed during that onslaught, he 
resurfaced and now joins the battle against 
the Earth’s forces. 


WEAPON 
SPIKED KLUB F, D, B, HP 
Swipe HP 
Overhead B + HP 
Uppercut Swipe B + LP 
Smack Screen LP 
COSTUME CHANGE 
START + HP + LK + RUN 
SPECIAL MOVES 
NINJA STARS D, F, LP 
TELEPORT SLAM D, U (teleport) 
BLOCK (slam) 
FLIP KICK B, D, F, HK 
QUICK SPIN BEHIND B, F, LK 
BONE BREAKER ATTACK 
SHOULDER CRACK LK (close) 
FINISHING MOVES 
THRUST KICK F, D, F, LP + BLOCK + 
HK + LK (close) 
SHURIKEN SHOWER B, B, D, D + HK 
(outside sweep) 
PRISON STAGE FATALITY D, D, B+ LP 
GORO’S LAIR FATALITY F, F, D+ 
LK (close) 


A 


REPTILE 


A general in Shinnok’s army of darkness, 
Reptile belongs to an extinct race of 
reptilian creatures. He was banished to the 
Netherealm for committing genocide 
against several species. Responsible for 
the deaths of millions, Reptile is a 
dangerous ally to the forces of evil. 


WEAPON 
BATTLE AXE B, B, LK 
High Slash B + LP 
Low Slash LP 
Spinning Slash B + HP 
(hold HP to keep spinning) 
Uppercut Slash HP 
COSTUME CHANGE 
START + LP + BLOCK + LK 
SPECIAL MOVES 
ACID BUBBLES D, F HP 
DASHING LOW PUNCH B, E LP 
SUPER KRAWL B, F, LK 
INVISIBILITY BLOCK + HK 
BONE BREAKER ATTACK 
TWISTED PRAYER LK (close) 
FINISHING MOVES 
FACE CHEW Hold HP + HK + LP + 
LK, U (close) 
ACID VOMIT U, D, D, D + HP 
(outside sweep) 
PRISON STAGE FATALITY D,F, F+ 
LP (close) 


GORO’S LAIR 


STAGE FATALITY D, D, F + HK (close) 


SCORPION 


In the hope of gaining Scorpion as a new 
ally in the war with the Elder Gods, Quan 
Chi makes the dead ninja an offer he 
cannot refuse: life, in exchange for his 
services as a warrior against the Elders. 
Scorpion accepts, but he hides ulterior 
motives. 


WEAPON 
BROADSWORD F, F, HK 
High Slash HP 
Low Slash LP 
Spin Slash D+LP 
Overhead Slash B + HP 
Uppercut Slash B+LP 
COSTUME CHANGE 
START + HP + BLOCK + HK 
SPECIAL MOVES 
SPEAR B, B, LP 
TELEPORT PUNCH D, B, HP 
FLAME BREATH DELP 
AIR THROW BLOCK (in mid-air) 
BONE BREAKER ATTACK 

SMASH LK (close) 


FINISHING MOVES 


TOASTY! B, F, F, B + HP + BLOCK 
(sweep) 

SCORPION IMPALE B,F,D,U + 
HP (sweep) 

PRISON STAGE FATALITY F, D,D + 
LK (close) 

GORO’S LAIR FATALITY B,F F+ 
LK (close) 


Banished to the Netherealm for crimes 
committed against his once fellow Elder 
Gods, Shinnok is freed from his confines 
by Quan Chi. With the aid of a traitor, he is 
then able to take the Realm of Edenia. 
From there, he wages a war against the 
Elder Gods, and awaits a chance to enact 
revenge against the god who banished him 
there— Rayden. 


WEAPON 

NAGIMAKI 

(BLADED STAFF) BEEP 
Upward Swing LP 
Strike Overhead HP 
Trip Opponent B + LP 
Thrust B+H 
COSTUME CHANGE 

START + HP + LP + BLOCK 
TRANSFORMATION MOVES 

JOHNNY CAGE D, D, HP 
FUJIN F, F, B, HK 
JAREK B, B, B, LK 
JAX F, D, F, HK 
KAI FRERLK 
LIU KANG B, B, F, HK 
QUAN CHI B-A By BLK 
RAYDEN DRF HP 
REIKO B, B, B, BLOCK 
REPTILE B, B, F, BLOCK 
SCORPION ÈE B LP 
SONYA R D-F HP 
SUB-ZERO D, B, LP 
TANYA B, F, D, BLOCK 
BONE BREAKER ATTACK 

VICIOUS TANTRUM LK (close) 
FINISHING MOVES 

HAND FROM HELL D, B, F, D, RUN 
BLOODY APPLAUSE D, U, U, D, BLOCK 
PRISON STAGE FATALITY D, D, F, HK 
GORO’S LAIR FATALITY D, F, B + HP 


SONYA 


After her journey into the Outworld and 
Shao Kahn’s near destruction of Earth, 
Sonya becomes a member of Earth’s own 
Outworld Investigation Agency. Her first 
mission leads her to join Liu Kang in his 
quest to aid the troubled thunder god, 


CONTINUED 
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€r Rayden. She must survive long enough to 
warn her government of the new menace 
= brought on by Quan Chi. 
fas WEAPON 
= BLADE WHEEL EF LK. 
Downward Slash LP 
= Upward Slash HP 
Thrust Slice B + LP 
= Spin Slash B+HP 
= COSTUME CHANGE 
START + HP + LK + RUN 
[=] 
= SPECIAL MOVES 
FIREBALL D, F, LP 
LEG GRAB D + LP + BLOCK 
SQUARE WAVE PUNCH F, B, HP 
VERTICAL BIKE KICK B, B, D, HK 
AIR THROW BLOCK (in air) 
FRONT FLIP KICK B, D, F, LK 
BONE BREAKER ATTACK 
AEROBIC NECK SNAP LK (close) 
FINISHING MOVES 
KISS OFF (Hold BLOCK) 
D, D, D, U + RUN (sweep) 
PRISON STAGE FATALITY D, B,B + 
HK (close) 
GORO’S LAIR FATALITY FD, F+ 
HP (close) 


LEG TWIST U, D, D, U + HK (close) 


SUB-ZERO 


After Shao Kahn's defeat at the hands of 
Earth’s fighters, Sub-Zero’s warrior clan, 
known as the Lin-Kuei, is disbanded. But 
with the new threat brought on by Quan 
Chi, the ice warrior once again dons the 
familiar costume once worn by his brother, 
the original Sub-Zero. He also holds 
secrets passed on to him from his 
siblings—secrets that could eventually hold 
the key to stopping Shinnok. 


WEAPON 

FREEZE WAND D, F, HK 
Trip Opponent LP 
Slash HP 
Freeze Opponent B + LP 
Uppercut Swing B + HP 
COSTUME CHANGE 

START + HP + BLOCK + RUN 

SPECIAL MOVES 

ICE BLAST D, F, LP 
ICE CLONE D, B,.LP 


SLIDE LP + BLOCK + LK 
BONE BREAKER ATTACK 
HELLO FOOT 


FINISHING MOVES 

HEAD RIP F, B, F, D, HP + BLOCK 
+ RUN 

B, B, D, B + HP 


LK (close) 


DEEP FREEZE 
PRISON STAGE 


FATALITY (Hold BLOCK) D, U, U, 
U + HK (close) 


D, D, D+ LK 


TANYA 


As the daughter of Edenia’s ambassador to 
new realms, Tanya invites a group of 
refugees fleeing their own world into the 
safety of Edenia. Soon after Queen Sindel 
allows them through the portal, she learns 
that one of the warriors is none other than 
the banished Elder God, Shinnok. The 
portal leads into the pits of the Netherealm, 
and the once free realm of Edenia is now at 
the mercy of Shinnok. 


GORO’S LAIR FATALITY 


WEAPON 

BOOMERANG F, F + HK 
Throw Boomerang LP (it returns) 
Downward Slash HP 
Throw Upward B+ LP 
High Slash B + HP 
COSTUME CHANGE 

START + LP + HK + LK 

SPECIAL MOVES 

STRAIGHT FIREBALL D, F, HP 
DOWNWARD AIR 

FIREBALL D, B, LP (in air) 
ROLLING SPLITS KICK F, D, B, LK 
FORWARD DRILL KICK FREEK 
BONE BREAKER ATTACK 

THIGH GRIP LK (close) 
FINISHING MOVES 

KISS OF DEATH D, D, U, D, HP + 


BLOCK (close) 
THIGH SNAPPER D,F, D, F + HK (close) 
PRISON STAGE FATALITY B, F, D+ HP 
GORO’S LAIR FATALITY FF F+LP 


HIDDEN CHARACTERS 


Goro was first seen in the original Mortal 
Kombat, but after his apparent death at the 
hands of Liu Kang, nothing was seen of 
him until Mortal Kombat Trilogy, but even 
then he was only in the PlayStation version. 
Now in Mortal Kombat 4 we get to see this 
half-human, half-dragon in action again — 
this time in 3-D! It has been confirmed that 
Goro is in the PlayStation version by Mortal 
Kombat co-creator Ed Boon. Finding Goro 
couldn't be easier: Play and finish the game 
as Shinnok. Start a new game and select 
the Hidden Box at the bottom of the 
character selection screen. Press 8 three 
times and 4 once. Finally, press the BLOCK 
+ RUN buttons simultaneously. 


MEAT 


Meat was hidden deep within the arcade 
version of Mortal Kombat 4, and he’s made 
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it to the home versions intact. The method 
of uncovering Meat is as follows. Simply 
start a two-player game then select the 
“Group” option. Now one player must win 
every fight until they have played as all 15 
characters, without losing a single match. 
Now when they start the Group sequence 
for the second time, you control Meat 
instead of the normal character (the first one 
is Kai, for example). He’ll have the same 
moves and fatalities as the selected warrior, 
but looks a lot different! This skinless warrior 
certainly isn’t for the squeamish! 


NOOB SAIBOT 


The last time we saw Noob Saibot on a 
home console was in Mortal Kombat Trilogy. 
The dark warrior returned in the coin-op 
version of Mortal Kombat 4, so you can bet 
he’s in the PlayStation too. He’ll look more 
dramatic and dangerous than ever in 3-D! 
To get Noob Saibot play and finish the 
game as Reiko. Start a new game and enter 
the code 012-012 and you will be in “Noob 
Saibot” mode. Quit that game. Start a new 
game and select the Hidden Box at the 
bottom of the character selection screen. 
Press 8 twice and 4 once. Press the 
BLOCK and RUN buttons simultaneously. 


123-123 
012-012 
020-020 


One-hit win 

Noob Saibot mode 

Red Rain (for Rain Stage 
and Rayden’s intro) 
Explosive Kombat 

Start with weapon and can’t 
be knocked out of hand 
Disable Throws 

Unlimited Run 

Disable Maximum Damage 
Throwing and 

Max Damage disabled 
Free Weapon 

(Random Weapon falls) 
Random Weapon 

Start with weapons drawn 
Many weapons on ground 
Silent Kombat 

Goro’s Lair 

The Well (Scorpion’s stage) 
Elder Gods (blue face) 

The Tomb Stage 

The Rain Stage 

Snake Stage 

The Dojo 

Living Forest 

Prison (Fan stage) 

Ice Pit (Secret stage) 

Big Head Mode 


050-050 
002-002 


100-100 
001-001 
010-010 
110-110 


111-111 


222-222 
444-444 
559-999 
666-666 
011-011 
022-022 
033-033 
044-044 
055-055 
066-066 
101-101 
202-202 
303-303 
313-313 
321-321 


infinite Health P1 
infinite Health P2 
Infinite Time 


SOOAABASFFFF 
SOOAABACFFFF 
800AA9A00064 


MORTAL KOMBAT 
TRILOGY 


Featuring a staggering 32 characters, each with secret finishing attacks and unique special moves, Mortal Kombat 
Trilogy is one giant game! This guide gives you every move for every fighter. 


Throughout this guide a code for buttons and 
joystick movements is used to simplify the 
instructions. This list has all the terms, along 
with an explanation of what they mean. 

D = Down 

U=Up 

F = Forward 

B = Backward 

LP = Low Punch 

HP = High Punch 

LK = Low Kick 

HK = High kick 

Block = Block 


BARAKA 

Shredder B, B, B, L 
Spark D, B, H 
Swipe B, HP 
Fatality 1 B, B, B, HP (sweep) 
Fatality 2 B, F, D, F, LP (sweep) 
Friendship D, F, F, HK (any) 
Babality F, F, F, HK (any) 
Pit Fatality LK, Run, Run, Run, Run (close) 


Animality Hold HP F, B, D, F (close) 
Brutality HP HP LP Block, HK, HK, LK, 
LK, Block (close) 
JOHNNY CAGE 
Hi Fireball F, D, B, HP 
Low Fireball B; D, FA LP 
Punch Uppercut B, D, B, HP 
Shadow Kick B, F, LK 
Fatality 1 D, D, F, F, LP (close) 
Fatality 2 D, D, F, LK (close) 
Friendship D, D, D, D, LK (any) 
Babality F, B, B, HK (any) 
Pit Fatality D, B, F, F, BK (close) 
Animality D, F, F, F, HK, Block (close) 


Brutality LK, HK, LP HR HK, HK, HP, HP, 
LP, HP (close) 


CLASSIC SUB-ZERO 

Ice Ball D, F + LP 
Ninja Slide B + LP + Block + LK 
Ground Ice D, B, LK 
Fatality 1 D, D, D, F, HP (close) 
Fatality 2 D, F, F, F, HP (close) 
Friendship D, B, B, F, LK (sweep) 
Babality D, B, B, HK (any) 
Pit Fatality F, D, F, F, HP (close) 
Animality B, B, F, D, LP (close) 
Brutality LP, HP Block, LK, LK, HK, HK, 


LP HP LP (close) 


CYRAX 
Net B, B, LK 
Short Bomb hold LK, B, B, HK 
Long Bomb hold LK, F, F, HK 
Air Throw F, D, F + Block, LP 
Teleport F, D + Block 
Fatality 1 D, D, U, D, HP (close) 
Fatality 2 D, D, F, U, Run (close) 
Friendship Run, Run, Run, U (sweep) 
Babality F, F, B, HP (any) 
Pit Fatality Run, Block, Run (close) 
Animality U, U, D, D, (close) 
Brutality HK, HP HK, HK, HP, HK, HP, 
HK, LK, LP (close) 

ERMAC 
Fireball D, B, LP 
Teleport Punch D, B, HP 
Teleport Slam B, D, B, HK 
Fatality 1 Run, Block, Run, Run, HK 
(close) 
Fatality 2 D, U, D, D, D, Block (close) 
Friendship F, F, F, HP (Sweep) 
Babality D, D, B, B, HP (any) 
Pit Fatality Run, Run, Run, Run, LK (close) 


Animality B, B, F, F, LK (close) 
Brutality HP, LP, Block, HK, LK, Block, HP, 
LP LK, HK 


Gotcha Grab F, F HP 
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A When fighting against Ermac, you have 
to remember to watch out for his sneaky 
teleport moves. 


HUMAN SMOKE 

Teleport Punch D, B, HP 
Stun Spear B, B, LP 
Fatality 1 F, F, B, Run (sweep) 
Fatality 2 Run, Block, Run, Run, HK 


(sweep) 


Friendship D, F, F, F, Run (Sweep) 
Babality B, B, F, Run (any) 
Pit Fatality F, U, U, LP (close) 
Animality F, F, F, B, HK (close) 
Brutality HP, Block, LK, HK, HP, HK, 
HP, HK, LP, LK (close) 

JADE 
Shuriken Middle B, F, LP 
Shuriken High B, F, HP 
Shuriken Low B, F, LK 
Invincibility BB HK 
Glow Kick D, F, LK 
Fatality 1 U, U, D, F HP (close) 
Fatality 2 Run, Run, Run, Block, Run 
(close) 
Friendship B, D, B, B, HK (Far) 
Babality D, D, F, D, HK (any) 
Pit Fatality B, F, D, Run (close) 
Animality F, D, F, F, LK (sweep) 
Brutality LK, HP LP HK, HK, LK, 


Block, Block, HP, HK 
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JAX 
Missile Shot B, F, HP 
Double Missile 
Shot F, F, B, B, HP 
Dash Punch F, F, HK 
Gotcha Grab F, F, LP (x5) 
Ground Pound 
Hold LK (3 seconds) 
Back Breaker Block (in air) 
Fatality 1 Block (U, D, F, U) (close) 
Fatality 2 Run, Block, Run, Run, LK (full 
screen) 
Friendship LK, Run, Run, LK (far) 
Babality D, D, D, LK (any) 
Pit Fatality D, F, D, LP (close) 
Animality (LP) F, F, D, F (close) 
Brutality HP, HP, Block, LP, HR HP, HP, 
Block, LP, HP (close) 
KABAL 
Fireball B, B, HP 
AirBall B, B, HP (in mid-air) 
Web Spin B, F +LK 
Ground Saw B, B, B, RN 


Fatality 1 D, D, B, F, Block (outside sweep) 
Fatality 2 Run, Block, Block, Block, HK 

(close) 
Friendship Run, LK, Run, Run, U (sweep) 


Babality Run, Run, LK (any) 
Pit Fatality Block, Block, HK (close) 
Animality HP (F, F, D, F) (close) 
Brutality Block, LK, LK, LK, HK, LP, 
LP LP, HP LP (close) 
KANO 
Horizontal Ball Hold LK (3 seconds) 
Blade Toss D, B + HP 
Blade Swipe D, F + HP 
Grab & Bite D, F + LP 
Air Throw Block (in air) 
Rising Ball F, D, F + HK 
Fatality 1 LP (F, D, D, F) (close) 
Fatality 2 LP, Block, Block, HK (sweep) 
Friendship LK, RUN, RUN, HK (sweep) 
Babality F, F, D, D, LK (any) 
Pit Fatality U, U, B, LK (close) 
Animality HP (Block, Block, Block) (close) 


Brutality LP, Block, LP. HP, Block, 
HK, LK, Block, HK, LK 

KINTARO 
Gotcha F, F, HP 
Mega Stomp D, U 
Fan Toss RR HP +LP 
Fan Lift B, B, B, HP 
Warp Punch D, B, HP 
Fatality 1 Run, Run, Block, Block, LK 
(close) 
Fatality 2 B, D, F, F, HK (close) 
Friendship D, B, F, F, LP (sweep) 
Babality F, F, D, F, HK (any) 
Pit Fatality F, D, D, LK (close) 
Animality D, D, D, D, Run (inside sweep) 


Brutality HP, Block, HK, Block, LK, Block, 
LP, Block, HP, Block 


A Mileena falls foul of one of Baraka’s many 
unpleasant special attacks. That’s gotta hurt! 


KUNG LAO 

Hat Throw BECP 
Teleport D, U 
Whirlwind Spin F, D, F + Run 
Dive Kick D + HK (in air) 
Fatality 1 Run, Block, Run, Block, D (far) 


Fatality 2 F, F, B, D, HP (inside sweep) 
Friendship Run, LP, Run, LK (past sweep) 


Babality D, F, F, HP (any) 
Pit Fatality D, D, F, F, LK (close) 
Animality Run, Run, Run, Run, Block 
(close) 
Brutality LP, LK, HK, Block, HP LP LK, 
HK, Block, HP 

LIU KANG 
High Fireball F, F + HP 
Low Fireball R Rea EP 
Bicycle Kick Hold LK (3 seconds) 
Flying Kick F, F, HK 
Fatality 1 F, F, D, D, LK (any) 
Fatality 2 U, D, U, U, Block + Run (any) 
Friendship Run, Run, Run, 
D + Run (sweep) 
Babality D, D, D, HK (any) 
Pit Fatality Run, Block, Block, LK (close) 
Animality D, D, U (sweep) 
Brutality LP, HP Block, LK, HK, LK, 
HK, LP, LP, HP (close) 

MILEENA 
Sai Toss Hold HP (2 seconds) 
Teleport Kick RE LK 
Ground Roll B, B, D, HK 
Fatality 1 B, B, B, F LK (full screen) 
Fatality 2 D, F, D, F, LP (close) 
Friendship D, D, B, F, HP (far) 
Babality D, D, F, F, HP (any) 
Pit Fatality D, D, D, LP (close) 
Animality F, D, D, F, HK (close) 
Brutality LP, LP, HP, Block, HK,LK, 


HK, Block, HP, LP (close) 


MOTARO 
Grab & Punch F, F, F, HP 
Teleport D, B, HK 
Fireball Hold LK 
NIGHTWOLF 
Aura Arrow D, B + LP 
Axe Uppercut D, F + HP 
Aura Repel B, B, B+ HK 
Shadow Shoulder F, F + LK 
Fatality 1 U, U, B, F, Block (close) 
Fatality 2 B, B, D, HP (half screen) 
Friendship Run, Run, Run, 
D (past sweep) 
Babality F, B, F, B, LP (any) 
Pit Fatality Run, Run, Block (close) 
Animality F, F, D, D (close) 
Brutality HP, HK, LK, LK, Block, 
Block, LP LP HP, HK (close) 
NOOB SAIBOT 
Soul Blast DR LP 
Telethrow D, U 
Alter Ego F, F, HP 
Fatality 1 B, B, F, F, HK (Far) 
Fatality 2 D, D, U, Run (any) 
Friendship F, F, B, HP (any) 
Babality F, F, F, LP (any) 
Pit Fatality D, F, Block (close) 
Animality B, F, B, F, HK (close) 
Brutality LK, LP, Block, LK, HK, 
HP, LP, Block, LK, HK (close) 
RAIN 
Super 
Roundhouse B, HK 
Storm Zap D, F HP 
Light Bolt B, B, HP 
Fatality 1 F, F, FD, HP (close) 
Fatality 2 D, D, B, F, HK (Sweep) 
Friendship FEB, EP (Far) 
Babality F, B, B, HP (any) 
Pit Fatality F, D, F, LP (close) 
Animality Block, Block, Run, Run, Block 
(close) 
Brutality HP, Block, LK, HK, Block, 
LK, HK, Block, HP, LP (close) 
RAYDEN 
Dive B, B, F 
Teleport D, U 
Zap Bolt D ELP 
Electrograb Hold HP (3 seconds) 
Fatality 1 Hold HK (5 seconds), 
tap LK/ Block (close) 
Fatality 2 Hold HP (5 seconds) (close) 
Friendship D, B, F, HK (far) 
Babality D, D, U, BK (any) 
Pit Fatality D, D, D, HP (close) 
Animality D, F, F, HK (close) 
Brutality HK, LK, LK, LK, HK, LP, LP, LP, 


Block, Block (close) 
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REPTILE 

Acid Spit 5... HP 
Slow Forceball B, B, HP + LP 
Fast Forceball FF HP+LP 
Ninja Slide B + LP + Block + LK 
Invisibility U, D, HK 
Dashing Elbow B, F, LK 
Fatality 1 B, F, D, Block (jump) 
Fatality 2 F, F, U, U, HK (inside sweep) 
Friendship D, F, F, B, HK (close) 
Babality FERB D, LK 
Pit Fatality Block, Run, Block, Block 
Animality D, D, D, U, HK (close) 


Brutality Block, HK, HK, Block, HP, LP, LK, 
LK, Block, LP (close) 


SCORPION 
Spear B, B, LP 
Teleport Punch D, B, HP 
Air Throw Block (in air) 
Fatality 1 D, D, U, HK (jump) 
Fatality 2 F, F, B, LP (jump) 
Fatality 3 F, F, D, U, Run (close) 
Friendship B, F, F, B, LK (close) 
Babality D, B, B, F, HP (any) 
Pit Fatality F, U, U, LP (close) 
Animality F, U, U, HK (close) 
Brutality HP, Block, HK, HK, LK, HK, 
HP, HP LP, HP (close) 
SEKTOR 
Missile ERLP 
Homer Missile F, D, B + HP 
Teleport Uppercut F,F, LK 


Fatality 1 LP. Run, Run, Block (sweep) 
Fatality 2 F, F, F, B, Block (far) 
Friendship Run, Run, Run, Run, D (far) 
Babality B, D, D, D, HK (any) 
Pit Fatality Run, Run, Run, D (close) 
Animality F, F, D, U (close) 
Brutality HP, Block, Block, HK, HK, 
LK, LK, LP LP, HP (close) 
SHANG TSUNG 
Single Fireball B, B, HP 
Two Fireballs B, B, FE HP 
Three Fireballs B, B, F, RHP 
Ground Eruption F, F, B, B, LK 


Fatality 1 Hold LP D, F, F, D (close) 
Fatality 2 Hold LP, Run, Block, Run, Block 
(close) 


Friendship LK, Run, Run, D (sweep) 
Babality Run, Run, Run, LK (any) 
Pit Fatality U, U, B, LP (close) 


Animality Hold HP, Run, Run, Run, (sweep) 
Brutality Block, Block, Block, LK, HP, LP, 
LP Block, Block, Block (close) 
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MORPHS 

Baraka D, D, LK 
Cyrax Block, Block, Block 
Ermac D, D, U 
Jade F, F, D, D + Block 
Jax F, F, D + LP 
Kabal LP, Block, HK 
Kano B, F, Block 
Kitana F, D, F, Run 
Kung Lao Run, Run, Block, Run 
Liu Kang 360° clockwise, twice 
Mileena Run, Block + HK 
Nightwolf UU 
Noob Saibot F, D, D, B, HK 
Rain Run, Block, LK 
Rayden Run, Block, Block 
Reptile Run, Block, Block, HK 
Scorpion D- -D.B EP 
Sektor D, F, B, Run 
Sheeva A DRELK 
Sindel B, D, B, LK 
Sonya Hold Run + LP + Block, D 
Stryker F, F, F, HK 


Classic Sub-Zero Block, Block, Run, Run 


Human Smoke Block, Run, LK 
Classic Kano 360° anti-clockwise 
Classic Kung Lao D, D, B, HK 
Motaro F, D, B, HP 
Goro B, B, B, LK 
Smoke ERRE LP 
Shao Kahn B, B, F, HK 
Kintaro Hold LP, three seconds 
Sub-Zero F, D, F, HP 
SHAO KAHN 

Laugh D, D, Run 
Taunt hold Block, U, U, Run 
Laser Ball RD:-FLK 
Head Hammer F, B, B, HP 
Shoulder Charge FF, HP 
Shoulder 

Uppercut D, D, F HK 
Fatality F, F, B, HP (Gump) 
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A Some characters are better at ranged attacks 
(inset), while others come into their own when 
the fighting gets up close and personal. 


SHEEVA 
Teleport Stomp D, U 
Fireball D, F + HP 
Ground Stomp B, D, B, HK 
Fatality 1 F, D, D, F, LP (close) 
Fatality 2 HK (B, F, F) (close) 
Friendship F, F, D, F, HP 
Babality D, D, D, B, HK 
Pit Fatality D, F, D, F, LP 
Animality Run, Block, Block, Block, Block, 
(close) 


Brutality LP, Block, LK, HK, Block, HK, LK, 
Block, LP, HP (close) 


SINDEL 
Shriek Wave F E RRP 
Float B; B, F, HK 
Fireball RE LP 
Air Fireball D, F + LK (in air) 
Fatality 1 Run, Run, Block, Run, Block 
(Sweep) 
Fatality 2 Run, Block, Block,Run + Block 
(close) 
Friendship Run, Run, Run, Run, Run, U 
(far) 
Babality Run, Run, Run, U (any) 
Pit Fatality D, D, D, LP (close) 
Animality F, F, U, HP (any) 


Brutality Block, LK, Block, LK, HK, Block, 
HK, LK, Block, LP (close) 
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AScorpion’s infamous spear attack has always 
been one of the key weapons in his arsenal— 
use it well. 


SMOKE 

Spear B, B, LP 
Teleport Punch F, F, LK 
Air Throw Block (in mid-air) 
Invisibility U, U, Run 
Fatality 1 Block (U, U, F, D) (full screen) 


Fatality 2 Run + Block (D, D, F, U) (sweep) 
Friendship Run, Run, Run, HK (full screen) 


Babality D, D, B, B, BK (any) 
Pit Fatality F, F, D, LK (close) 
Animality D, F, F, Block (full screen) 


Brutality LK, LK, HK, Block, Block, LP LP 
HP, Block, Block (close) 


WAs is traditional for beat ’em-up boss 
characters, Smoke possesses a range of 
very powerful moves. 


T 
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SONYA 

Ring Toss D;.5 LP 
Leg Throw D + LP + Block 
Flying Punch F, B, HP 
Leg Kick B, B, D, HK 
Fatality 1 Block + Run (U, U, B, D) (far) 
Fatality 2 B, F, D, D, Run (far) 
Friendship B, F, B, D, Run (sweep) 
Babality D, D, F, LK (any) 
Pit Fatality F, F, D, HP (close) 
Animality LP (B, F, D, F) (close) 


Brutality LK, Block, HP, LK, Block, HP LP 
Block, HK, LK (close) 


STRYKER 
Club Throw ERHK 
Club Takedown F, B, LP 
Low Grenade D, B + LP 
High Grenade D, B + HP 
Gun Blast B, F + HP 
Fatality 1 D, F, D, F, Block (close) 
Fatality 2 F, F, F, LK (far) 
Friendship LP, Run, Run, LP (far) 
Babality D, F, F, B, HP (any) 
Pit Fatality F, U, U, HK (close) 
Animality Run, Run, Run, Block (sweep) 
Brutality LP HK, LK, HP LP LK, 
HK, HP LK, LK (close) 
UNMASKED SUB-ZERO 
Ice Ball D, F + LP 
Ice Shower D, F + HP 
Sub Clone D,B + LP 
Ninja Slide B + LP + Block + LK 
Fatality 1 B, B, D, B, Run (sweep) 
Fatality 2 Block, Block, Run, Block, Run 
(close) 
Friendship LK, Run, Run, U (far) 
Babality D, B, B, HK (any) 
Pit Fatality B, D, F, F, HK (close) 
Animality F, U, U (close) 


MORTAL KOMBAT TRILOGY 
Infinite Health P1 

Infinite Health P2 

No Health P1 8003219E0000 
No Health P2 800323160000 
MORTAL KOMBAT TRILOGY VERSION 1.1 

Infinite Health P1 8003214600A6 
Infinite Health P2 800322BE00A6 
No Health P1 800321460000 
No Health P2 800322BE0000 


8003219E00A6 
8003231600A6 


When starting a two-player game you can 
enter a Kombat Kode using the controller 
buttons. Check these out! 


NORMAL KODES 
999-999 Shows what revision you have 
010-010 Throwing Encouraged (shows a funny 
message when you throw) 
No Throws 
No Blocking 
No Meters (all meters at 
the top are hidden) 
Silent Kombat (no music) 
Quick Uppercut Recovery 
(no pause after uppercut) 
Half Energy for Player 1 
(start with 1/2 energy every round) 
Half Energy for Player 2 
(start with 1/2 energy every round) 
Quarter Energy for Player 1 
(start with 1/4 energy every round) 
Quarter Energy for Player 2 
(start with 1/4 energy every round) 
Sans Power (start with very low 
energy on Round 3 ) 
Dark Fighting 
(screen lights up when you hit) 
Randper Kombat 
(random morphing) (or 460-460) 
Psyco Kombat (dark, Randper, 
nometers, no block, quick uppercut) 
Unlimited Run (run meters don’t 
go down after combo or run) 
Galaga (game over for both 
players after you play) 


100-100 
020-020 
987-123 


300-300 
788-322 


033-000 
000-033 
707-000 
000-707 
044-440 
688-422 
444-444 
985-125 
466-466 
642-468 
KOMBAT ZONE KODES 
091-190 Bell Tower 
077-022 Bridge 
Ermac’s Portal 
Graveyard 
Jade’s Desert 
Kahn’s Kave 


Kahn’s Tower 
Kombat Temple 


Scorpion’s Lair 
Soul Chamber 
Street 
Subwayv 
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MORTAL KOMBAT 


MYTHOLOGIES: 
SUB-ZERGC 


The most popular and well-known Mortal Kombat character gets a game of his very own in this beat-’em-up. 


THE FINAL BOSSES 


In the Fortress you must defeat three 
female guardians in order to get the 
crystals that power the teleporter and give 
access to Quan Chi’s lair. Here’s how to 
defeat the guardians and their masters. 


KIA 


She doesn’t look like an assassin, but Kia’s 
certainly fast. She’s armed with boomerang 
blades that can catch you as they’re 
thrown, then again when they whip back 
toward her. You must dodge the initial 
attack if you are to stand any chance of 
beating her. She throws these blades at 
high and low heights, so ducking won't 
save you. 

Press Block whenever you’re not 
attacking, then use an Ice Blast and 
Roundhouse Kick combo. If you follow up 
with a horizontal Ice Blast, you can catch 
Kia as she gets up. 

Your Ice Meter should be high before 
starting combos from the far side of her 
lair. The sequence can be repeated for as 
long as the Ice Meter holds out, taking 
about one third of her energy. 

Kia uses lots of Sweeps and 
combinations of Kick attacks. You can 
Sweep, too, but never use more than two 
in a row, or she wises up and 
counterattacks with a Jump Kick. 


ABe sure to master each new move as you 
earn it—you’ll need to use them all on the 
later levels. 


Jataaka 

She’s as fast as Kia but more powerful. 
Block the bolts launched from her sword. 
When she’s winding up for a laser sword 
attack, use the Ice Blast to counterattack. 
You may get hit by a laser blast, but you'll 
also freeze her. You can now use the tactics 
given for Kia, using Ice Blast and 
Roundhouse combos to repeatedly knock 
her across the screen. 

Jataaka sometimes dashes toward you 
with a three-hit sword combo that you 
must block or take chunks of damage. 
She’s also fond of sweeping Sub-Zero off 
his feet, so be prepared to leap away. 


SAREENA 


One swipe from Sareena’s blades knocks 
Sub-Zero’s energy bar out of the ball park. 
She’s also fond of spinning like a tornado, 
whipping into Sub-Zero with great ferocity. 

Sareena is fractionally faster than her 
fellow assassins and a more accomplished 
fighter, unleashing three-Kick and three- 
Punch combo attacks. You can use the 
same Ice Blast and Roundhouse Kick 
tactics to kill Sareena, but change the 
timing of your Ice Blast. She takes a little 
longer to get up, so wait a fraction of a 
second longer. 

You have the option of performing a 
Fatality on her. It’s wisest to let her live. 


QUAN CHI 

Wait for Quan Chi to run toward you, then 
rapidly tap the High Punch button. Nine 
times out of ten, he runs straight into your 
blows. Follow this up with a horizontal Ice 
Blast—as he’s still reeling from the 
Punches, he won't block it. Now use the 
tried and tested Ice Blast and Roundhouse 
Kick technique. 

Continue until you reach the other end 
of the screen or run out of Ice Energy. 
Retreat to the opposite side of the screen 
and wait for him to dash toward you. As he 
approaches, go for a Low Sweep. Use two 
Sweeps then Ice Blast him as he’s getting 


to his feet. Return to the Roundhouse Kick 
and Ice Blast combo. 

If Quan Chi traps you in a corner, jump 
back as far as you can go and use Jump 
Kicks to knock him to the ground as he 
walks toward you—he has problems 
blocking these. His weakest attacks are the 
three-punch combo and an energy field 
that draws you toward him: both can be 
blocked. 

He also generates a fireball as he 
slowly moves across the screen. While he’s 
generating it, use an Ice Blast to freeze 
him, then even if you don’t block the 
fireball, you can continue attacking with 
Roundhouse Kicks. 

If you didn’t use a Fatality on her earlier, 
Sareena runs onscreen and delivers the 
killing blow. If you did, use an Uppercut. 


SHINNOK 


Wait for Shinnok’s amulet to flash and use 
the horizontal Ice Blast to freeze him (he 
can't block while firing). Turn around, run to 
the far side of the battle area, and use the 
teleporter. 

Now at the opposite side of the arena, 
quickly fire another Ice Blast. This ensures 
Shinnok stays frozen long enough for you 
to do the dirty deed: Dash up to him and 
press the Use/Action button to grab the 
amulet, robbing Shinnok of his powers. 

Shinnok transforms into a giant beast 
and tries to pulverize Sub-Zero with his 
fists. Quickly turn around and run through 
the portal that has appeared. 


SHAOLIN TEMPLE 
GENERAL TIPS 


e When going through any door, shoot an 
Ice Blast ahead of you to freeze any 
enemies who may be lurking on the other 
side. Now, when you enter the next room, 
they should be frozen solid, ready for you 
to attack! 
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SUB-ZERO 
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e Never stand still for too long—the 
enemies regenerate and will come at you 
from all directions, thinking you’re an 
easy target. Keep on the move. 

e Make sure you trigger the Checkpoint 
halfway through the level; the word 
“Checkpoint” flashes up at the top of the 
screen. With this done, you’re only sent 
back here when you die, not back to the 
beginning of the level. 


TABLETS OF TRUTH 


You only get to pick up these stone tablets if 
you play Mortal Kombat Mythologies: Sub- 
Zero on the Very Easy difficulty setting. They 
give you some interesting information about 
your current level but are sometimes written 
in an unreadable script. Combine some of 
them with the Universal Translator to read 
them. Here are the tablets for this level: 

“The pillars can be activated with a 
carefully placed Sweep Kick. You are free to 
run when they are on the rise.” 

“Use the balcony’s ledge to carefully 
land on the tarp below.” 

“Once the sacred map is in your 
possession, you will find escape at the 
temple’s tower.” 


ENEMY 

Monk with Sword 

These guys are dressed in exactly the 
same way as the first Monk you 
encountered, but they’re armed with 
swords. They attack high with their sword, 
twice. A sword-slash takes around 
20percent of your energy, so you should 
disarm them as quickly as possible. One 
Punch or a Low Sweep knocks the sword 
out of a Monk’s hand, then you can use 
combos, treating him as the normal, 
unarmed Monk he now is. 


LEARNING THE MOVES 
Low Punch x 
High Punch E 


Never underestimate the basic Punches. 
Using them earns you a good splattering of 
combo points and boosts your experience 
points, eventually giving you the ability to use 
better special moves. Punches are so easy to 
perform, you can't afford to ignore them. 


Ice Blast +4, 4$, 3,3, X 
It won't take many experience points to 
earn yourself an Ice Blast—only 85 are 
needed to turn Sub-Zero into an ice- 
making tough guy! This is the most basic 
special move, but it can give spectacular 
results. You should use the Ice Blast 

to freeze your opponent solid, then you can 
get right up close and hammer home your 
choice Punch combo. 


Directional Ice 


Blast Up 4, 4, 2,9, E 
Directional Ice 
Blast Down 4,4, 4,4, X 


There are two types of Directional Ice 
Blast. The Up version fires a bolt of ice 
diagonally upward. This is best used to 
stop any advancing foe who likes to jump 
through the air. When he or she is frozen in 
mid-air, you can use an Uppercut to send 
him or her reeling backward. 

The Down Directional Ice Blast has a 
different effect—it creates an ice puddle on 
the ground. 

If advancing foes step onto this, they 
slip and slide backward, and won't be able 
to land any attack on you, leaving them 
vulnerable for a few vital seconds. This is 
when you follow up with Punches and Kicks. 
Uppercut 4,4, E 
You can use the Uppercut on any 
advancing enemy, but they’re best used in 
combination with the Ice Blast. When an 
enemy is frozen solid, run close and 
perform one of these to send them 
crashing backward. Later on in the game, 
when you have earned a Double Ice Blast, 
an Uppercut will shatter your opponent into 
a million pieces! 


GENERAL TIPS 


e When you fight Monks on platforms, you 
have to immediately be on the offensive, 
not the defensive. Get ready with an Ice 
Blast to freeze them solid, then use any 
Punches or Kicks you wish to knock 
them off the platform. If you don’t, you 
can guarantee they will get up and knock 
you off instead, wasting a life. 

When you have to use the updrafts, never 
rely on your instincts to decide when to 
jump—you will more than likely be wrong! 
Always wait for the leaves to blow so you 
are doubly sure, then make your jump 
into the unknown. At this early stage in 
the game, wasting valuable lives on easy 
sections like this is not the way to play! 
Jumping windmills is one of the trickiest 
maneuvers Sub-Zero has to perform. He 
must jump from a stationary platform 
onto the ones that are spinning around 
the windmills. Just before a rotating 
platform lines up with the platform you’re 
standing on, jump. If you’re slightly too 
early or slightly too late, Sub-Zero falls to 
his death. Don’t forget that you can 
change direction in mid-air by pressing 4 
or 6, so you can correct his landing right 
at the very last instant. 


——— 
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A The trusty Ice Blast is Sub-Zero’s most 
basic special move, but one of the most 
useful and versatile. 


TABLETS OF TRUTH 


“When jumping onto moving platforms, 
time your jump before the platform is in 
line. Also remember you still have some 
control over your velocity while airborne.” 
“Push a frozen monk over the floor 
switch to activate the door and keep it open.” 


ENEMY 

Monk with Stick 

Treat these enemies in the same way as the 
Monks in the Shaolin Temple. The main 
difference is that they wield two sticks 
instead of a sword, and are highly skilled 
with their weapons. Make sure your finger’s 
on the Block button to stop the sticks 
inflicting some serious damage. These 
Monks prefer to attack by going in low, so 
beware! 


LEARNING THE MOVES 

Roundhouse Kick ¢,A 
You can add extra weight to a normal High 
Kick by pressing 4 at the same time. Sub- 
Zero spins around then lands his kick 
home with great force in his opponent’s 
face. This special kick can be put to good 
use when fighting the god of Wind in the 
boss battle. 


EARTH 
GENERAL TIPS 


e Don't just run through this level as if 
you’re in a race. You need to remember 
that large pits open up in the ground and 
swallow Sub-Zero up if you’re not careful. 
Just edge your way along, so you have 
plenty of time to react if you need to. 

e If you’re about to encounter a particularly 
nasty enemy but don't have any special 
power left in your Ice Meter, wait around 
in a safe place for a short time. The Ice 
Meter replenishes itself, ready for you to 
take on a fresh batch of enemies. 


ENEMIES 
Monk with Staff 
The main difference between this guy and 
most Monks previously encountered is that 
you can’t knock the weapon out of his hands. 
Normal Punches and Kicks are a waste 
of your time because they take too long to 
kill him. You should use the Ice Blast and 
Uppercut combination instead to kill him as 
quickly as possible, repeating the 
sequence as many times as you need to. 
Watch out for the staff, though—he’s very 
fond of performing multiple-hit combos 
with it! 


Meditating Monk 

This Monk is surrounded by an electric 
forcefield and he sends harmful lightning 
bolt attacks in your direction! While he’s 
safely floating around in his bubble, none 
of your attacks can harm him. Even you’re 
special moves have no effect whatsoever. 

Wait until he transports out of the 
bubble for a split-second, then attack with 
Ice Blasts and punches. You will eventually 
make the Monk explode into hundreds of 
tiny pieces. 

Alternatively, just jump over him and 
continue your quest! Each of the 
Meditating Monks must be defeated before 
progressing. 


TABLETS OF TRUTH 


“Not all crevice openings lead to death. 
Some can lead to wealth and good 
fortune.” 

“Use your freezing ability to stop the 
Meditating Monk when he’s in transition.” 

“Lure the Earth god into the center of 
the room. Use the skull switch to drop the 
chain platform on top of him for greater 
damage.” 


LEARNING THE MOVES 

High Kick A 
Together with Punches, Kicks are used to 
make up Sub-Zero’s explosive combination 
moves. A High Kick delivers a punishing 
blow to your opponent’s face. Don’t be 
afraid to use Kicks instead of 

special moves. 


Low Kick (J 
Use a Low Kick if your opponent is 
unguarded from the waist down. A 
combination of Kicks can quickly boost 
both your experience and your combo 
points. 


Slide R) +X +0- € 
Sub-Zero has always had a good Slide 
move in his arsenal, and it’s a very 
deceptive weapon when used properly. 
Use the Slide after you have knocked an 
opponent to the floor for extra effect. This 
maneuver is useful for your battle with the 
god of Earth. 


WATER 

GENERAL TIPS 

e Take care when moving near the ropes on 
this level. Falling means certain death for 
Sub-Zero—even though he can grab onto 
the ropes as he falls, nine times out of 
ten, he won't! It’s better to take things 
slowly and survive than it is to rush 
around and wind up dead! 

e Always be careful when you’re around 
water, too. Sub-Zero cannot swim here 
because the whirlpools are too strong. 

e The Electric Eels can’t be killed and they 
zap Sub-Zero if he gets too close, so 
they’re best avoided. And don’t be fooled 
by their size—they are some of the most 
deadly creatures in the game. But 
respect their ferocity and you will survive! 


ENEMY 


Electric Eel 

These creatures are some of the smallest 
you'll come across in the game, but they 
sure sap your energy, given half a chance. 
Keep a close eye on the water that fills the 
corridors of this level. If you see one of 
these creatures slithering along, jump out 
of the way! There are often wooden blocks 
around that you can retreat to—use them. 


GENERAL TIPS 


e When crossing fire pits, run as fast as 
possible, because your energy is drained 
constantly. Don’t jump because you'll 
lose momentum and spend longer 
around the fire than you would if you 
simply ran through. 

When enemies attack around the fire, 

don't bother fighting them; jump over 

their heads and wait until you are 
standing in a clearing before making your 
move. The fire may not affect them, but it 
soon kills Sub-Zero! 

e When you find rotating logs near lava, 
take care not to touch them. If you get 
caught by one, you’ll be knocked into the 
others in an unbreakable sequence, 
taking massive amounts of energy, and 
probably taking one of your lives before 
you have even started! Take it steady, 
making sure your jumps clear the logs. 
You may lose some energy, but it will be 
a lot less than you lose getting caught 
among the logs. 


ENEMIES 

Fast Monk 

Believe it or not, you can Ice Blast the pest. 
You just have to fire your ice in the right 
direction! He’s relatively easy to kill 
compared to all his fellow Monks. An 
Uppercut and Sweep combination is 
enough to kill him, so you may as well have 
a go and earn some easy experience points. 
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Monk with Spear 

A spear in the back of the head isn’t a 
good idea if you want to survive longer 
than a few seconds. Ice Blast these guys 
from a distance to put them out of action, 
then creep in closer to polish them off with 
a few well-placed Punches and Kicks. 


LEARNING THE MOVES 

Sweep €+@ 
The Sweep is a crafty move that Sub-Zero 
has always been able to perform. Ducking 
low, he swiftly darts out his leg and sweeps 
his opponent off their feet before they 
know what’s happened, briefly leaving 
them helpless on the ground. Used in 
combination with other attacks, the Sweep 
is part of the deadly arsenal that makes 
Sub-Zero famous! 


PRISON OF SOULS 

GENERAL TIPS 

e Whereas most of the previous levels have 
taken place inside a temple, the Prison of 
Souls is set outside, and made up of a 
series of platforms and tricky obstacles. 
Take extra special care when jumping 
from one area to the next—one wrong 
move and Sub-Zero falls to his death, 
forcing you back to the last Checkpoint 
to start over. 

e By this point in Mortal Kombat 
Mythologies, every enemy you encounter 
carries a weapon. You always need 
experience points, unless you’ve maxed 
out the level. Kill all the foes you can. 


LEARNING THE MOVES 

Air Ice v, A, > + X (mid-air) 
You often need to send an Ice Blast out at 
enemies on a higher platform than Sub- 
Zero, and the Air Ice is the special move to 
use for this. Just make sure Sub-Zero is in 
mid-air, then perform the button 
combination. You can then jump up and 
finish the enemy off. 


ENEMIES 


Prison Guard 

Things are tough in the Prison of Souls. 
The Prison Guard carries a huge staff with 
him and isn’t afraid to smash Sub-Zero 
around the head with it. 

Compared to the enemies experienced 
in earlier levels, you’ll find this guy very 
difficult to kill—he’s even tougher than 
some of the bosses in the game! Without a 
Double Ice Blast you’re going to have a 
hard time killing these guards. They 
regenerate after they have died, too, just to 
add to your troubles. 

The weapon the Prison Guards carry 
isn’t a humble wooden staff, as you may 
expect —it fires a green laser bolt, too. They 
fire this at both waist and ground height, so 
there’s no point in crouching to avoid the 
laser. Instead, Sub-Zero can jump clean over. 
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Prison Guard with Gun 

Have you ever seen such a big gun? It fires 
laser bolts that rip across the skies and do 
serious damage to Sub-Zero if he takes 
one square in the face. 

A well-placed Punch or Kick knocks 
the gun right out of the Guard’s hand. You 
can then treat him like a normal Prison 
Guard. An amusing alternative is to freeze 
him with an Ice Blast or two, then simply 
push him off a ledge—problem solved! 


Hulk Monk 

These extra-large Monks can do a lot of 
damage and take much more effort to kill 
than those previously met. He picks up and 
bashes Sub-Zero left and right. 

Freeze him with an Ice Blast, then 
perform an Uppercut while he’s still frozen. 
As he’s getting back to his feet, Sweep him 
twice and re-freeze him with another Ice 
Blast. Repeat this process two or three 
times and you get three hits out of him for 
the price of one! 


Gate Keeper Grunt 

They’re armed with circular blades that 
come spinning through the air at different 
heights, you don’t want to mess around 
with these guys. 

As soon as you see one walk onto the 
screen, Double Ice Blast him and use an 
Uppercut—this allows you to kill him off 
with one hit, shattering him into a million 
tiny pieces. If you attempt to fight it out, 
they take lots of attacks to kill and you lose 
more energy than it’s worth. 


BRIDGE TO FORTRESS 
GENERAL TIPS 


e When you find herbal healers, don’t just 
use them for the sake of it—keep them 
until you really need them. You have to 
defeat four bosses on this level, so you’re 
really going to need their life-giving 
properties. 

e The rotating blades are highly 
unpredictable obstacles. They do lots of 
damage if you run into them. Take extra 
special care, run toward them and leap 
over. If you get caught by one, you’ll more 
than likely get caught by the next, so it’s 
worth taking the time to make sure you 
get past them unscathed. 

e The bosses are very easy to beat, as long 
as you master the tactics outlined on 
these pages. There are no other ways to 
defeat them, so read very carefully before 
tackling these foes. 


LEARNING THE MOVES 

Ice Clone 4, e, 4X 
Another icy alternative special move is the 
Ice Clone. By performing this maneuver, 
Sub-Zero makes an ice duplicate of himself 
that lasts for about four seconds. Any 
enemy that touches the clone is instantly 
frozen solid, ready for a Punch or Kick. 


Ice Shatter Freeze opponent twice 
By using two Ice Blasts at once, then an 
Uppercut to knock his opponent back, 
Sub-Zero can perform an Ice Shatter. This 
splinters his enemy into millions of tiny 
pieces, killing him or her instantly. 


THE FORTRESS 
GENERAL TIPS 


e The Fortress is one giant maze of 
corridors and elevators, and they all look 
the same. Try to work out the fastest 
route around so you don’t backtrack on 
yourself; after playing through a few times 
you will soon get to know where you’re 
going. Stick to the route we have outlined 
here and you shouldn't go far wrong. 
When you get onto an elevator, stand in 
the center—then you can’t be attacked by 
Grunts that approach from either side. 
They can Uppercut you as the elevator is 
rising, and you can’t block once the 
elevator has started to move. You won't 
realize Sub-Zero has been harmed until 
you reach the top. 


ENEMIES 
Grunt 
With their red hats, red and black pants, 
and leather-clad chests, Grunts look really 
menacing. They are the toughest standard 
enemy you encounter, even tougher than 
some of the bosses you have fought! 
They look unarmed, but stand around 
long enough and they will throw a set of 
spinning blades in your direction. These 
can really harm you, slashing away large 
chunks of energy. If you have already 
gained enough experience points to earn 
all the special moves, then you don’t really 
need to bother with these guys—just jump 
right over them. 


Grunt with Axe 

This guy is identical to the standard Grunt, 
apart from the fact that he swings a two- 
headed axe over his head. This means you 
can't simply leap over him and keep on 
running. Relieve the Grunt of his weapon 
with a couple of choice attacks, then kill 
him or jump over him and continue on 
your quest. 
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LEARNING THE MOVES 

Super Slide €+ M+ X + Block 
This move is similar to the ordinary Slide, 
but is slightly faster and inflicts more 
damage. You also slide farther—even off 
the end of a platform, if you don’t allow 
yourself sufficient room! However, the 
Super Slide is of limited use, so it is not 
often that you find yourself using it. 


Freeze on Contact +,9,%+08 
Touch enemies to freeze him or her. In a 
way, this is similar to the Ice Clone, except 
rather than relying on your enemies to 
blunder into the clone, you can chase them 
around! This ability only lasts around five 
seconds, however, and it uses half of your 
Ice Energy, so don’t get too confident. 


Polar Blast >,¢,¢.+H5 
The ultimate special move! Despite all the 
experience points it requires, it isn’t 
particularly powerful, unleashing a multi- 
directional Ice Blast, freezing all enemies 
within range. It sounds impressive, but it 
drains half your Ice Meter and boss 
characters are impervious to it. 


FATALITY 


You can perform a Fatality on two 
characters: Scorpion at the end of Level 1, 
and Sareena on the final stage. The move 
for both situations is as follows: 

Stand close (but not touching), then 
press %, &, >, High Punch 


Infinite Lives 80007D480002 


Having problems finding your way through 
the maze of water on Level 5, or are the fire 
pits on Level 6 making things too hot for 
you? Fear not, here are the passwords for all 
levels, plus some cheats! 


THWMSB 
CMSZDG 
ZVRKDM 
JYPPHD 
RGTKCS 
QFTLWN 
XJKNZT 
NXCVSZ 
GTTBHR 
CRVDTS 

(press to fight 
Quan Chi, (L2) 
to fight Shinnok) 
ZCHRRY 


Level 2 

Level 3 

Level 4 

Level 5 

Level 6 

Level 7 

Level 8 
Unlimited Urns 
1,000 Lives 
View Credits 
Shinnok’s Fortress 


MORTAL KOMBAT 


SPECIAL FORCES 


INTRODUCTION 


This prequel to the long-running fighting 
series allows you to explore the back story 
of Jax and Kano. Unlike the previous 
games, you'll fight multiple opponents as 
well as solve puzzles. This guide provides 
fighting tips and covers the first mission. 


BASICS 


High Punch 

Press @ to throw a high punch. High 
punches are good to throw into a punching 
combo, but avoid starting off with one. 
Although powerful, the high punch is rather 
slow and can be blocked easily. 


Low Punch 

Press X to throw a low punch. The low 
punch is the fastest of the basic attacks 
and should be used to start out combos. 
This punch has a very short range, so use 
it in close-quarter fighting only. 


A Make the low punch the centerpiece of 
your fighting moves. 


High Kick 

Press 4 to begin the wind-up for this 
powerful roundhouse-style kick. The high 
kick is very powerful but difficult to 
execute. Because this kick has the greatest 
range, use it as enemies approach. If you 
time it just right, you can hit the enemy as 
he or she closes. Once your opponent is 
stunned, move in and finish off with some 
quick punches. 


Low Kick 

Press @ to throw one of these kicks and 
follow the same strategy as the high kick. 
The low kick is faster than the high kick, 
but does less damage. Executing a low 
kick at the end of a punching combo can 
send your opponent to the floor, giving you 
a clear advantage. 


EXPERIENCE AND COMBOS 

Unlike most fighting games, and the other 
games in this series, you earn the ability to 
perform special combos as you gain 
experience. Your experience counter, in the 
screen's top right, measures how much 
experience you currently have and shows 
the experience needed to reach the next 
skill level. Every time you attain a new skill 
level, you can perform a new combo. The 
button combination flashes onscreen when 
you achieve a new skill level. You can also 
look it up under your Inventory screen. 


A A message appear onscreen when you earn 
a new combo. 


GUNS AND AMMO 


Because some opponents you face are 
armed with guns and other projectile 
weapons, you get to use guns too. You find 
weapons and ammo scattered around the 
different levels. Use guns sparingly 
because ammo is limited—save your heavy 
firepower for the level bosses. 

In third-person view, your gun 
automatically tracks and aims at a target. 
Just press @ to fire. If you want to be more 
precise, press Œ to switch to Target mode. 
In this view, aiming the weapon is completely 
up to you. Target mode is best for taking out 
adversaries at long range or when they can’t 
be seen from third-person perspective. 
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A Target mode allows a more precise method 
of aiming. 


WAREHOUSE 


WALKTHROUGH 


The first mission takes place shortly after 
Kano’s paramilitary force has massacred 
Lt. Sanchez and his men outside a large 
warehouse. By the time Jax arrives, Kano’s 
men have holed up inside the warehouse. 
Time to clean house! 


ENTRY 


Before you enter the warehouse, mop up 
any resistance outside. Three of Kano’s 
men guard the entrance and surrounding 
area. Avoid fighting them all at once. 
When they’re down, head for the 
warehouse door and press X to open it. 
Just inside the door, a few more guards 
wait to pummel you. Take them down and 
stay along the left side of the room as 
you head for the basement. Pass the 
deactivated elevator and take the next 


A Confront the guards outside the warehouse. 
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doorway on the left. Follow the staircase 
down and move into the adjacent room 
ahead. Take out the guard and search 
this subterranean area for a 9mm clip 
and the power room key. 


RESTORE THE ELEVATOR’S POWER 


Find the power room and restore power 
to the elevator. Retrace your steps to the 
main warehouse floor and turn down the 
right corridor. Find a machine gun inside 
a small office; put it away for now—you’ll 
need it later. Continue down the corridor 
to a doorway that leads to a second 
basement area. Three guards protect this 
area. Wait for them to approach you and 
fight them from the bottom of the 
staircase. This prevents them from 
surrounding you and allows you to fight 
them one at a time. 

After the area is clear, head for the 
red door at the end of the room and 
activate the power switch inside. This 
restores power to the elevator. Head 
back to the main warehouse floor and 
pick up a small medipak on the nearby 
flatbed trailer. Use the D-Pad and å to 
climb up onto the trailer. Head for the 
elevator and go to the fourth floor. 


Rs «exp aps euen 
ee mee 


A Fight these guys from the bottom of the 
staircase. 


GRAB THE DETONATORS 


A guard with a machine gun attacks as 
you exit the elevator. Move in and take 
him out as soon as possible, then grab 
the 9mm clip he drops. Continue moving 
through this floor and take out any other 
guards you come across. The top left 
room (the one with the ladder) contains a 
large medipak. The detonators are in the 
bottom right portion of this floor. There 
are five detonators here, so use them 
wisely. Retrace your steps to the elevator 
and go the third floor. 


GET THE SECURITY KEY CARD 


After you arrive on the third floor, go down 
and follow the narrow dead-end corridor 
to the left. Notice a dramatic crack in the 
brick wall ahead. Move next to the crack, 


ATake this guy out before he does too much 
damage. 


activate a detonator, and back off. This 
blasts open a hidden area containing the 
security key card. 

Now make your way to the security 
room on the far right side of this floor. 
Take your time and fight any adversaries 
you come across. Once you reach the 
metal doors, use your key card. Take out 
the two guards inside and move to the 
control panel on the right side of the room 


A Stand back when using detonators—they 
have a large blast radius. 


to activate the fire alarm. This unlocks the 
fire escape door on the second floor—the 
floor you’re going to next. 


THE FIRE ESCAPE 


The fire escape on the second floor leads 
to a previously inaccessible area on the 
third floor. But first you must fight your 
way to the fire escape door. As you exit 
the elevator, move up into the adjacent 
room and fight the two guards there. Pick 
up the 9mm clip on the right side of this 
room and head back down into the main 
lobby and then right. Follow the 
connecting rooms around until you’re 
moving up again. Another guard with a 
machine gun lurks in this area. 
Cautiously approach and take him out 
quickly. The unlocked fire escape door is 
behind him. Enter the door and move left. 
Climb the stairs to the next floor and 
enter the doorway—two guards are 
inside. Once the area is clear, pick up the 
medium medipak next to the boss door. 
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A Time your approach and rush in for a 
close attack. 


The Warehouse Boss 

Before entering the boss door, make sure 
your health bar is nearly full. Use a 
medium or small medipak to recover 
some health if necessary. Next, equip 
your machine gun. You won't have 
enough ammo to take out the boss, but 
you should have enough to knock off at 
least a quarter of his health. When you’re 
ready, enter the room. 

As soon as you enter the room, open 
fire until you’re out of ammo. Then put 
away your machine gun and prepare to 
fight at close range. This boss uses a 
flamethrower and grenades, making it 
difficult to get close. Study the grenade 
and flamethrower sequences and look for 
an opportunity to rush in and attack, 
such as when he’s just finishing his 
sweeping flamethrower attack. When 
you’re close enough, use a series of 
punches and hammer away. Be sure to 


Remember to use your medipaks while 
fighting this boss. The game pauses while 
you access the inventory screen. 


block his melee attacks—if he knocks 
you down he'll ignite you with his 
flamethrower. With some patience and 
good timing you can put this guy away. 


mode. Each stage has distinctive mazes 
and challenges, as well as several regional 


CONTROLLING 


MS. PAC-MAN 


Ms. Pac-Man Maze Madness is rather unique 
in terms of character control because you 
use only the directional buttons or the analog 
stick. The game designers have set it up so 
that most of the time you are pushing 
objects, pressing switches, etc. It all amounts 
to some pretty easy game control—but also 
innovative stage designs. 

Although controlling Ms. Pac-Man does 
not involve the other buttons on the 
controller, you can use them during gameplay 
to zoom the camera in (4) or out (X). 


Ms. Pac-Man Maze Madness has three 
game modes—Quest, Multiplayer, and 
Classic. Each mode has its own look 
and feel. 


QUEST 


The Quest mode is the meat of the game, 
so most of this guide is devoted to it. 

Ms. Pac-Man has stumbled into the 
role of heroine as she attempts to save the 
land from Mesmerelda. It is your job to 
guide her along the way. The adventure 
takes you across the four regions of Pac- 
Land—Cleopactra, Crystal Caves, Pac Ping 
Harbor, and Haunted Halloween. 

During the journey, you need to collect 
the four Gems of Virtue. Each region holds 
one gem. You also collect Gold Stars from 
each stage. The Gold Stars are the key to 
achieving 100 percent in the game, so 
make sure to collect as many as you can. 


You earn a Gold Star by: 


e Completing a stage. 

e Completing a Time Trial. 

e Finding all the available 
fruit on a stage. 

e Obtaining every available 
Pac-Dot on a stage. 


STANDARD STAGES 


There are 16 Standard Stages spread 
across the four regions within the Quest 


enemies and other elements. 


As you traverse the stages, you 


encounter various objects, power-ups, and 


enemies along the way. 


GEMS OF VIRTUE 


GEMS OF VIRTUE LOCATIONS 


Gems of Virtue are found 
near the end of the last 
Standard Stage of each 
region. Once you have 
placed all four Gems of 
Virtue (one from each region) 
into the Pactrometer, you 
can take on Mesmerelda. 
See the following table for a 
quick reference to the 
locations of the Gems 

of Virtue. 


STAGE NAME 
Temple of Dots 
Freezer Burn 
Pac Crackle Pop 
Watch Your Pac 


LEVEL 

Cleopactra 

Crystal Caves 

Pac Ping Harbor 
Haunted Halloween 


GEM 

Gem of Generosity 
Gem of Truth 

Gem of Wisdom 
Gem of Courage 


RESET TOKENS 


yE ae 


Reset Tokens return Moveable 
Blocks, Ice Blocks, TNT Boxes, and 
Nitro Boxes in the immediate area 
to their original starting positions. 


| They come in pretty handy when 


you’ve screwed up by pushing a 
block too far or in the wrong 
direction. However, it’s important to 
note that Reset Tokens only appear 
once you’ve actually moved 


something. 


In the Crystal Caves region, use the Reset 

Tokens to replicate an extra Ice Block when A, 
you’ve pushed one into the lava. Sometimes 

the lava is two squares deep but you have 

only one Ice Block to work with. By pushing 

the first Ice Block into the lava and then 
replicating a second, you'll be able to walk 

over both lava squares. 
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MULTIPLAYER MAPS 


Besides the default Multiplayer maps, you can unlock four additional ones, one each for the first four stages you earn a Hi-Score on. Do this by 
meeting or beating the indicated score on the stage entrance screen. The Stage Notes section of each walkthrough in this guide also lists the Hi- 
Score. The game tells you when you complete a stage if you’ve unlocked a map. 


EASTER EGGS 
SOUND TEST: 


You unlock the Sound Test Easter Egg once you achieve at least 14 Hi-Scores. Access the Sound Test from the Pause menu. 


MUSIC PLAYER: 


The Music Player Easter Egg unlocks when you receive nine gold clocks. You can access the Music Player from the stage entrance screen. 


MOVIE PLAYER: 


The Movie Player Easter Egg unlocks once you receive 70 Gold Stars. You can access the Movie Player from the stage entrance screen. 


TIPS & HINTS 


You can chomp individual pieces of a Centipede. It takes a bit of practice, but if you’re lucky, you can jump out at a Centipede just as the 
head passes by. You receive 200 points for each section of the body, plus points for the head. 


e Firecracker enemies are worth 800 points if you snag one while you have a Power Pellet. The Firecracker Generators are smart, however. They 
won't generate any more Firecrackers while you have an active Power Pellet. So, wait for one to pop out before grabbing the pellet. It’s hard to 
time, but nice for the Hi-Score. 


e You don't actually lose any lives on a Bonus Round, so it’s okay to take your time while playing through them. Keep this in mind during stages 
like Shock Therapy, where you can easily die 50 times or more before you’re successful. 


e Time Trials can be a bit of a pain. When the timer is running, you’re under constant pressure to hurry to the finish. Nothing is more frustrating 
than playing four or five minutes only to run out of time even though you’ve never had time deducted due to enemies or other obstacles. In 
situations like these, the best advice is to avoid taking the same path the next time. Most stages have several different routes to the same 
area. This is especially true in the Pac-Dot maze areas. It’s easy to get caught in a rut where you take the same path again and again, so 
watch where you’re headed and don't be afraid to try a new way. 


e Pick up all the Green Arrows. This way, if you don’t know where to go, you'll be able to tell by spotting the next one. This comes in handy in 
areas where you have to doubleback several times—a lack of Green Arrows can tell you that you have been there before. 


e Remember that Popper Pads can lead to different areas depending upon the direction you hit them from. Oftentimes, you'll be using the same 
Popper Pad to reach several different areas. 


e Use Checkpoints so you don't have to return to the beginning of the stage each time you lose all of your health. However, they can also be 
used to lock in what you’ve done so far. For instance, if you’re low on health but have just nabbed all four Ghosts on three consecutive Power 
Pellets, that Checkpoint ensures that you won't lose those points if you lose more health. You may even want to go out of your way to avoid a 
Checkpoint (if possible) so you can grab it when you need it. 


e Always look for ways to maximize the possible number of points on a stage. This is the key to achieving the best Hi-Scores. Sometimes it’s 
best to avoid an enemy so that you can finish the puzzle at hand and then grab the Power Pellet as you leave the area. This way, you can grab 
the first enemy and possibly snag a second one in the next area. Realize your point potential and go for it! 


Receiving 70 Gold Stars will unlock the Sound 
Test and Music Player Easter Eggs as well. 
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MTV SPORTS: T.J. 


MTV Sports: TJ. Lavin’s Pro BMX is all you 
could ever want in a Pro BMX game. The 
courses are great and all the tricks are 
there. Add 10 professional BMX riders and 
you've got a recipe for success. 

You begin the game with only one 
course unlocked. To unlock three more, you 
must earn a preset number of points. The 
last three MTV courses (Aces High, Mission 
Hong Kong, and Trial By Fire) can be 


17% 


A Stick to the course track in T.J.’s Backyard. It'll help you line up for the 


next jump and allow you to score more points. 


A You can go off-road, but it'll take you longer to set up for the next ramp. 


unlocked only by earning Gold Medals. You 
can also unlock two hidden courses by 
obtaining keys. 

The first course is T.J..s Backyard. To 
unlock the next course you have to beat 
this one—by first scoring 5,000 points and 
then accumulating 15,000 points. You’ve 
got two minutes to play, so how do you get 
that many points? First, stay on the track. If 
you venture off the beaten path, it’ll be 


ose 


= 


Le 


oe 


LAVIN’S PRO BMX 


harder to set up the jumps, tricks, and 
combinations you need to score that many 
points. 

Second, vary your tricks. Doing the 
same trick over and over lowers your ride 
difficulty multiplier, whereas adding new 
tricks increases your multiplier. Perform all 
of the tricks in your arsenal to quickly rack 
up the points. 


AAs you ride through the course, perform a variety of tricks. 


APerforming different tricks increases your ride difficulty multiplier, 
which gets you more points. 
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[= =] Third, hold off going for the bonus points (the floating icons on the course). You get the 

es value of the icon times the multiplier, so it’s better to get these after you’ve completed a 

ce couple of tricks. 
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A This is one of the bonus point icons. Hit the ramp and jump. 


0:56 


AWhen you go through the icon, you gain the points shown. These bonus points help you reach 
your goal. 


sagen 


How does the game compute the 
number of points a trick is worth? Easy. 
Each trick has a base score that goes up 
the longer you hold the trick. For example, 
you get 50 points for a basic No Hands 
maneuver. The longer you hold the key 
combination, the more points you earn. 
However, if you bite the landing, you don't 
get anything, so you must walk a fine line 
between going for more points and getting 
none at all. 


A Each trick has a base point total, and the 
longer you can hold the trick, the bigger the 
point total gets. Therefore, the higher you get in 
the air, the better. 


A Holding onto a trick (by keeping the buttons 
pressed) is a dangerous thing. If you hold too 
long, you can miss the landing. Then you get a 
face full of dirt. 


PRIMA’S UNAUTHORIZED STRATEGY GUIDE 


RIDER 
T.J. Lavin 


DIRT STREET VERT 


Fuzzy Hall 


Chris Doyle 


Matt Beringer 


Colin Winkelmann 


Mike Ardelean 


Chris Duncan 


Brian Foster 


Dave Freimoth 


James Bestwick 
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THE HIDDEN TRACKS 


Release x before leaving a Vert ramp for an There are two hidden tracks in MTV Sports: 

extra hoost. TJ. Lavin’s Pro BMX. Both can be unlocked 
in the first course—T.J.'s Backyard. The first 
key is by the trailer on the left side of the 
course. Take the ramp leading up to the 
trailer and catch some air. If you get the key, 
you earn the right to compete on the 


Warehouse Rock Bonus Level. 


The second key is in Warehouse Rock. 
Head to the blue half pipe and grab the key. 
It unlocks the Underground Bonus Level. 


ASee the circle in the distance? It’s right by the trailer. Hit the ramp leading to the trailer and grab the key to the first bonus level—the Warehouse Rock. 
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The PlayStation version of NASCAR 2000 offers several unique features, such 
as Create A Driver, Happy Hour, Advanced Pit Stops, Advanced Car Setup and 
six additional Fantasy Tracks. These tips and tactics will help to get you off 

on the right foot. 


NASCAR 2000 


CAR SELECTION 


Car Setup 
Practice: 
Qualify 

Happy Hour 
RACE 

To Race Setup 


A Happy Hour is usually held the day before the Cup race, but after some other event at the track. 
That way the surface will closely represent how the track will be during a race. 
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How do | get into this thing? Nascar cars are 
built without doors or side windows for safety 
reasons. Drivers climb in where the window 
would be. Special webbing covers the 
window once the driver is in to keep debris 
out during a race. The webbing also helps 
keep the driver in the car in case of a crash. 
After a crash, you may notice the driver 
immediately remove the webbing. This 
signals rescue officials that the driver is ok. 


CREATE A DRIVER 


With Create A Driver you can race a 
fictional car, which shows up on the leader 
board. Select one of six different paint 
schemes, then enter your name. Now 
you’re all set up to run the race in your 
"own" car. 


HAPPY HOUR 

Once drivers have qualified, they have one 
more chance to run on the track before 
race day. But they only get to race for one 
hour, known as Happy Hour. During Happy 
Hour, you get to run on the track with the 
other drivers. This makes Happy Hour 
better than a normal practice lap. You can 
practice passing in the turns, running the 
high groove, and drafting without the 
pressures of a real race. 


RACE AGAINST THE KING 


Are you ready to race a legend? With this 
special feature, you can race against 
Nascar Hall of Famer Richard Petty. Select 
your car, pick a track, and race against the 


A During Happy Hour you can practice passing, 
holding the groove, and drafting on the track 
with other drivers. 


Car Costs. How much would you have to 
spend for your very own stock car? A bit more 
than you would pay in the showroom: 
$65,000. Most teams have 10 to 12 cars, so 
the total price tag is a cool $650,000 to 
$775,000. And that’s just for the bodies. If 
you want engines, throw in a million dollars 
to lease them for your cars for the season. 


best driver in Nascar history. Richard 
Petty’s car runs a near-perfect race, always 
running in the groove. You’ll to have to run 
a more than perfect race to win. 

The upside to the race is that it’s one- 
on-one, with no other traffic to distract you. 
However, you run the race with a standard 
car setup, which means the top speed will 
be great (reaching more than 200 mph on 
some of the longer straightaways), but the 
handling in the turns is all up to you. 
Without the benefit of practice laps, you 
must remember what each racetrack is like 
to negotiate the turns. In general, you have 
to slow down going into the turns, 
dropping all the way down to the 120 to 
130 mph range. Once past the halfway 
point, pop the car into third gear and then 
to fourth once you are at maximum rpms 
exiting the turn. 


PIT STOPS 


Pit stops are a little different on the 
PlayStation version. The first major 
difference is the menu as you come down 
Pit Road. You can decide to take either a 
two-tire or four-tire pit stop. On oval 
racetracks, drivers normally change right- 
side tires on each stop and change all four 
tires only every other pit stop. Watch your 
damage indicator (accessed by pressing 
(£3), and change only the tires that show 
the most wear. This will trim time off your 
pit stop and get you back on the racetrack 
sooner. 


AWork through the gears and pass him 
quickly. The King seems to be a little slow out 
of the gate, giving you a good chance to grab 
the lead early. 


AThis menu pops up as you come down Pit Road. The advantage is that you can change only 
right-side tires instead of always having to do a four-tire change. 


Any racing fan will tell you that pit stop 
times can vary. A mode called Interactive 
Pits simulates this. Once you have selected 
what you want changed during this pit stop 
and the car has pulled into your pit stall, 
you play a little mini-game. By pressing the 
controller buttons in the correct sequence, 
you can reduce the amount of time this pit 
stop will take. Press the wrong buttons and 
you'll be spending a few seconds longer off 
the racetrack. 

One last addition is the Pit Mode 
setting (accessed via the Nascar Options 
menu). When set to Short Race, you will 
need to pit even though you are only 
running five percent of a normal race. This 


Who Is That Uniformed Man? Is that man 
standing atop the grandstand in the team 
uniform just a fan who dresses in his favorite 
driver’s apparel? No, he’s the spotter. The 
spotter relays information about which groove 
is running fastest or how to dodge an 
accident. 


adds a new dimension of strategy to the 
game. Do you change all four tires, or just 
the right side? Do you just need gas and 
no tire change at all? Watch your damage 
indicator to figure out which tires to change 
and whether you need fuel. If you are in the 


sepa ser 
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lead, pit early to give yourself time to 
recapture first place. If you are running off 
the pace, try to stay out one more lap than 
the leaders to make up some of the 
distance. 


CAR SETUP 


Basic Setup 

You can change your transmission, spoiler 
(downforce), oversteer (wedge), tire 
pressure, and gear ratio. The difference is 
that the scale runs from 1 to 9, in 
increments of 1 (N64 runs from -4.0 to 4.0 
in 0.5 increments). While the physics 
models are different, they are actually 
pretty closely related. 


Abort Pitstop —— ) ti 


Press th to change. & + te toggie 


AGetting the sequence wrong adds precious 
seconds to your pit time. Think fast and do it 
right. Disabling this mode gives you a 
consistent time on Pit Road. 
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Advanced Setup 

Are the four basic settings not enough for 
you? Does the car still not feel quite right? 
Do you want to tinker with the car just a 
little bit more? Advanced Setup is just what 
you’re looking for. Grab a wrench, because 
you’re about to crawl under the hood. 
Here’s the trick though: while Basic Car 
Setup is pretty standard, Advanced Setup 
is tuned to the way you drive the car. There 
are many variables to change in Advanced 
Setup. Change one thing and see how it 
affects your car first. 


Car Setup 


: TERRY LABONTE TOP SPEED 


a ACCEL 
m. HANDLUNG 


BASIC 
Automatic 
Downforce 
Oversteer 
Tire Pressure 
Gear Ratio 

| Set To Defaut 


Press $4 fo change, @ + 


ABasic Car Setup. Learn what affects the car 
here first, then try Advanced once you get the 
hang of it. 


Wheel Lock 
Wheel lock limits how much the wheels 
can be turned. If you set the wheel lock at 
the minimum (13 degrees), you’ll have 
problems going through the turns at high 
speed. If you set the wheel lock at 
maximum (17 degrees), you’ll be turning 
too much and your tires will get scuffed as 
they leave rubber on the racetrack. So why 
adjust the wheel lock? If you have the tires 
locked to match how your car is set up, all 
you have to do when you enter the turns is 
hold the controls all the way in the direction 
you want to go. Properly set, this can be a 
big help. The default setting of 15 degrees 
works on most racetracks. But if you find 
en 
Car Setup 
T TOP SPEED 


Wa ARTEL 
m HANDLING 


T TERRY LABONTE 


1 Wheel Lock 


| Rear Spoiler 
| Shocks 
Tire Pressure 
| Weight Jacking 


Press $4 to change, + + to a 


AGrab a wrench, because you’re about to crawl 
under the hood. 


mt 


AOpen the wheel lock too far and it will be too hard to control your car. 


yourself laying rubber in the turns, turn the 
wheel lock down. Running too high in the 
turns? Then turn the wheel lock up. 


Listening In: If you attend a Nascar race, 
you'll notice that most of the fans are wearing 
headsets. These are scanners that allow the 


fans to hear the radio traffic between driver, 
crew chief, and spotter. Each team has its 
own frequency for the race, so you can tune 
in to your favorite driver. The team frequency 
is published on its website. 


Rear Spoiler 

The rear spoiler is the same as adjusting 
the amount of downforce your car has. In 
advanced mode, however, you have more 
range to adjust it (30 degrees to 70 
degrees). As you add more spoiler, your top 
speed decreases, but your handling 
increases. Reduce spoiler to go faster, but 
your car will not handle well. 


Shocks 

Nascar 2000 allows you to adjust how the 
shocks are set on each of your four tires. 
The shocks help you lean into a turn and 
hold the groove. Here are a couple of quick 
rules of thumb. 
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e |f the car won't hold the groove at the 
beginning of the turn, make the right 
front shock softer and the right rear 
shock harder. 

e |f the car is loose at the end of the turn, 
make the left front shock softer and the 
left rear shock harder. 


Tire Pressure 

In Basic Car Setup, more tire pressure 
meant better tire handling. The same is true 
in Advanced Setup, but now you can adjust 
each tire’s pressure individually. By 
increasing pressure in the right-side tires, 
you achieve better grip in the turns. 
Lowering the pressure on the left-side tires 
helps you avoid changing those tires a pit 
stop longer on oval tracks. 


Weight Jacking 

Weight jacking allows you to change three 
variables about the car: Wedge, Left Bias, 
and Rear Bias. When weight is transferred 
from the corners, the car handles 
differently. More wedge puts weight out on 
the left rear corner and improves handling 
in the turns. This is normally referred to as 
a "loose" setup. Less wedge moves the 
weight out to the right front and the car 
gets "tight." 

Left Bias also helps by counteracting the 
natural transfer of weight to the right-side 
tires when turning left. As you add more 
weight to the left-hand side your car tightens 
up, giving you a better grip on the track. 


Wedge- 

Left Bias 
Rear Bias 
Default Weight 


TOF SPEED 
ACCEL 
HANDUNG 


Press $4 to change. & + to ad just, 4 to exit 


AWhen weight is transferred from the corners, the car handles differently. 


Rear Bias helps with acceleration. The 
excessive acceleration of the short tracks 
and road courses cause the weight to 
transfer to the back of the car. Reduce the 
rear bias to move the weight forward. 


Transmission 

With Advanced Setup, you can fine-tune 
your gear ratios. Normally you only want to 
mess with the gear that you use most. On 
the big ovals, that’s fourth gear. On the 
short tracks, you may want quicker 
acceleration out of third so you can quickly 
get to fourth gear down the straightaways. 
By moving the slider to the left, you 
increase your acceleration by sacrificing 
top-end speed. 

Designed for Safety, Some joke that 
people watch auto racing for the 
spectacular crashes, but to Nascar, safety 
and crash prevention is serious business. 
Here are some of the safety precautions 
that Nascar officials have mandated. 


e Drivers are secured by a five-point 
harness. 

e The windshield is made of a hard plastic 
instead of glass to keep it from shattering. 


Manual 
Geari 

Gear 2 
Gear3 
Gear dad men 
Default Gears 


Car Setup 


saf ims TOP SPEED 


me ACCE 
nm HANDUNG 


Tire Pressure 
rsrs 


40 psi 
40 psi 
40 psi 
40 psi 


Press $4 to change. > te ad just. 4 te exit 


A You can adjust each tire’s pressure 
individually. 


e If a fire begins, the driver can flip a 
switch and fire extinguishers will flood 
the interior of the car to douse the 
flames. 

e Roof and cowl flaps deploy if the car 
begins to slide backwards. This limits the 
car’s chance of flipping. 

e Rollbars keep the roof from collapsing if 
the car does flip over. 


TOP SPEED 
ACCEL 
a HANDLUNG 


Gear j 


SHORT 


5 
SHORT -5 
SHORT 9 


SHORT 9 


Press #4 to change, œ + to adjust, A to exit 
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AWith Advanced Setup, you can fine-tune your gear ratios. 
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NASCAR 2001 


BASIC RACING SKILLS 


Horsepower wars are sometimes won on the 
straightaways, but often quick and efficient 
cornering is the key to racing success. The 
idea is to maintain maximum speed at all 
times, brake judiciously, and find the best 
racing line to make the most of your forward 
momentum. 


ws 


An open section of track is the perfect 
invitation to put the pedal to the metal. Be 
prepared to lay off the gas or gently apply the 
brakes as you approach the next corner. 

Use the straightaways to build up speed 
and increase your lead. Always approach 
turns from the outside and cut across the 
apex of the curve for the best racing line. 

If you approach corners from the inside, 
you'll have to brake hard and sacrifice speed 
to avoid overshooting the turn. 

Don't overreact when you approach a 
curve. Braking too hard or too early costs you 
valuable time, not to mention wear and tear 
on your tires! 


Pay attention to the yellow and black 
stripes along the side of the track. These 
indicate an upcoming curve, so slow down 
and hug the corner. 

The fastest way through an S curve is a 
straight line right up the middle, even it means 
briefly driving on the shoulder. 


As you round a curve, immediately aim 
the front of your car at the apex of the next 
curve, forming a straight line. Repeat this 
process with each turn to find the fastest way 
through. 

Driving straight across the apex of each 
turn sets you up for the next one. It also 
maintains your forward momentum for a 
speedy exit from the final curve. Weaving only 
slows you down. 


PLANNING YOUR PIT STOPS 


To win the longer races, know when to make 
pit stops. The first thing to consider is what 
your car needs. Is it time for new tires? Maybe 
you need some damage repaired? A quick 
look at the upper-left corner of the Heads Up 
Display (HUD) provides the information you 
need to make smart decisions. 

Damage and wear are depicted by colors 
on the HUD car model. Green is normal, 
yellow indicates minor wear, orange is more 
significant damage, and red denotes 
potential danger. 

Once you decide to pit, act quickly to 
make any repairs or adjustments to your car. 
This is also your chance to tweak the wedge 
settings and add fuel, but remember that 
every second counts! 

Smart drivers try to make pit stops while 
they have a decent lead, so they don't lose 
valuable position. It’s also wise to take 
advantage of yellow flags to pit during caution 
periods. 


EXPERT RACING 


TECHNIQUES 


Once you’ve mastered the essentials of 
cornering and braking, it’s time to practice the 
advanced techniques of drafting and blocking. 
Drafting occurs when you take the same 
racing line as the car (or cars) in front of you, 
which allows you to quickly pick up speed 
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because of decreased air resistance. Drafting 
also reduces stress on your engine because 
you need less effort to maintain high speeds 
when drafting behind other cars. Drafting 
allows you to pass opponents with relative 
ease by building up your car’s speed and 
letting you slingshot past the competition. 
However, your car gains speed so quickly that 
you have to be careful not to rearend 

other cars. 


ff Aid 


Passing is usually best done on the 
inside, but you can also pass on the high side 
of the track when circumstances permit. Just 
be careful that your opponents don’t cut you 
off and force you into the wall, or another car. 

Of course, your opponents can use the 
same drafting and passing tactics against 
you, which is when blocking becomes 
necessary. Your crew chief will tell you when a 
car is trying to pass you high or low, so you 
can respond accordingly. 

Access the rearview mirror in the cockpit 
and external views. The mirror shows you who 
is behind you and what they’re trying to do. 
Don't be afraid to get in their way and defend 
your hard-earned position! 

Rubbing fenders is a longtime NASCAR 
tradition, so knowing how to recover is a 
necessity. The first basic rule of recovery is to 
slow down immediately until you regain 
control of your car. Apply the brakes firmly to 
avoid striking the wall or other vehicles, and 
do your best to steer until you are moving 
straight again. 


! Trap Time, 
£): 


With realistic physics and a life-like 
damage model, your car will behave much 
like its real-life counterpart. Make the slightest 
mistake at high speed and it’s easy to blow 
an engine, roll your car, or become a victim of 
other spectacular accidents. When your car is 
careening totally out of control, there’s nothing 
you can do but hope that the damage isn't 
irreparable. Try to keep going once your car 
comes to rest, even if you have suffered 
engine damage. 


HAZARDS OF THE TRACK 


You may be tempted to cut across the grass 
to shave a few seconds off of your lap time, 
but doing so can spell disaster in a race. High 
speeds and low-traction surfaces simply don’t 
mix! If you end up on the turf, immediately lay 
off the gas to avoid a spinout and carefully 
steer back to the track. The same applies to 
other loose roadside surfaces, such as sand. 
Make sure to brake early enough in turns, 
or you can seriously damage your car by 
hitting the retaining wall. This is also a sure-fire 
way to lose speed and position in the race. 


One of the keys to winning consistently in 
NASCAR 2007 is becoming familiar with the 
unique characteristics of each track before 
the race begins. Nothing ruins your chances 
faster than bashing up your car because you 
misread a turn, or losing position by spinning 
out on an unexpected patch of grass. 
Fortunately, there are plenty of opportunities 
to master each track before race day. 


The game offers a quick race mode that 
gets you right into the action on one of the 
many tracks. You can get a taste of the 
realistic driving physics, as well as a feel for 
the life-like competition. 


Quick Rate 
1 Player 


Options 
About EA SPORT 


On the other hand, if you want to get in a 
few laps on a particular track so you can learn 
the layout, spend some time in the single race 
mode. This helps you find the best places to 
pass and learn how to negotiate the 
dangerous twists and turns. 

Once you go to the track for the race 
weekend, you still have a chance to brush up 
on the terrain by turning as many practice 
laps as you like. Taking practice laps gives you 
an idea of your lap times and lets you work 
out any last-minute tuning changes. 


PREPPING YOUR CAR 
FOR THE RACE 


Autamatir 

Tire Pressure eet t 20 pi 
Shatks saft” hard 100% 

_ Dawn Force 7 £0, 

Wedge 


+ % 
oe = + 46.0% 
Left Blas 7 + -J00 ibs. 
+ 
+ 
+ 


Rear Bias 
Wheel Lock 
Fuet Load 
Gear Ratios 
Default 


+180 ibs. 
130 de 
22 gal. 


Gane 


In the garage, the first thing you need to 
decide is whether to use a manual or an 
automatic transmission. Automatic is best for 
rookies because the transmission does all the 
shifting for you and lets you stay focused on 
driving. The manual transmission allows you 
to control engine revs and shift points, which 
lets advanced drivers get the most power 
from the engine. 

When driving with a manual transmission, 
downshift instead of breaking as you enter 
sharp turns to slow your car. This maintains 
more of your forward momentum, and the 
lower gear gives you much better acceleration 
as you exit the corner. 

NASCAR 2007 lets you adjust a variety of 
car settings to improve your chances of 
winning under different conditions at each 


track. Tire pressure directly affects your car’s 
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handling. The more air you add, the rounder 
your tires get, and the less traction they 
provide at high speeds. Using less air 
improves handling at the expense of speed. 

Shock absorbers affect the way your car 
handles in turns and over changes in road 
surface. A softer setting allows for more 
motion and sway in the chassis, and a harder 
setting makes the suspension feel firmer and 
more responsive. Adjust the shocks to suit 
each track and your driving style. 

Changing the down force on your car 
affects its handling by increasing or 
decreasing the wind resistance. Use more 
down force for extra grip on smaller courses 
with sharper turns, and less down force to 
improve aerodynamics when racing on super- 
speedways at high velocity. 

The wedge setting allows you to increase 
or decrease the amount of weight resting on 
the left rear corner of your car, which is useful 
for improving handling in the turns. As a 
general rule, use more wedge for a looser feel 
and less wedge to make the handling feel 
tight. The latter works best on super- 
speedways with gradual turns. 

By adjusting the left bias of your car, you 
can help compensate for the automatic 
shifting of weight to your right tires when 
cruising through left turns. Dial in more left 
bias to make your car grip better in the left 
turns, and use less when racing on road 
courses with both left and right turns. 

Under heavy acceleration, your car’s 
weight automatically shifts toward the rear 
tires, upsetting the vehicle’s balance and 
affecting traction. Reducing the rear bias 
moves some of the weight toward the front 
tires and helps you equalize the natural 
weight transfer. 

Choosing the proper wheel lock setting 
for each track is extremely important because 
it affects your car’s turning range. A low 
setting makes it harder to negotiate sharp 
curves at high speed because your turning 
range is more restricted. A higher wheel-lock 
setting gives you more turning freedom, which 
is either a blessing or a curse, depending on 
the track. 


You can unlock or gain access to a number of 
new cars as well as a bonus track by 
completing various games. 
To access the Black Box Classic Car, win the Short 
Track Challenge. 


You can choose the Black Box Exotic Car after you 


win the Half Season. 

To drive the EA Sports Car, you must win with the 
Road Course Challenge. 

The EA.com Car is unlocked after you win the 
Superspeedway Shootout at the Veteran or 
Legendary difficulty level. 

To unlock the bonus Treasure Island track, win a 
season while playing at the Veteran difficulty level. 
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NBA HOOPZ 


INTRODUCTION 


If you’re having a tough time posting in your 
favorite two-on-two basketball game, NBA 
Hoopz from Midway gives you the extra 
muscle you need. The addition of a third 
player lets you run the court with a guard, 
forward, and center, and with an extra shooter 
on the floor, someone is always on fire. 


LIGHTING IT UP 


It’s just not basketball if you can’t run down 
the court with a ball that’s too hot to handle. 
A single player is “on fire” when he buries 
three shots in a row, while the opposing team 
fails to score. The only way for the opposing 
team to extinguish the fire is to make a 
basket. 

You can heat up your entire team by 
completing three straight double dunks or 
alley-oops. All three players are super-charged 
until an opposing player completes a 
successful alley-oop. 


A player or team on fire at the end of the 
quarter is still hot at the beginning of the 
next quarter. 


SLAM MAN 


When you have the ability to turn on the 
turbo, jump to the rafters, and rattle the 
backboard. It’s hard not to go for the slam on 
every play. We'll try to persuade you to add a 
little more variety to your game in the next 
section, but for now, we'll tell you how to jam 
with authority. 

Every player on the floor can dunk, but 
you'll have fewer clanks if you stick with your 
forward and center. The most dramatic dunks 
begin with speed, which comes from the 
turbo RI or R3 buttons. The faster your player 
is traveling toward the basket, the higher he 
can jump, which translates into a more 
powerful slam. 

Keep pressing turbo as you approach the 
basket, then shoot by pressing ™. Your player 
makes up his own mind whether to initiate a 
two-handed dunk, windmill slam, reverse jam, 
or the ultimate 360-degree tomahawk slam 
from the top of the key (don’t expect your 
guard to do the latter). 


JUMP SHOT 


Compared to the slam, the jump shot puts 
most gamers to sleep, but in the end, it’s your 
ability to convert high-percentage scoring 
opportunities that will keep you in the game. 
Don't let the short jumper fool you—it’s 
anything but automatic. However, you can 
almost guarantee a basket if you move the 
ball around just long enough to create an 
open shot. The CPU defense is almost 


AAfter scoring three times in a row, your shooter is on fire! 
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nonexistent when you pass the ball around 
the basket, so take your time and setup an 
easy shot. Tap 4 when you find an open shot. 


When shooting a short jumper inside, try a 
head fake first (tap 4), to get the defender off 
his feet. 


THREE-POINT SHOT 


Some of the three-point shots in NBA Hoopz 
are improbable by basketball standards, 
especially the hook shot from 35 feet out. 
However, there is a method to the madness. 
First, you must resist the urge to let just 
anyone launch bombs from beyond the circle. 
Identify your best three-point shooter, and 
then give him a good look at the basket by 
passing inside, and then back outside. This 
freezes the defender just long enough to give 
your player an uncontested shot (tap 4 when 
you’re ready to shoot). 

Sometimes you must force a desperation 
shot at the buzzer. However, if you insist on 
tossing three-pointers with a defender in your 
face, you’ll be rejected, and then dejected, as 
the other team pulls away. 


ALLEY-OOP 


This shot is pure adrenaline. The best way to 
create an alley-oop opportunity is to use 
turbo to sprint toward the opposing basket. 
Look for a teammate soaring toward the net 
and immediately tap % to pass the ball. If all 
goes well (and it usually does), ball and player 
will connect in a thundering jam. 


FREE THROW 


Free throws are a rarity in NBA Hoopz, but if 
your opponent enjoys knocking your players 
to the floor (five times is the charm), you'll 
eventually end up on the line. Release the 
shot when the arrow passes through the 
center of the shooting gauge. 


DRIBBLING 


The opposing team can commit five fouls 
before sending you to the line, so you better 
be prepared to protect the ball, especially 
against a human opponent. You'll be fine as 
long as you don't try to dribble through a 
crowd. If you find yourself boxed in and you 


A typical guard has a Dribble Rating of 75, while a forward 
has one of about 15, so it makes sense to let your guard 
bring the ball up the court. 


don't want to stop, tap the turbo button to 
spin out of trouble. 


PASSING THE ROCK 


Passing is generally trouble free, as long as 
you don't force your center or forward to 
make too many plays. Your guard is the 
playmaker, so you should use him to make 
tough passes, especially when you use the 
turbo assist. 


STEALING THE BALL 


You should crank up the defense when 
controlling your guard, because he has the 
highest steal rating on your team. Your best 
bet for a steal is to stick with the ball handler 
and keep your guard between the opposing 
player and your basket. Tap X or @ to slap at 
the ball. For a more aggressive approach, 
press turbo and X together. The latter is called 
“hard contact,” and often produces a foul. 
However, because it’s virtually impossible to 
get in foul trouble, it is a good technique for 
stopping the other team cold, especially if 
they’re “on fire.” 


BLOCKING SHOTS 


The first step in blocking a shot is to be close 
enough to the opposing player. Keep your 
defender’s body in front of your basket, and 
tap 4 to jump in the shooter’s face when he 
goes up for the shot. If you have a height 
disadvantage, press turbo simultaneously to 
get maximum elevation. 


No harm, no foul when you’re going for a 
rebound. When scuffling around the basket, 
tap the Hoopz buttons (t3 or (£2)) to switch 
control to the player closest to the ball. 
When you smell a rebound, press E and 
turbo (RI or R) to get above the rim. If you 
come down in a crowd, control the ball and 


You can improve your chances for a rebound 
if you press 4 just as the ball hits the rim. 


then fire it down the court to your streaking 
teammate (don’t even think about it, he’ll be 
there). 


PLAYER RATINGS 


It’s easy to get caught up in the frenzied 
action of NBA Hoopz and overlook the 
importance of role players on your team. The 
following list explains each rating and how it 
relates to your playing style. 


Power: Critical for working inside, posting up, 
and grabbing offensive rebounds. 


Speed: Your guard needs plenty of it to bring 
the ball up court quickly. A quick 


forward has an edge when driving to the 


hoop for a slam. 

Two Point: A player with a high two-point 
rating should be able to drain short 
jumpers all day long. 

Three Point: Use only your best three-point 
shooter for long-range bombs. 

Steal: Your guard usually has the highest 
rating, which means he should force a 
good number of turnovers when 
defending against the dribble. 

Block: Your center is usually the best shot 
blocker, although it’s not unusual to see 
an athletic guard with a rating of 70 or 
more. If you have a dominant shot 
blocker, like Mutombo (100), you should 
control him and keep him around the 
basket. 

Dunk: This is the showtime rating, and a 
higher number means you can expect 
more spectacular slams. 

Dribble: This rating determines your most 
dependable playmaker. Once your best 
dribbler brings the ball up the floor and 
passes off to a forward or center, you 
should keep the floor work to a 
minimum. If the play breaks down, pass 
the ball back to the guard and let him 
work his magic. 


For easy reference, a player’s ratings are 


color coded onscreen as follows: 
Green—Above Average, Yellow—Average, 
and Red—Below Average. 


CHEATS AND CODES 


CHEATS 


While in the Vs. screen, press shoot (W), pass 
(X), and steal (@) to change the icons at the 


bottom of the screen. After inputting the code, 


press the D-Pad in the indicated direction. If 
you entered the code correctly, the name of 
the code will appear on the screen and you'll 
hear a sound. You can input multiple codes 
before starting the game. 


Description Code 
Show shot percent 0-1-1 Down 
Home uniform 0-1-4 Right 
Beach court 0-2-3 Left 
Away uniform 0-2-4 Right 
Show hotspot 1-1-0 Down 
American Basketball Association 
(ABA) ball 

Granny shots 

No fouls 

Big heads 

No hotspots 

Infinite turbo 

Street court 

Tiny heads 

No goaltending 

Tiny players 


1-1-1 Right 

1-2-1 Left 
2-2-2 Right 
3-0-0 Right 

3-0-1 Up 

3-1-2 Up 
3-2-0 Left 
3-3-0 Left 
4-4-4 Left 
5-4-3 Left 
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Description 

Show shot percent 

Home uniform 

Beach court 

Away uniform 

Show hotspot 

American Basketball Association 


(ABA) bail 
Granny shots 
No fouls 

Big heads 

No hotspots 
Infinite turbo 
Street court 
Tiny heads 

No goaltending 
Tiny players 


3-0-0 Right 
3-0-1 Up 
3-1-2 Up 

3-2-0 Left 
3-3-0 Left 
4-4-4 Left 
5-4-3 Left 


ABA Ball: 8008422c0001 
Away Team Score 0: 8009d4d00000 
8009d4d40000 
8009d4da0000 
8009d4de0000 
8009d4d00032 
800904440032 
8009d4da0032 
8009d4de0032 

d008e4e2ttfe 
800904443705 
8009d4b40000 
8009d4b80000 
8009d4bc0000 
8009d4c00000 
8009d4b40032 
8009d4b80032 
8$009d4bc0032 
8009d4c00032 
3009d4a90009 
8009d6da0006 
8009d7120006 
8009d74a0006 
8009d6320006 
8009d6a20006 
800841000001 
8009d6da0000 
8009d7120000 
8009d74a0000 
8009d6320000 
8009d6a20000 
8009d66a0000 
d009d4a00000 
8009d4a00003 
d009d4a00000 
8009d4a00001 
d009d4a00000 
8009d4a00002 
800841d80003 
800841dc0001 


Away Team Scores 200: 


Hit Select for More Time: 


Home Team Scores 0: 


Home Team Scores 200: 


Infinite Shot Clock: 
Infinite Turbo Away Team: 
Infinite Turbo Home Team: 


No Goaltending: 
No Turbo Away Team: 


Start on Fourth Quarter: 
Start on Second Quarter: 
Start on Third Quarter: 


Tiny Heads: 
Tiny Players: 
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NBA JAM EXTREME 


NBA JAM 


EXTREME 


Given how easily the PlayStation can throw polygons around, it made good sense for NBA Jam to make the jump to 


3D—and it did so with style.... 


GENERAL HINTS 


Each team in NBA Jam Extreme features a 
roster of four or even five players. This 
means that for the first time in an NBA Jam 
game, your tactics become an issue. 
Because you can only have two players on 
the court at any one time, choosing a pair 
that complement each other is essential if 
you want to win! 


HE’S ON FIRE 


If your player scores three consecutive 
baskets, he’s “on fire” —this is when the fun 
really starts! A player who is “on fire” can 
make shots from almost anywhere on the 
court, his dunks are even more spectacular, 
and his defensive skills are doubled. Other 
advantages include infinite turbo speed, 
goal tending is not called on the smokin’ 
player, and his ability to 
steal or intercept the ball is 
enhanced. However, you 
can't be “on fire” forever. As 
soon as your opponent 
scores, the fire is 
extinguished. This makes 
defense very important! 


<4if you need to catch up 
quickly, Three-pointers are the 
way to go—but they’re not 
easy to score. 
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If you want to make it to the championship 
game, you’re going to have to balance on- 
court skills with sound coaching ability, and 
this guide helps you with both. Let’s first look 
at the kind of skills you need on the floor. 


STEALING 


In NBA Jam Extreme there are two ways to 
steal the ball—fair means or foul. The 
sporting route is to use the ™ button to 
swipe at the ball in an attempt to knock it 
loose. This method is quite difficult and 
timing is very important—wait for the 


AThere’s no umpire in NBA Jam Extreme, so 
feel free to throw your weight (and the other 
side) around. 


UA 
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A Effective attacking requires both players to work 
as a team—without support, scoring is unlikely. 


opponent to get about an arm’s length 
away from you, then swipe. The other is 
slightly more brutal! There are no rules in 
the game, so you can simply push the ball- 
carrier over, causing him to drop the ball. 
Hold down the Turbo button and press m. 
Your player shoves the opponent and gives 
you the chance to grab the loose ball. 


DEFENDING 

A tricky skill which could easily be 
overlooked in such a fast-moving game. 
The temptation is to forget about defending 
and just trade shots, hoping the other team 
miss—not a good idea! Defending your half 
and attempting to steal the ball from 
attacking players lowers the opposition’s 
shot percentage and increases your 
possession time. Both of these factors can 
turn a game in your favor. Here are the 
major ways of causing a turn over: 


BLOCKING SHOTS 

When the opponent breaks into your half 
and readies himself to shoot the ball, move 
one defender right up in his face and jump 
with him as he leaps for the shot. Timing is 
crucial—too early and he reaches peak 
height before the shooting player, too late 
means the shot is basket-bound before 
you’re high enough to stop it. Blocking the 
shot has a two-fold advantage: wasting 
their shot clock, and (hopefully) recovering 
the ball. 


INTERCEPTING PASSES 


If the opposing team begins to break down 
the court and you can’t get in range to 
steal, you should force them to pass the 
ball around by keeping them out of the 
shooting zone and try to anticipate the next 
pass. Move your man into the path of the 
ball and press the ™ button. You’ll grab it 
and be off down-court quickly. 


ATTACKING 


Attacking makes the game of basketball go 
around. The most important skill in the 
game and it must be quickly mastered. 

A shot’s success depends on three 
factors: position, coverage, and player 
stats. Here’s a guide to shooting and the 
best tactics to use to ensure success. 


JUMP SHOTS 


This basic shot is sometimes the most 
effective. If you’re close to the opponent’s 
basket but can’t make the final drive to the 
hoop, a jump shot is the next best thing. 
You greatly increase your chances of 
success if you shake off their defenders 
first—the best way is to pass the ball 
around and wait for an opening to develop. 


5 LA |CUPPERS 
LA LAKERS 
MINNESOTA 


UTAH 


THREE-POINTERS 


If you’re down by a few points and time is 
running out, you should be trying for a few 
three-pointers. The three-pointer is taken 
from outside the semi-circle and is the 
toughest shot in basketball. Make sure 
your shooting player has no defenders 
around him and always remember from the 
team selection screen which player has the 
highest skill. 

Another important factor is to release 
the ball at the very top of your player’s 
jump. This takes practice, but if you want 
the points, you must be prepared to pay! 


V Try to make sure that, between them, your players can both dunk and shoot accurate three-pointers. 


¥ 
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i LIAA ED | 
A When choosing your players, be sure to select partners who compliment each other’s skills. 


LAY-UPS 

If you get close to the basket and press the 
Shoot button without the Turbo button held 
down, your player attempts a lay-up. This 
shot is very low risk and is almost 
guaranteed to go in. However, in Extreme 
even the lay-ups are spectacular! Look out 
for sky hooks, behind the back lay-ups, no 
look lay-ups—the list goes on! 


JAMS 


The ultimate basket, but primarily for show. 
In NBA Jam Extreme, the jams are like 
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nothing you have ever seen before! You 
don't earn extra points for doing this, but it 
sure looks cool and can really dishearten a 
losing team. The best dunks are executed 
while running, so use the Turbo button to 
gain a little extra speed, then when you’re 
well inside the shooting zone, press the 4 
button. Once you have started the leap 
towards the basket it’s impossible to stop, 
so it doesn’t matter if there are defenders 
in your path. The things to be mindful of are 
not pressing the Shoot button too early 
(you go for a normal jump shot) or giving 
the dunk to a three-point shooter, as he'll 
hit the rim and waste a sure two points. The 
ultimate has got to be the backboard- 
shattering jam or the helicopter dunk—both 
are amazing and rock the house, big time! 


CHOOSING A TEAM 


Choosing a team is the first step on your 
road to victory—or in some cases, to defeat! 

Here is a list of three main play styles 
along with some examples of teams that 
complement that style best. 


NBA JAM EXTREME 


ATTACKING TEAMS 


These teams offer a good balance of three- 
point shooters good dunking players, but 
all have one thing in common —they’re 
deadly on offense! 


í —S 


AA solid, reliable defence can win you just as 
many games as spectacular attacking moves.... 


ima i y 


A He's on fire! Score three in a Tow with the same player to power up his skills to superhuman levels. 


Orlando Magic 

LA Lakers 
Charlotte Hornets 
San Antonio Spurs 


DEFENSIVE TEAMS 


If you like to win matches by smothering 
your opponent with defense, then 
counterattack, these are the teams for you! 
New York Knicks 

Miami Heat 

Cleveland Cavaliers 


BALANCED TEAMS 


Well-rounded teams that offer the player a 
balance between offense and defense, 


Y Lay-ups are simple to perform, and very hard 
for the other team to block once started. 
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these are the best choices for beginners or 
a fair two-player match! 

Chicago Bulls 

Houston Rockets 

Seattle Supersonics 


800A227C0000 
DO0A22800002 
800A22800000 
DO0A22800003 
800A22800000 
D00A227C0002 
800A227C0000 
DO0A22700003 
800A227C0000 


Home Team Scores 0 
Away Team Scores 0 
Away Team Scores 0 


Away Team Scores 0 
Away Team Scores 0 
Home Team Scores 0 
Home Team Scores 0 
Home Team Scores 0 
Home Team Scores 0 


NBA JAM: 


A NBA Jam: Tournament Edition is not for the faint 
of heart—it’s anything goes survival of the fittest. 


There’s nothing easy about NBA Jam: TE. 

The action is fast, the computer opponents 

are ruthless, and every shot is contested. A 

few key pieces of advice will give you an 

edge as you do battle with the 27 NBA 
teams, and beyond. 

e If you’re playing alone, switch on “Tag 
Mode,” then you can control both of your 
onscreen teammates. 

e When you’re “on fire”, goaltend your 
opponents’ shots at the other end of the 
court, since you’re stripped of your hot 
hand when the other team scores a basket. 

e Lure both defenders to you by pulling up for 
a jumper or dunk, then before releasing the 
shot, press the Pass button to dish to a 
wide-open teammate. 


These two initial passwords will save you the 
busy work of playing through the entire 
season: 


END 


January 1 
Go to the last game of the season 


FIN January 1 
Win the season 


e Instead of always rushing 
the ball upcourt, wait in 
the backcourt for your 
team-mate to cross half- 
court and shove down one 
or both opposing players. 

e The most effective way to 
prevent a dunk is to shove 
the opposing player before 
or just after he leaves the 
ground. You can also 
station yourself under the 
hoop and try to time your 
jump to block the dunk. 


TOURNAMENT 
EDITION 


Did we already mention how many versions of NBA Jam 
there have been since the original? This one lacks the 
3D graphics of Extreme, but offers some of the most 
challenging gameplay ever. 


KNOW THE CODES 


Alter the game by putting in any of the 
following codes at the “Tonight’s Match- 
Up” screen. Make sure you’re not playing 
in Tournament Mode, where all codes and 
cheats are disabled. 


Big Head Mode: @,x,@,4 (5 times) 
Mammoth Head Mode: m,4,@,x (5 times) 
Baby Mode: m,@ (5 times) 

Huge Mode: 4, (5 times) 

Quick Hands: ¢,¢,€,¢,@,% 

Power-Up Fire: +,9,9,@,4,¢ 

Power-Up Dunks: €¢,%,X,@,@,X 
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Maximum Power-Up: 9,9,€,9,X,X,% 


Aside from the standard NBA players included on each team’s roster, Acclaim has crammed Tournament 
Edition with a plethora of secret characters. They include musical artists, television stars, and game 
designers, among others. To reach these characters, select “Yes” to use initials to keep records, then, while 
inputting the initials and date, hold down Land Ron top of the controller. 


Adrock 
Air-Dog 
Benny 

Bill Clinton 
Blaze 
Boo-Boo 
Brutah 
Carlton 
Catling 
Chow-Chow 
Crunch 

D Falcus 
Divita 
Facime 
Frank Thomas 
Fresh Prince 
Fumungus 
Gordon 
Gorilla 
Goskie 

Gray 

Heavy D 
Higgins 
Hilary Clinton 
Hill 
Hodgeson 


April 6 
January 21 
September 20 
June 3 
January 14 
November 1 
July 17 
March 25 
January 2 
May 5 
March 7 
August 6 
July 3 
October 19 
January 8 
Febuary 2 
January 11 
July 3 

April 2 
January 6 
Febuary 23 
January 9 
Febuary 19 
November 6 
April 7 
December 31 
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Hugo 
Hutchinson 
Falcus 

J Moon 

Jax 

Jazzy Jeff 
Kabuki 

Kirby 

Larry Bird 
Liptak 

Mad Mike 
Magic Hair 
Max 

MCA 
McHugh 
Mike 

Pistol 

Prince Charles 
Lee Renaldo 
Rivett 
Sequoia 
Shelly 
Snake 
Thurston Moore 
Tunnicliff 
Turmell 


June 12 

April 9 J 
November 16 
August 24 
March 1 
October 9 
April 14 
December 18 
January 15 
January 14 
December 24 
December 8 
August 7 
April 9 

July 12 

July 1 

June 10 

May 4 
February 4 
July 6 

April 10 

June 8 

June 15 

dune 8 

May 7 
January 31 
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NBA LIVE 2000 


Fake your opponents out of their shorts with these speciality moves. 


At the highest difficulty level, the computer 
opponent in NBA Live 2000 is tough enough 
for hours of competitive play. However, the 
artificial intelligence does not respond to all of 
the fakes and speciality moves available in the 
game. So, when your game reaches a point 
where you are too fast for the computer, you 
need to find a human opponent or two, or 
more—up to eight players with a MultiTap. Here 
are some of the best offensive and defensive 
moves to use in multiplayer competition. 


Pressing 4 on the dribble makes the ball- 
handler do a spin move, which is arguably 
the toughest move to defend against. Using a 
speciality dribble before a shot is much more 
effective than just running down the court 
and pulling up for a jumper. Try tapping ™ for 
a crossover dribble behind the back, or 
holding ™ for a crossover between the legs. 
After a dribble move throws off the defender, 
hold down (813)+D-pad for a Turbo Boost and 
blow by the defense. 

Another effective move is the stutter step. 
You can momentarily freeze your opponent 
by tapping R3 just as you start the dribble. 
You can also jab step while pivoting by 
holding (&)+D-pad. This keeps you moving 
when you pick up the dribble and decreases 
the chance of the ball being stolen. 

If you decide to get rid of the ball while in 
the post, don’t forget to fake a pass by 
pressing RJ+X. The defender often bites on 
the movement, giving you an open lane for 
the real pass. 

You can also turn a shot into a pass by 
pressing X before you release the ball. This 
play can be your best friend, bailing you out 
of danger and helping you log a spectacular 
assist worthy of a highlight film. 


itt. 


ATry tapping @ for a crossover dribble behind 
the back. 


_WHILE ON DEFENSE | 


On defense, you'll find the human opponent 
quicker and more adept at rotating the ball 
around the floor. It’s very important to stay 
between the man you’re defending and the 
hoop. Increase your chance of stealing the 
ball by combining a Turbo Boost with the steal 
move (Press W). You have a good chance of 
knocking the ball out of the opposition’s 
control, especially against a poor ball-handler. 

If your opponent likes to drive the lane, 
press R2) to make your defender face-up the 
ball-handler. This is an effective way to draw 
the charge. If this move fails to get the call, 
be prepared to go up for a block or rebound 
by pressing 4. 


CAUTION 


The computer rarely pump fakes, so be ready 
for your opponent to juke you out of your 
high-tops. For this reason you must be more 
patient and time your move to the release of 
the ball, not a pump fake. 

When the ball is in deep, hit (2) to select 
the defender closest to the hoop. This gives 
you a shot at most rebounds. Time your jump 
so that you arrive at the rim when the ball is 
coming off the rim or backboard. 

Finally, if your one-on-one defense is 
lacking, press to call for a double team. 
Sometimes this is the only way to cool off a 
hot hand. 


V When the ball is in deep, hit 2) to select the 
defender closest to the hoop. 
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Alf your opponent likes to drive the lane, press 
R2) to make your defender face-up the ball- 
handler. 


ATime your jump so that you arrive at the rim 
when the ball is coming off the rim or backboard. 


Buy NBA Live 2000; Prima’s Official Strategy 
Guide to access essential tips and strategy on 
how to completely master the whole game. 


NBA SHOOTOUT 


i Create Dunk 


Dunk #10 14 
SHOWTIME Li 
4-foot 1hend-low ÍT 
Rev 2-hand 
A Design the dunk of your dreams with the 
Create Dunk mode. 


GENERAL HINTS 

e Learn the controls! NBA ShootOut 2000 
has a wide range of controls for both 
offense and defense, and to master the 
game you’ve got to learn them all. In the 
frantic action of a tough game, there’s no 
time to stop and think about which 
buttons to press, so play plenty of 
exhibition matches to become familiar 
with them. By pitting an all-star team 
against a low-ranked one, you’ll have a 
large advantage and will be able to see 
what the different controls are supposed 
to do. Get the basic moves down first, 
then start to experiment with the more 
advanced options. Playing in Arcade 
mode in the Options screen makes 
learning all the moves easier: it gives your 
players the ability to perform every move 
in the game, and they never get tired. 

e The various Icon controls—Icon Passing, 
Icon Cutting, and Icon Screening—are 
particularly useful, allowing you to select 
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2000 


Touch Shooting 


Yellow - NBA players shooting 


attribute from shooting location. 
Clear - 0% " 
Hote: The KBA players percentage of making the shot 
is based on shooters attribute trom shooting location, 


Loading ... 


AThe Touch Shooting mode makes it much 
easier to score those vital three pointers. 


basketball sim. 


sag 


aA ee 
co mN 


33 Scottie Pippen 
SF = 0 of 1(0%) 3PTs 


APositioning and timing are vital, but so are 
the stats of your players. 


exactly who will do what, even when not 
directly controlling them. They take time 
to master, though, and you have to be 
able to take in what’s happening at a 
glance to use them effectively. 

e To make the most of the Icon controls, 
you need to study the stats of your 
chosen team’s players, so you know who 
to pass to or select for specific 
situations. Even when playing a simple 
arcade mode game against a friend, it’s 
always a good idea to take five minutes 
to see which of your team’s players are 
the best at different types of shots. 

e Unless you want to make life tough for 
yourself, always play with the Touch 
Shooting option enabled. This displays a 
shooting meter when you press the shoot 
button—releasing the shoot button when 
the meter is in the yellow area will rely on 
the skill of the active player to score, 
while releasing it when the meter is in the 
green area almost guarantees a basket. 


AMake a great basket and you can sit back and 
enjoy the replay. 
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Here are some hints and tips to get you up and running with this superb 


e Always play with the camera zoomed out 
a fair distance. That way, you’ll be able to 
see what’s happening across the court. 
The zoomed-in views may look nicer, but 
the limited field of vision they give makes 
it harder to see what’s going on. 

e Increasing the Difficulty setting in the 
Options screen will make computer- 
controlled teams more accurate with their 
shooting and more effective at blocking 
and stealing the ball, but doesn’t really 
change the way the computer plays very 
much. Take the time to learn how the 
computer reacts while practicing at the 
easiest difficulty, and the lessons you 
learn will be just as handy when you’ve 
mastered the controls and are playing at 
higher difficulties. 
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Unlimited creation points: 
Maximum stats: 


Home team scores 0: 


Away team scores 0: 


Home team no timeouts: 
Away team no timeouts: 
Unlimited shot clock: 
Home team scores 150: 


Away team scores 150: 


Home team unlimited 
timeouts: 
Away team unlimited 
timeouts: 
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NCAA FOOTBALL 2000 


NGEA 
FOOTBALL 2000 


With more than 140 current college teams, and another 80 great teams from the past, NCAA College Football 2000 is a 
booster’s delight. No contracts, strikes, or blackouts to contend with, just a ton of school spirit, marching bands, and 


tons of wide-open college action. 


A The defenses always look for the run up the middle. 


In keeping with the tradition of EASports 
football games, running the ball in NCAA 
College Football 2000 is something akin to 
moving a small mountain. It isn’t 
impossible, but unless your running game 
is part of a well-balanced offense, you’ll be 
hard pressed to put up positive yardage. 


A You'll have better success running outside, 
where you can show off your best moves. 


You can't run up the middle on first down. 
Regardless of the college, every defensive 
front in the game is looking for this play. 

Use your fastest running back and get 
outside using options, counters, or 
sweeps. Run right, then left, and pass the 
ball downfield to increase the productivity 
of your running game. If you keep the 
defense guessing, you’ll eventually be able 
to run the ball up the middle for 3-4 yards 
at a crack (a major accomplishment)! 


RUNNING THE OPTION 


If it’s college football, you’ve got to run the 
option. Aside from being fun, it’s one of the 
most productive plays in the game. The key 
is getting the quarterback quickly to the 
outside, then keeping the defense guessing 
for as long as possible. A quick pitch to the 
halfback at the last second rings a death 
knell for the pursuing linebackers. Turn the 
corner and tear up the sidelines! 
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Y By the time you toss the ball to the halfback, 
the defenders have lost their tackling angles 
and the sideline is wide open. 


A Let the quarterback draw a crowd as you run 
hard to the outside. 


PASSING 


It’s easy to throw the ball downfield, but 
making the reception is another story. Never 
force the ball into double or triple coverage, 
especially in the middle of the field. If you 
do, the interceptions will come in bunches. 


A Air the ball out when your receiver gets 
behind the coverage. 


Instead, alternate long and short 
passes to either sideline. To buy a little 
time, sprint your quarterback out to the 
side, but don’t go too far—just go far 
enough to get away from the inside rush. 
Throw to a receiver on the same side, but 
don’t go to the well too often, or the CPU 
(and certainly a human opponent) will 
collapse the coverage on one side. 


Rolling Out the Touchdowns 

With all the pressure up the middle, a 
quarterback rollout buys you enough time 
to stretch the defensive secondary, 
especially when you have deep and 
medium routes on the same side of the 
field. Wait until your deep receiver blows by 
the single coverage, then fire a strike 
downfield for an easy score. 


A On a rollout, one of your receivers stays on 
the line to block, giving your quarterback a 
clear view of the sideline. 


A With single coverage, get the ball 
downfield. 


STOPPING THE RUN 


Don’t bunch your defensive line up the 
middle to stop the inside run. Keep the 
middle linebacker in run coverage. To stuff 
the outside run, use any of the 4-3 
alignments (no blitzes allowed), then take 
control of the outside linebacker on the 
side where you expect the play to go. 
Pursue the play laterally, shadowing the 
running back until he cuts upfield, then 
make your move to the ball. 


A Press (3) as you make the tackle to strip the ball from the running back. 


STOPPING THE PASS 


The Nickel Even, Double Outs is one of the 
best formations to use in a passing 
situation (medium to long yardage). This 
alignment produces double coverage on 
almost every wide receiver, although it is a 
little weak against short routes out of the 
backfield. Because of the double coverage, 
you have frequent opportunities for 
interceptions, so be prepared to take over 
the defensive back closest to the ball and 
grab the pick. 


Away Team Score 0 


A With two defenders around the ball, #22 has 
a slim chance of making the reception. 


Away Team Score 99 


Home Team Score 0 


Stopping the Option 

Your opponent will run the option as much 
as you do, so learn to stop it. Use almost 
any defensive alignment with three 
linebackers. Take control of an outside 
linebacker and follow the quarterback as 
he takes off for the corner. Do not tackle 
the quarterback! Instead, go straight for the 
trailing runner. If the quarterback keeps the 
ball, your teammates gobble him up. 


Home Team Score 99 


P1-First Down Press L1 


P1-Fourth Down Press L2 


P2-First Down Press L1 


P2-Fourth Down Press L2 


PSX GAMER’S GUIDE VOL.1 


A Ignore the quarterback and take aim at the 
trailer. You arrive at the same time the ball does. 
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Take your chosen college to the top with these hot hints and tips for this slick, playable and action-packed basketball game. 


NCAA MARCH MADNESS 2000 


Always look for the 
open man—a quick 
pass can set you up 
for an easy shot. 


teAT 


OVERALL 
OFFEN 


GUARD 


A Make life easy for yourself by choosing one of 
the top teams to practice with—leave the mid- 
rankers until you need a new challenge. 


Y It’s generally easier to score from directly in 
front of the hoop than from the sides, unless the 
player has very high ratings. 
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Siue CUNTAOLS 


EXPANDED BALL CHTAL 


TAF 
HOLD HIVE BG 


_ TAPERAECH Er 
LOZAN Y CROSSOVA 


~ ONE BUTTON TIMEOUT 


A Don't let the number of different moves worry 
you—most of them aren’t really that important. 


THE BASICS 


e As with all sports games, it’s important to 
take the time to learn the controls, but don’t 
let the huge list of moves put you off—most 
of them are only useful in specific situations 
or when showing off to a friend. To start with, 
all you need to get to grips with are the basic 
offensive and defensive moves—Shoot, 
Pass, Steal and Jump—and switching 
players when on defense with the X button. 
Play a few Exhibition mode games to master 
these, and you'll be well on your way to 
winning the NCAA Tournament. 

e Once you’re familiar with the basics, you 
can start experimenting with the more 
advanced controls, and turn on the 
Expanded Ball Handling Moves by pressing 
@ at the Controller Select screen. Few of 
these impressive-looking moves are very 
important, but they’re a lot of fun to play 
around with. 


OFFENSE 


e You can't win without scoring points, 
especially in an attacking game like 
basketball, so learning how to get the ball 
through the hoop is vital in NCAA March 
Madness 2000. Shooting is actually a fairly 
simple process—a simple press of the @ 
button is all it takes in most situations. At 
long distances, particularly when trying for 
three pointers, hold the button down and 
release it when your player reaches the top 
of his jump to make an accurate shot. 
Dunks are automatic—if your player is close 
enough to the basket when you press ®@, 


VITAL STATS 


WEIGHT 
HEAD STY 
HANDEDNE SS 


PTS REMAINING: 


with the Create Player mode. 


he'll try to slam the ball in of his own 
accord. But while taking a shot is simple, 
actually scoring is a bit trickier. 

e The simplest way to improve your offensive 
play is to study the attributes of your 
chosen team’s players. At the start of a 
game, press to pause and select 
Game Stats from the menu, then Player. 
Press Œ) or £2) to switch the resulting 
display from stats to attributes, and study 
your players. The important ratings are Field 
Goals (FG percent), Three Pointers (8PT 
percent) and Dunking (DUNK), all of which 
are on a 1 to 100 scale. It’s a good idea to 
make a note of the numbers and positions 
of your players with the best scores in 
these areas, and then ensure that they’re 
the ones you use to try and score the 
relevant type of shot. Use the Direct Pass 
mode (hold (3) and press the relevant 
button) to pass straight to the player you 
want to shoot with. Remember, though, that 
the players on the court will change during 
the course of a game if you’re playing with 
the Fatigue or Injuries options switched on. 

e One of the keys to successful scoring in 
NCAA March Madness 2000 is speed. If 
you give a computer team time to prepare, 


> h 


AThe expanded moves of the One Button mode 
are activated on the Controller Select screen by 
pressing @. 


Alf your chosen team lacks a certain type of player, you can always create exactly what you need 


they'll set up a solid defense that can make 

it tricky to get a good shot—so don't let 

them. The second you get possession of 
the ball, especially by an interception or 
steal, hold down [r2) for a speed burst and 
sprint for the basket, passing quickly to any 
of your players who are ahead of you. If 
you’re quick (and lucky) enough, you should 
be able to get into a scoring position before 
the other team has prepared, and then you 
can shoot the ball into the hoop with ease. 

Fast play can also confuse a computer 

team even once they’ve set up their 

defense. If you press X to pass followed 
immediately by @ to shoot, the player 
receiving the pass will immediately shoot it, 
often before the defense has time to react. 

Likewise, a quick fake (tap the X button to 

fake a shot or press R3 + (£2) to fake a 

pass) followed immediately by a shot can 

distract the defenders just long enough for 
you to score. 

If you find yourself with only one or two 

defenders between you and the basket, use 

the Quick Fake Spin (press 4 while holding 

R3) to roll around and past them, giving you 
a clear shot. 

e When attempting a long shot or three 
pointer, always press X immediately after 
the shooting to select the friendly player 
nearest the ball and follow it in, jumping 
with 4 to catch the rebound if your shot 
isn’t on target. 


DEFENSE 

e Defending is a lot tougher than attacking in 
NCAA March Madness 2000, but it can be 
just as important to your success or failure. 
Luckily, the friendly players you’re not 
controlling are actually fairly smart when it 
comes to defending, and depending on 
their attribute ratings, will often block shots 
or intercept passes of their own accord. 


a 
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A Try to keep your player’s body between the ball 
and the opposition, so they can’t steal it away 
from you. 


Still, it’s best not to rely on them too much, 
especially if you’re playing against a human 
opponent, who'll be able to take advantage 
of their weaknesses. 

e In contrast to attacking, defending is more 
about patience and timing than speed. The 
computer opponent, in particular, tends to 
take its time with its attacks, allowing your 
players to take up defensive positions 
before it makes its play. The critical thing is 
to keep an eye not just on the ball but also 
on the positions of the other attacking 
players, and deny them the space and time 
to take a good shot. Keep tapping X as the 
ball moves around to ensure that you’re in 
control of the nearest defender, and use the 
Steal move (press W) to keep the pressure 
on. As the shot clock ticks down, the 
attackers will get more and more 
desperate, and will end up taking any shot 
they can. At this point, switch to a player 
near the basket and jump up to intercept 
the rebound, then switch instantly to attack. 

e Although you should try to pressure the 
opposition as much as possible, it pays to 
be cautious. Giving away penalty shots is 
an easy mistake to make, but one that you 
may end up regretting in a close match. 
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NEED FOR SPEED 


Fancy slipping behind the wheel of one of the most ridiculously fast, stupidly powerful (not to mention insanely 
expensive) production cars in the world and screaming along twisty tracks, smashing into competing drivers with 
abandon? No? Then you won’t need this guide to each of the courses and cars in the first of this successful series. 


A Watch out—these rock bridges signal the 
arrival of the tightest corner on the Rusty 
Springs course. 


TOURNAMENT MODE 


Each course in tournament mode offers a 
range of cars, and your choice ultimately 
decides if you burn rubber or burn out. This 
guide will help you make the right 
selection. 


RUSTY SPRINGS 


A desert track, this straightforward loop 
allows you to push your beast to the max. 
There are only a few corners and they don't 
require heavy braking, so put the pedal to 
the metal and drive like a demon. Use this 
track to get to grips with the differences 
between the cars. 


ACURA NSX 


The fastest car available for the event, the 
Acura’s blistering speed can cause a few 
problems. You need to rapidly tap the 
steering wheel to coax the car around 
bends—if you lock the steering wheel and 


try to throw the car into a corner you’ll lose 
valuable seconds. The corner under the 
rock bridge can upset the temperamental 
Acura, so make sure you steer into the 
bend as soon as the curve is in sight; keep 
readjusting the steering or you’ll wipe out. 


AUTUMN VALLEY 


A fast course with merciless curves, this 
track is surrounded by crowds of 
spectators. Large barriers loom on both 
sides of the road to prevent you slamming 
into the onlookers. It’s just as well the 
barriers are there, as sticking to the asphalt 
is a feat in itself. 


DODGE VIPER RT/10 


A meaty machine that devours hard 
corners, the Viper is the best choice for 
Autumn Valley. It has fantastic recovery 
ability; its stomach-churning acceleration 
enables you to catch up with the pack in 
seconds if you wipe out. It’s best to hang 
on to the outside lane when tackling 
corners, easing gradually into the curves. 
Little speed is lost when you lock the 
steering wheel, which means your speed 
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rarely drops below 120mph,.even when you 
stray onto the gravel. Don’t bother braking 
for the last bend, just careen into it, 
steering locked—the Viper usually comes 
out in one piece. 


VERTIGO RIDGE 


It takes lightning reflexes to deal with the 
twisting curves of this perilous course. And 
the other drivers all appear a great deal 
more experienced than the rookies who 
faced you at Rusty Springs, so you need to 
push your car to its limits. 


FERRARI 512TR 


Lock the steering and this flash mover 
loses little speed as it burns around this 
tricky course. Unfortunately, there are few 
straightaways to make full use of the 
Ferrari’s impressive top speed of 192mph. 
The blistering acceleration of the 512TR 
pays off, though, especially when catching 
up with the pack after spinning out. Keep 
an eye out for yellow hazard signs warning 
of an approaching bend. Reduce your 
speed to at least 90mph when taking these 


A You can drop the hammer on most banked 
bends—but be careful when they flatten out at 
the end. 


savage corners or you'll crunch into the 
barrier. For best results, stay in the middle 
of the road. 


CITY 


Comprised of three segments, this is the 
best course for high-speed thrills. Bends 
are few and far between, especially in the 
first segment, but downtown it gets tough. 
If you thought the other tracks were easy, 
get ready for a surprise. 


TOYOTA SUPRA TURBO 

There’s only one bend you need to brake 
for during the first segment. That’s good, 
because you need to go flat out around the 
rest of the course if you’re going to win the 
race. With a measly top speed of 155mph 
at your disposal, it’s hard to catch the pack 
if you make a mistake. Work your way 
through the main bunch at the start— 
ramming the leader off the road is a smart 
move—and keep watching the map so you 
can brake in time for the bends. The Toyota 
is the best car for this city. 


COASTAL 


The most scenic route of all—check out 
the hot-air balloons flying above segment 
two—this twisting circuit with treacherous 
straight angle bends winds around 
picturesque seaside landscapes. Your skills 
are tested to the limit on Coastal’s three 
sections. 


DODGE VIPER RT/10 


Imagine a tank thundering down the 
highway at 160mph and you begin to get 
an idea of the Viper’s performance. To clear 
a path through your competitors, simply 
sideswipe a car, then watch the show in 
your mirror. 

The Dodge has great road-holding 
ability, so use the gravel, rather than the 
brakes, to slow down for corners. Another 
advantage of driving the RT/10 on the 
narrow Coastal road is that the car’s extra 
bulk makes it virtually impossible for 
competitors to overtake you, especially if 
you zigzag along the track. 


The most hazardous of all the courses, 
Alpine is loaded with obstacles. Don’t try to 
overtake your opponents on the shoulder 
during the final segment of the course; if 
you hit the layer of ice that covers the area, 
you'll spin out. 

This sounds easy in theory, but when 
you’re behind the wheel of one of the 
fastest production cars ever made, things 
don’t always go according to plan. 


LAMBORGHINI DIABLO VT 

Probably the greatest thrill in the game is 
zooming along the first Alpine segment in 
the Lamborghini. You’ll easily sprint into 
first place off the start line, but maintaining 
this position is more difficult. Only a sound 
knowledge of stick-shift driving sees you 
through, dropping down the gears to 
sweep around the vicious bends. Reduce 
your speed to at least 100mph when 
speeding over the bridge in segment two, 
or you'll get a close look at the cliff that 
stands at the bottom! 


PSX GAMER’S GUIDE VOL.1 


LOST VEGAS 

Password: TSYBNS 

Complete all the courses in first position and 
a secret Lost Vegas track appears. This is a 
wicked course in which the brake pedal is 
made redundant. Concentrate on holding the 
racing line and go heavy on the gas. Stay far 
away from the barriers lining both sides of 
the road—if you clip one you lose a few 
valuable seconds. There’s a choice of two 
cars, the Ferrari and the Lamborghini; the 
latter is the best car for the job. Basically, 
you can’t crash and you can’t brake—but you 
can easily come in last place! 


SECRET CAR 

Thrashed all the cars available? Burned up 
the highways like a maniac? You need 
another car—more to the point, you need a 
car so powerful it can reach 269mph. You 
need the super futuristic car known as the 
Warrior PTO E/2, which leaves all other 
vehicles quaking in their white walls. The 
secret car is dynamite on wheels and it’s 
yours for the taking if you enter the password 
for Lost Vegas then quit the tour. Next, select 
a single race or head-to-head clash, and hold 
down Œ and (3) simultaneously on the Car 
Select screen. Prepare yourself for some 
spectacular crashes! 


RALLY MODE 

If you fancy tearing around corners in a rally 
car, enter the Lost Vegas code and hold down 
ta) and RD simultaneously on the Track 
Select screen. The word “Rally” appears next 
to the track name. You can now experience a 
completely different style of play as you test 
the cars on mud-filled courses. 


ARCADE MODE 

Once again, use the Lost Vegas code and the 
c and (2) buttons and you can now change 
Lap choice to Arcade. 


G33dS 404 G34N 
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The second in the Need For Speed series offers the discerning PlayStation driving fanatic another chance to take some 
of the most desirable cars ever crafted by the hand of man out for a spin. With smoother graphics, more courses, and a 
host of secret cars and cheat modes, it’s bigger and better than the original in every way. 


Alin order to maintain the highest possible 
speed, it’s important to use the full width of 
the course. 


PROVING GROUNDS 

Location: Norway 

Difficulty: Novice 

Distance: 3.2 miles 

The first track you encounter in the new 
Need For Speed is a remote testing ground 
created especially for the world’s fastest 
cars. You can reach up to 200 mph on the 
straight, but watch out for the curves—they 
come up fast! The best strategy is to lean 
into the high banked curves, using them to 
give the car momentum and pick up extra 
speed. There’s a pit lane at the end of the 
track—keep clear of this, it serves no 
purpose. 


OUTBACK 

Location: Australia 

Difficulty: Novice 

Distance: 4.7 miles 

Do you come from a land Down Under? 
This track does, and boasts some of the 
most breathtaking views of the game, 
including the Sydney Harbour Bridge and 
Ayre’s Rock. It’s quite windy around the 
harbor and into the city, so you have to 
keep a grip on the steering wheel. There 
are some good straightaways for 
overhauling as you drive through the caves 
and rocks, but watch out for where the 
tracks split into two—twice! 


NORTH COUNTRY 

Location: Northern Europe 

Difficulty: Intermediate 

Distance: 4.7 miles 

Based on the crossroads of northern 
Europe, this track’s challenging for 
beginners and experts alike. It starts out 
with a devilish set of twists and turns—take 
them slow to avoid crashing. As you drive 
through the mountains, watch out for the 
narrow entrance to a town. After taking a 
couple of jumps, you reach a long right 
turn with a fence. There’s a shortcut on the 
right-hand side, where the fence stops. 


PACIFIC SPIRIT 


Location: Canada 

Difficulty: Intermediate 

Distance: 5.0 miles 

Starting in the big city, this track bumps up 
the challenge a few notches. As you drive 
through the city, there are plenty of bends 
to test your steering. On exiting, keep a 
look out for a parking lot on the left—this is 
another shortcut, leading to the highway on 
the other side. After crossing the 
impressive bridge, slow down for the sharp 
right-hand turn that twists the track back 
on itself. Near the beach you can take a 
mud track instead of the main road. 


A You'll have to adapt your driving to suit the 
road conditions—snow and ice require care 
and patience. 
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AAvoiding competitors who’ve overcooked it 
isn’t easy, so keep one eye on the horizon at 
all times. 


MEDITERRANEO 

Location: Greece 

Difficulty: Advanced 

Distance: 4.0 miles 

The narrow streets of Greece are perfectly 
suited to the abilities of advanced drivers. 
The start of the track has a steep downhill 
drive through a town, and a sheer drop on 
the right to avoid. Over a bridge and under 
a rocky outcrop, you arrive at a stretch of 
road with windmills that’s perfect for 
overtaking your competitors. As the track 
winds back to the start, the wind increases 
and you can swerve off the road if you 
jump at the wrong time. 


MYSTIC PEAKS 

Location: Nepal 

Difficulty: Advanced 

Distance: 4.7 miles 

This is one treacherous track, only for the 
most experienced drivers. Packed with ice 
and snow, don’t brake too hard—you’ll 
guarantee yourself last place! Jump from 
the brown patches on the road—you can 
get ahead of the opposition if they take the 
normal route. The ice tunnel is particularly 
dangerous. Slow down right away and 
you’ll make it through unscathed. 

The original Need for Speed was well 
known for having a super-car hidden away, 
accessible by entering a password and 
holding down the correct buttons. The 
sequel is packed with secret vehicles, plus 
a secret track. Here are the main secrets... 


A One of the strengths of NFS II is the huge 
range of secret ‘cars’, which includes a bus, a 
packing crate and a T-Rex! 


CHEATS 


FORD INDIGO 

Ford kindly allowed their prototype sports 
car to be included. Simply go to the 
password screen and enter: LILZIP. This car 
has an unbelievable top speed, so hold on 
to your hat! 


MONOLITH STUDIOS 


The obligatory secret track is a jaunt 
through the back lot of some Hollywood 
film studio. Enter: SHOTME. Jaws, Jurassic 
Park, Independence Day—they’re all here! 
To get to the Jurassic Park section, drive 
about 20 feet past the first two huts on the 
right, and take a right-hand turn into the 
jungle! 


POWER-UPS 


You can gain higher acceleration for all cars 
by entering this code: POWRUP. Now your 
favorite car is a mean machine! 


CAMERA ANGLES 

Slightly different, this one. On the main 
menu screen, start the race then hold 
down: (3), (2), RI, X, 4, m, @. Release 
the buttons when the race begins and you 
have nine camera angles to choose from 
instead of the usual four. You can use many 
of the game’s objects as your vehicle—and 
they come in some pretty strange shapes! 


WACKY CARS 


OUTHOUSE 


If you’ve ever tried to use the toilet on an 
airplane, you'll know it’s almost impossible 
when you’re on the move. Well try this 
code: OUTHME. You'll be in charge of an 
outhouse as it careers around the tracks! 


LONG CAR 


Are the sports cars not good enough for 
you? Try entering this code on the 
password screen: LCME. You'll soon be 
racing along in a car with a longer wheel 
base—try not to ground it! 


STATION WAGON 


A traditional American family car, the 
Station Wagon is a strange choice, but it 
should appeal to more careful drivers. 
Enter this code: WAGOME. The words 
“Secret Car” flash up, and you’re ready 
to race! 


TRAM 

They may run on rails in San Francisco, but 
they’ve been set free in Need for Speed II. 
Use this code: TRAMME. You now have an 
aged tram to race along—and this one can 
weave all over the road! 


MERCEDES BENZ 

Now this is more like it! Input this code: 
BNZME. Your very own Mercedes Benz 
to drive! 


SCHOOL BUS 

Thank God there are no kids wanting a 
ride! Enter this code: BUSME. Now you’re 
in charge of a yellow school bus. 


VOLVO 


The car that everyone loves to hate. Try this 
code: VOVME. A nasty looking Volvo estate 
car is yours. Now run it off the road! 


VOLKSWAGON 

One of the programmers must have been a 
real VW fan. Enter: BEETME and an old 
fashioned Volkswagen is on the starting 
grid, waiting for you to give it a ride. 


ARMY TRUCK 

If you’re not a speed demon, and fancy a 
more leisurely drive, input: ARMYME. You’re 
in the driver’s seat of a rusty old truck. 


MAZDA 

Another member of the Need for Speed II 
traffic extras. Enter this code: MAZME. 
Now you'll race in a Mazda. 


PSX GAMER’S GUIDE VOL.1 


LIMO 

You’ve seen pop stars sitting in the back of 
one. Enter: LIMOME. You become a full- 
blown chauffeur in a stretch limousine! 


SEMI 

How many vehicles can they cram into this 
game? Use this code: SEMIME to drive 
around in a Semi! 


VW BEATLE 

Ah, the classic Volkswagen car had to be in 
here somewhere. Enter: BUGME. The Bug 
is now up and running—go bananas! 


VAN 

Want to cash in your Ferrari for a rusty 
old van? Input: VANME. Sounds like a 
good deal! 


QUATRO 

Another member of the traffic extras in 
Need for Speed Il. Enter: QUATME for a 
Quattro to race. 


JEEP 


To race around the tracks in a sprightly 
jeep, go to the password input screen and 
enter: JEPME. When you start your game, 
you’re now in the driver’s seat of a neat 
little 4x4 vehicle—ideal for all the banks 
and gravel traps that litter each course. 


CRATE 


This is getting bizarre. You can race around 
the game in a wooden packing crate by 
entering this code: CRATME. If you crash, 
the crate just rolls over and over. 


LOG 

Even more bizarre is the long log you can 
drive by entering: LOGME. It’s length and 
size make it difficult to steer. 


T-REX 

Forget The Lost World with its two 
tyrannosaurs, this game lets you race one! 
Simply enter: TREXME. A giant dinosaur is 
placed on the road! You get a great view of 
each course when racing the T-Rex 
because he’s so tall! 


Start On Lap 4 (Tournament) 
Start On Lap 4 (Tournament) 
Start On Lap 2 (Knock-Out) 
Start On Lap 2 (Knock-Out) 
Enable All Levels and Cars 
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NEED FOR SPEED Ill: 
HOT PURSUIT 


The third installment of the supercar racer is even bigger and slicker than its predecessors, and features an updated 
range of cars. Here’s a track-by-track guide. 


BASIC DRIVING TIPS 


e The responsiveness of the game’s 
controls varies depending upon the car 
you choose, but it’s generally very sharp. 
This makes it possible to take even hard 
corners at high speeds. Use the first lap 
of the race to test out the corners of the 
track, this way you know which ones you 
can take at full speed and which ones 
you need to slow down for. Your first lap 
may not be stunning, but subsequent 
ones will benefit from the knowledge you 
have gained. 
Whenever you have to make a jump, try 
and keep the car as straight as possible 
just before you take off. If you turn the 
car before you leave the ground, you land 
side-on and will probably skid into a wall! 
It doesn’t matter how fast you’re going, 
as long as your car is aimed directly 
ahead when you leave the asphalt. 
While it’s possible to take most of the 
corners at full speed, it’s not always a 
good idea! If you take a corner at top 
speed you lose traction, and slide toward 
the barrier. Back off the speed and steer 
around the corner in a more controlled 
way, then as you exit the corner hit the 
accelerator again. This will eliminate a lot 
of sliding and improve your lap times. 
e Choosing your super car is an important 
task, as each vehicle has its own 


A The Diablo is blindingly fast, but hard to 
control. 


GENERAL 


strengths and weaknesses. You should 
select a vehicle that suits your driving 
style. If you find keeping the car on the 
road difficult, you should select one with 
good handling while sacrificing 
acceleration and a high top speed. 
However, if you find cornering easy, 
choose a car with a good maximum 
speed rating. If you’re a novice driver, 
forget the cars’ individual stats, as you 
haven't got any real gaming strengths to 
capitalize on. Instead, look for a car with 
a high overall rating, giving you the best 
of everything, until you learn what your 
own strengths and weaknesses are. 


AThe 550’s good balance of top speed, 
handling, braking and acceleration make it a 
great car. 
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<The Nazca C2 really looks the part, and 
delivers a great turn of speed—but its 
handling is average. 


THE CARS 


CORVETTE 


A good all-around car that’s great to use 
when you're getting used to racing in Need 
for Speed Ill. The only problem is that the 
Corvette’s low top speed and rate of 
acceleration means that once you start to 
race against the better cars, you’ll get into 
trouble. 


COUNTACH 


The Countach has slightly better 
acceleration and a greater top speed than 
the Corvette, but its handling and braking 
aren't quite as good, making it quicker but 
harder to drive. For this reason, novice 
players should avoid this car until you can 
easily keep your car on the road and want 
a little more power. 


NAZCA C2 


The Nazca C2 is a much better car than 
the previous two we’ve looked at. As you 
can see, if you view its stats, it has a good 
top speed and excellent braking, while 
retaining decent acceleration. The only 
problem with this car is its handling—it 
only scores a five of ten, so as with the 
Countach, the Nazca C2 isn’t ideal for 
inexperienced drivers. 


550 MARANELLO 


As you may expect from the Italian legend, 
the Ferrari is a very well balanced car that 
has good ratings in all of the five 
categories, with Top Speed being the 
obvious high point. The 550 Maranello is a 
great car for beginners, as its handling 
makes it easy to control, and it remains a 
worthy choice for drivers who have 
advanced and now want to drive a car with 
a little more speed. 


DIABLO SV 


The Diablo is the most powerful car we’ve 
looked at so far, scoring a maximum ten 
out of ten in the Top Speed category. The 
Diablo also scores a solid seven in the 
acceleration category and a decent six out 
of ten for braking. The only problem with 
this car is the handling—an average five 
means it can be very difficult to keep on 
the road, particularly when you consider 
the vehicle’s immense power. This isn't 
recommended for a novice driver—you’ll 
have to wait until you can keep your car 
under full control. 


JAGUAR XJR-15 


The Jaguar XJR-15 is an excellent all- 
around car and probably the second best 
vehicle in the game, after the mighty El 
Nino, but we’ll get to that car in a minute! 
The XJR-15 has maximum ratings in 
acceleration, handling and braking, making 
it a great car even if you’re an 
inexperienced driver. The only downside to 
this excellent vehicle is its top speed, but 
this shouldn't be too much of a problem 
and it does make the Jaguar a lot easier to 
control. 


CLK-GTR 

The CLK-GTR is another great car that 
scores highly in every category. A ten in 
acceleration, eight for top speed, and a 
nine and eight for braking and handling 
respectively make this the perfect choice 
no matter what the track! The CLK-GTR is 
easy to drive, can set good lap times, and 
proves to be an excellent choice for 
average and advanced drivers alike. 


ACountry Woods is a fairly fast track, but still 
has a couple of nasty, low-gear corners. The 
start/finish section is perfect for overtaking. 
<lit looks great, but the 335 F1 has 
disappointingly average ratings and should be 
avoided. 


EL NINO 


There isn’t much to say about this car—ten 
out of ten in every category tells the whole 
story! El Nino is the fastest car, with the 
best acceleration, sharpest braking, and 
most responsive handling. When you want 
the best, try the El Nino! 


FERRARI 335 F1 

The Ferrari 335 F1 is disappointing. You’d 
expect this amazing Italian piece of 
machinery to have good stats in most 
categories, but to say this car is average 
would be an understatement. 


THE TRACKS 


TRACK 1: HOMETOWN 

Difficulty: Easy 

This is the first track in Need For Speed III 
and it mostly serves as a “warm up” for 
what’s to come. Use this track to get a 
grip on how the game works and how to 
control you car. Learn how things like skid 
turning, braking, and high speed cornering 
actually work. 


TRACK 2: REDROCK RIDGE 
Difficulty: Medium 

This long course is set in a huge canyon. 
This natural feature gives the track its 
toughest aspect—the huge rocks that line 
the racing line make mistakes very costly. 
For example, three corners from the start, 
the track splits in two. The two paths are 
separated by huge boulders—hit one and 
you're in trouble. Keep the car under 
control and try to limit skidding, as this is 
what causes you to crash and lose time. 


TRACK 3: ATLANTICA 

Difficulty: Easy 

The third track is Atlantica, and as the 
name suggests this raceway is set against 
an ocean backdrop, complete with a small 
coastal town. This circuit is one of the 
easiest and should be an easy win for any 


semi-skilled driver. Most of the corners 
have walls on both sides, so even if you 
misjudge the turn, the wall stops your car 
from leaving the track. Atlantica gives the 
racer a good chance to burn rubber 
without the threat of big crashes! 


TRACK 4: ROCKY PASS 

Difficulty: Medium 

This is probably the best track in NFS Ill, as 
it offers a good challenge while providing 
opportunities to test the top speed and 
handling of your car. The first section is set 
in a forest and is the slowest part of the lap. 
Be careful, as some sharp corners must be 
taken and the threat of hitting a roadside 
tree is always present. However, the second 
half of the lap is almost one long 
straightaway, and as a result is much 
quicker. It takes place on a mountainside 
road and can be used to stretch a lead or 
make up places. Don't get impatient in the 
forest; just bide your time, then go for it 
when you hit the second section. 


A The Atlantica circuit is nice and easy, and 
should pose few problems. 


A Hometown is the perfect track for getting 
used to how the cars drive. 
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TRACK 5: COUNTRY WOODS 
Difficulty: Easy 

This is another fast and relatively easy 
track, set in and around a large forest and a 
small village. The start/finish section is by 
far the quickest area of the lap and, as a 
result, is the place where you make up 
time and gain places. The second section is 
slightly trickier but not tough, and provided 
you can hold things together, you should 
have no problem getting a good place. 


TRACK 6: LOST CANYONS 

Difficulty: Medium 

For this sixth track it’s back to the same 
canyon you raced through in Redrock 
Ridge, and for the first few corners both 
circuits are the same. You soon notice 
some big changes which are for the better. 
The main section of this track is set ina 
huge cavern, so all the roadside boulders 
that made life so difficult in Redrock Ridge 
are nowhere to be seen! This middle 
section of the Lost Canyons is the place to 
make up positions and test the speed of 
your car. Keep your eye on the map so you 
know which way the course turns next, and 
keep that accelerator floored! 


TRACK 7: AQUATICA 

Difficulty: Medium 

The backdrop for this seventh track is the 
same as Atlantica’s, but Aquatica is much 
longer and features some tough corners 
that make it a different and tougher 
challenge. The first few turns are the same, 
but from this point you enter a new section 
that takes you through three long tunnels 
and some very tough turns that require 
concentration and skill. Use the tunneled 
sections to gain time and places, as the 


> If you’re having trouble with a track, it’s often 
worth going back to some of the easier ones and 
honing your skills before giving it another try. 
Y By the time you reach Lost Canyons, things 
are getting more challenging. 


walls mean that misjudging the turns won't 
result in a crash. Try to consolidate your 
position in the trickier areas. 


TRACK 8: THE SUMMIT 

Difficulty: Medium 

The Summit is basically a tougher, longer, 
and snow-covered version of Rocky Pass. 
However, things have changed—this is no 
longer a driver’s delight! The forest section 
is the same, but the long mountainside 
stretch has been replaced with a lengthier, 
twisting, and altogether tougher section. 
This second part is still fast and has some 
nice long straightaways, but you must slow 
down for the wicked turns that are mixed 
in. You have the constant problem of snow 
on the roadside, so be sure to take extra 
care or you may end up sliding into a 
barrier! 


TRACK 9: EMPIRE CITY 

Difficulty: Medium 

This is the final track (with the exception of 
the hidden one), but it isn’t difficult. This 
circuit is set around a dock area with wide 
open straightaways and wide corners that 
can be taken at full speed. The trickiest 
section is in the middle where you must 
drive through a tunnel that has huge posts 
running down the center, effectively 
splitting the track in two. Here you must 
choose a line and stick with it, as changing 
your path halfway through is asking for 
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trouble. Use the early sections to make up 
places, then you can hold your place in the 
slower middle section. Winning this race 
shouldn't be all that difficult, provided you 
have a car that’s up to the task. 


TRACK 10: HIDDEN TRACK 

Difficulty: Hard 

This track is only accessible when you 
have won a tournament, serving as a 
bonus race to reward your efforts. You 
should quickly notice that this track looks 
familiar—it’s basically a snowy version of 
the Country Woods circuit, although there’s 
a slight diversion halfway around. This is an 
easy race provided you can cope with the 
problems that the snow causes. You may 
need to slow down slightly and take extra 
care on sharp corners. 


The following codes must be input on the 
“user name” screen: 


Code Effect 
SPOILT All cars and regular tracks 
(except hidden ones) 


ROCKET EI Nino car 
1JAGX Jaguar XJR-15 
AMGMRC Mercedes Benz CLK GTR 
SEEALL Extra camera views 
XCAV8 Hidden Cavern track 
MCITYZ Hidden Empire City track 
XCNTRY Hidden Auto Cross track 
GLDFSH Hidden Scorpion-7 track 
MNBEAM Hidden Space Race 
PLAYTM Hidden Room track 


This bunch of codes allows you to change the 
voice of the cops in the game. Wait for the 
screen with the RPM meter to appear, then 
press and hold one of the following button 
combinations until the loading screen 
appears: 


Code Effect 

Right +®&2)+@3) Cops speak in French 
Down +(82)+(3) Cops speak in Spanish 
Left +(@2)+( Cops speak in Italian 
Up +(82)+(3) Cops speak in German 


D011DD300000 
8011DD300003 
D011DD300000 
8011DD300001 

80125F10FFFF 


Start On Lap 4 (Tournament) 
Start On Lap 4 (Tournament) 
Start On Lap 2 (Knock-Out) 
Start On Lap 2 (Knock-Out) 
Enable All Levels and Cars 


EED FOR SPEED IV: 
HIGH STAKES 


This fourth installment in the popular racing series offers many exotic cars and gameplay options. The new Tournament 


option allows you to race for money and buy new cars and upgrades. Use this section to study the various cars and 


tracks found in the game. 


ro 


ASlow down before turns to avoid skidding. 


DRIVING TIPS 


e If possible, use analog controls— 
especially for steering. Otherwise, you 
must turn the wheel completely. Analog 
controls allow for more gradual turns and 
decrease the chance of losing control. 


e Skidding indicates a loss of traction and 
a potential loss of control. This usually 
occurs when you corner too fast. Slow 
down for sharp turns by either easing off 
the gas or lightly applying the brake. 


e Several tracks have hidden paths that 
appear to be shortcuts. However, in most 
cases, these detours are quite 
treacherous and don't justify leaving the 
main road. 


e Take the lead as soon as possible. Trailing 


means competing with other drivers, 


which often leads to passing 
complications and collisions. Once in the 
lead, stay directly in front of any 
challengers. This blocks them from 
passing and keeps them from exploiting 
any weaknesses or acceleration 
deficiencies your car may have. 


AGlance back occasionally to see where the 


other cars are. 
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CLASS B CARS 


SLK 230 

Cost: $20,000 

This entry-level car features great braking 
and a decent top speed, but inferior 
acceleration. This is an easy car to drive, 


but it's susceptible to skidding at moderate 


speeds. 


¢ car dealer 


“came 


AThe Z3 is the best car to start with. 


Z3 ROADSTER 2.8 

Cost: $20,000 

This should be the first car you buy. 
Superior acceleration gives the Z3 a 
definite advantage over the SLK 230 on 
winding road courses. Fully upgrade it to 
overcome its initial top speed deficiencies 


and increase its already impressive braking 


capability. 


FIREBIRD T/A 
Cost: $22,000 


Consider this the entry-level car of Class A. 


Although similar to the Camaro, it lacks 
horsepower. Because there's no price 
difference, choose the Camaro. 
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CAMARO 228 

Cost: $22,000 

Pick the Z28 as your first car in this class. 
It has great acceleration and good upgrade 
potential. You can fix any handling 
problems with the first upgrade, and once 
fully upgraded, the Z28 can hold its own 
against a stock Corvette. 


DB7 

Cost: $40,000 

Although the DB7 has good braking and an 
exceptional top speed, its lack of 
horsepower and torque make its 
acceleration inferior to the XKR. This car is 
a good choice for tracks featuring more 
straightaways than turns. 


& car dez 


- 


A The XKR is one of the game's best all- 
around cars. 


XKR 

Cost: $40,000 

Style and performance really come 
together in the XKR, making it one of the 
game's better cars. Powerful acceleration 
and great handling make this car a tough 
competitor on any road course, and it can 
handle virtually any road condition. Given 
the game's style of road racing, the XKR's 
inferior top speed is not an issue. 


M5 

Cost: $45,000 

Don't let this sedan's appearance deceive 
you. The M5 is one of the more well 
rounded cars in the game. It's superior to 
the DB7 and the XKR because it starts with 
better braking and handling. Consider 
buying the M5 instead of upgrading one of 
the prior cars. 


CORVETTE 

Cost: $60,000 

The Corvette is superior in all aspects, but it 
can be difficult for a novice driver to control. 
Take it on a few test runs to make sure it 
matches your driving style and to decide 
whether it's worth the hefty price tag. 


CLASS AA CARS 


550 MARANELLO 

Cost: $75,000 

Although it's at the bottom of its class, the 
Maranello is easy to drive and has plenty of 
power. Once upgraded, it can compete 
with any car in this class. 


911 

Cost: $175,000 

The 911 lacks initial top speed and 
acceleration, but its accessibility to all 
driving levels makes it a good pick. You can 
upgrade this car into a real speed machine 
capable of outperforming stock versions of 
the upper AA class cars. 


DIABLO SV 

Cost: $200,000 

Despite its stats and reputation, the Diablo 
is for expert drivers only. Don't drive it in 
slick or icy conditions. 


A Basically, the F50 is a street legal race car. 
Buy it as soon as possible. 


F50 

Cost: $225,000 

The F50 is the top of the AA class. If you 
can afford it, buy it. It is much easier to 
control than the Diablo, and its tremendous 
power makes acceleration and top speed 
its key features. 


CLASS AAA CARS 


CLK-GTR 

Cost: $500,000 

Producing more than 600 horsepower, the 
CLK-GTR is a pure speed demon. It wasn't 
made to race on the courses you find in the 
game, but give it a try if you've got the money. 


F1 GTR 

Cost: $500,000 

Although identical statistically, the GTR is 
slightly better than the CLK-GTR. It's hard 
to control, so practice on some straighter 
courses. 
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CELTIC RUINS 


This is a good introductory course because it 
has few sharp or tricky turns. You can 
accelerate throughout most of the track. The 
right turn just before the large bridge can be a 
bit deceptive, so brake gradually. Try to pass 
opponents in the ruins. This area is fairly 
straight and provides plenty of passing room 
on either side, but beware of the dust cloud 
created by cars ahead of you. 


A Watch your speed on the narrow village road. 


ROUTE ADONF 


The village is the only tricky part on this 
track—watch your speed through this 
windy narrow section. Your opponents also 
slow down here, so try to move up a few 
positions. Once out of the village, open up 
the throttle on the rest of the track. 


Alf you cautiously speed through the divided 
tunnel, you can move up a few positions. 


LANDSTRASSE 


Looking at the map, this course appears 
pretty easy. However, a number of gradual 
but intense turns might surprise you. Watch 
the screen's small map to anticipate these 
turns. Also watch out for the 90-degree 
turn in the small town. Brake before 
reaching this turn, then accelerate out of it. 
If you brake and turn at the same time, you 
spin out. The blue lit tunnel can be 
intimidating but shouldn't pose a problem 
as long as you stay away from the center 
concrete supports. Cautious drivers slow 
down here, so use this opportunity to pass. 


A Stay on the road or risk hitting one of these trees. 


DURHAM ROAD 


The two road dividers make this track one 
of the game's most difficult. For best 
results, decide which side to drive on 
before the race starts. After you pick a 
side, don't touch the guardrails—you don't 
want to bounce around on these narrow 
pieces of track. As the two roads converge, 
keep to your side until you pass the 
concrete blocks in the center. 


KINDIAK PARK 


This is one of the game's fastest courses, 
and even the slightest mistake can be 
disastrous. Most of the turns on this track 
can be made without braking, but be sure 
to identify the exceptions. If you skid out of 
control, you'll likely hit one of the trees. A 
portion of the track also dips abruptly, 
sending your car flying through the air for 
several yards. Hit this improvised jump at a 
left-to-right diagonal so you land on the 
track ahead and not out in the woods. 


DOLPHIN COVE 


This winding seaside track is difficult under 
any condition. Underpowered cars have 
trouble on some hills, while overpowered 
cars have trouble on various turns. At night 
this course is very difficult due to lack of 
forward visibility. If you have to drive it at 
night, follow another car's tail lights. You 
can pass easily once the road opens up 
near one of the two tunnels. 


SNOWY RIDGE 


Despite its appearance, Snowy Ridge is 
pretty easy once you know how to drive it. 
The first part of the track involves a steep 
but gradual climb to the summit. Work your 
lower gears to negotiate some of the 
steeper grades. After the track levels out, 
there are some tricky turns and 
obstacles—watch out for the avalanche 
near the partial tunnels. Once you start the 
descent, the track picks up speed. There 
aren't too many sharp turns but be ready 
to brake to halt lateral skidding. 


RACEWAYS 


The raceway courses are the toughest in 
the game because the track is narrow and 
unforgiving. Tall concrete walls flank each 
side of the track, creating a claustrophobic 
feeling. Breaking away from the pack is 
difficult, forcing you to maneuver in very 
close quarters. Apply your brake liberally 
on turns, and count on superior 
acceleration to keep your position. 
Whatever you do, avoid hitting the walls— 
even tapping a wall could mean the 
difference between first and last place. 
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RETURN TO THE ROAD FASTER 


Press œ to instantly return to the road 
after you crash or drive off the road. 


SLOW CPU CARS 


Select your car and press [=> to load the 
race. Immediately hold «+m+@ until the 
loading screen disappears. This works in 
Tournament and Special Events modes only. 


DASHBOARD VIEW 

Select your car and press to load the 
race. Immediately hold #+4+x until the 
loading screen disappears. 


TURBO BOOST 


Enable the Dashboard View code. Press + 
while driving. 


PHANTOM CAR 


In Game Options, select "User Name" and 
enter FLASH. 


TITAN CAR 


In Game Options, select "User Name" and 
enter HOTROD. 


ALL POLICE CARS 


In Game Options, select "User Name" and 
enter NFSPD. 


HELICOPTER 


In Game Options, select "User Name" and 
enter WHIRLY. 


Win All Gold Medals 


30115810001 
80115f820101 
801151840101 
801151860101 
801151880101 
80115f8a0101 
80115f8c0101 
80115f8e0101 
80115da63b00 
80115eb40063 
8005e1ee2400 


Infinite Cash 
99 Points 
Infinite Hot Pursuit Time 
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V-RALLY 2 


NEED FOR SPEED 


a7 


NEED FOR SPEED: 
W-RALLY 2 


In Need for Speed: V-Rally 2, you must race through several countries on a variety of tracks with varying 


weather and driving conditions. 


Safa 


peska 


š ale 


ewe 


AThe map display helps you keep track of the competition as well as upcoming turns. 


MAP VIEW 


When racing, activate the map display. This 
not only lets you keep track of where the 
competition is relative to you, but also what 
types of turns are coming up. To activate 
the map display, press F®> during a race 
and select Display Options. The bottom left 
corner of the screen displays Lap Times by 
default. Change this to Display Map and 
return to the game. 


STEERING 


The courses on which you race contain all 
types of turns—from the tightest hairpins 
to wide turns that are barely noticeable. To 
help you better control your car through 
these various turns, use the analog stick 
rather than the D-Pad. This lets you give 
just enough input to get your car around 
the turn. If you don’t have an analog 
controller, decrease the sensitivity of your 
steering a bit and tap the directional pad 


rather than holding it down for 


gradual turns. 


ATap the directional pad for making easy turns 
like this—or just barely move the analog stick. 


CONTROLLED TURNS 


By using map display, you can see sharp 
turns that are coming up. The arrows at the 
top of the screen also tell you more about the 
severity of the turns as you approach them. 
Although this information is helpful, 
sometimes it doesn’t come in time for you to 
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slow down enough to make the turn. 
Therefore, watch the map to stay prepared 
and informed. 


ABrake for a hairpin turn like this. 


One problem beginning drivers face is 
maintaining control during a turn. If your car 
skids during a turn, you’ve lost some control. 
To avoid skidding, slow down before entering 
a turn. For most turns, ease off of the gas a 
bit. However, for sharper turns, apply a bit of 
brake. Then, after you’re into the turn, hit the 
gas again and accelerate out of it. 


ASkidding means you've lost some control of 
your car. 


When you corner, start on the side of the 
road away from the direction of the turn, then 
cut across to the inside of the turn at its mid- 
point, then back to the outside at the end of 
the turn. For example, if you’re making a tight 
right-hand turn, start on the left side of the 
road, then as you enter the turn, move to the 
right side of the road, then back to the left 
side as you exit the turn. What this does is 
effectively increase the radius of the turn, 
allowing you to take the turn faster and with 
more control. 


STAY ON THE TRACK 


You may be tempted to cut across the 
inside of a turn either to pass another car 
or to save time—avoid this urge. Going off 
the road, even if the road is only dirt or 
gravel, can cause you to lose control of 
your car. At the least, it’ll definitely slow 
you down. 


A Don't let the other cars pass you. 


To win a race, get in the lead at the start. 
As long as you stay in the lead, you don’t 
have to worry about passing other cars. 
Use the map display and the rear view to 
keep an eye on the competition and 
maintain your lead. Block your opponents 
to prevent them from passing you. However, 
don’t worry if another car gets past you. 
Just stay on its tail and pass it when an 
opportunity arises to regain your lead. 


WATCH FOR INTERSECTIONS 


Some racecourses have intersections that 
make 90-degree turns. You can tell one on 
the map display by the right-angle turn of 
the course. You must follow the course 
through these intersections. All other paths 
are blocked off. If you miss the intersection, 
you have to back up and make the correct 
turn to continue the race. Most 
intersections are difficult to see in advance, 
so listen to the warnings and slow down or 
you'll drive right past it. 


DRIVE AS FAST AS 
CONDITIONS ALLOW 


At times you'll race in rain or other 
inclement weather. This affects your car’s 
traction on the road, especially while 
cornering. Therefore, when racing in the 
rain, slow down more than usual before 
entering a turn. Then accelerate out of the 
turn as normal. 


CHEATS AND SPECIALS 


SECRET TRACKS 


| ‘ % l 


A Enter specific codes for drivers’ names to 
unlock secret tracks. 


To unlock secret tracks within the game, 
enter one of the driver names below, then 
start a race. Immediately after it begins, 
quit the race and start a new one, choosing 
Time Trial. For the course, select any of the 
tracks in Corsica, then load the secret 
bonus track. 


JS 


Name Secret Bonus Track 
CBLC Hidden Track 1 
CBLCA Hidden Track 2 
CBLCB Hidden Track 3 
CBLCC Hidden Track 4 
CBLCD Hidden Track 5 


UNLOCK ALL CARS AND TROPHY 
MODE TRACKS 


Press CD, RD, €, 3,6,9,0, 4, t, b, X, X +E 
while at the Game Progression screen. To 
unlock the cars and tracks, highlight the 
blank boxes and pressX. 


QUICK ACCELERATION 


Enter LDN as your driver’s name and your 
cars will accelerate much quicker than 
normal. 


HIGH JUMPS 


To enable your car to make high jumps, 
enter FLY with a blank space before the “F” 
and another after the “Y”. 


A You can unlock the bonus cars and tracks at the Game Progression screen. After you unlock the 
Peugeot 405 T16 4WD, view a video by highlighting the car and pressing X. 
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NFL BLITZ 2000 


NFL BLITZ 2000 


Now this is football: thirty yards for a first down, seven men on the field and no zebras throwing flags if you happen to 
pile on, clothesline or otherwise dismember your opponent. 


BLITZ DIARY 


Action 
Center snap 


Two-step drop 


OB squeezes (1) for Turbo boost 


QB taps Œ twice to spin away 


Nowhere to run, OB presses 


(+ for a fast pass 


Receiver catches the ball and is hit 


Ball changes hands twice 


New ball carrier hits ŒD and x for a stiff arm 


Three defenders smother the ball carrier 


Ball carrier gets up 


Result 
OB’s last moment of peace 


Offensive line collapses 
on both sides 


Two linebackers give chase 
First linebacker grabs air 
The ball is gone, but the 
linebackers hit the QB 
anyway 


Receiver does back flip 
and coughs up the ball 


Another receiver grabs it 
out of the air 


Scratch one defensive back 
Ball carrier is down 


Another defender slams 
him back down 


NFL Blitz 2000 is much more than passing, running, and tackling. True, the football basics 
are here, but to succeed at an emotional level, you have to slug it out from the opening 
snap to the final tackle (and sometimes beyond). 


CONTROLLING THE 


MAYHEM 


Get the picture? If you plan on really 
playing the game, not just surviving, you 
need to use every trick in the book. And, it 
might not hurt to invent a few of your own. 
The following sections show you how to 
get the most out of offensive and defensive 
players using special action commands. 
(Consult your game manual for basic 
movements such as running, passing, or 
hiking the ball.) 


WHILE ON OFFENSE 


Before the Snap 
Confuse the defense before the snap by 
using the directional arrows to send a man 


in motion. (A green arrow points to the 
designated motion player in the playbook.) 
If a defender follows the player in motion, 
you can count on a modified or full man- 
to-man defense. Knowing this before the 
snap enables you to change your primary 
receiver, if necessary. You can also turn the 
man in motion into a blocker by pressing 
(+ 4+ or (Ri1)+4+@ at the same time. 


After the Snap: Behind the Line of 
Scrimmage 

The quarterback should focus on delivering 
an accurate pass, which is not always easy 
under pressure. How you deliver the pass 
may determine the play’s success. When 
you aim the directional buttons and press 
xX, the quarterback releases a normal pass 
in the direction of the designated receiver. 
However, when throwing into heavy 
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coverage, a normal pass may get picked 
off. To put extra zip on the ball, press ŒD 
while tapping X. It may be the only way to 
complete a crucial pass against tight 
coverage. 

Another useful, but much more difficult, 
maneuver is the jump pass. To jump and 
pass the ball over an onrushing defender, 
press (4) or X and two of the action 
buttons (for example, (1)+4+x),. 

Although NFL Blitz 2000 is a wide-open 
game where you must complete big plays 
to move downfield, there are times when 
you need just a yard for a crucial first down. 
That is when the dive play comes in handy. 
If you don't see a hole in the defense, press 
ti)+ twice to make your player dive 
forward as he approaches the line. 


Beyond the Line of Scrimmage 

Once the play moves over the line of 
scrimmage, you have even more control 
over your player. To perform a lateral back, 
press X or @. If no one’s around to bail 
you out, press £4)+X or (Ri+X to perform a 
stiff arm on your opponent. 

You can hurdle on either side of the line, 
but it is usually more productive in the open 
field. Press 4 to sail over a defender; for 
added lift, hold or at the same time. 


While On Defense 

NFL Blitz 2000 elevates tackling to an art 
form. Why just tackle when you can do a 
Turbo-Spear and separate a ballcarrier 
from his teeth. 

To dive when tackling, press or @ when 
near the ballcarrier. Invoke Turbo power by 
holding down (4) or while running. 
However, be sure and save some Turbo 
power for the actual hit. 

On pass plays, perfect the swat. Press 
4 or m when the ball is headed in your 
direction. To push your opponent when 
standing near him, hold or R3) while 
pressing X or @. A perfectly timed push 
can force a fumble after a catch. 

Finally, deliver the most damage with a 
Power Tackle. Hold (4) or (8+ or m, 
These hits produce highlight film footage. 


THE OFFENSIVE 


PLAYBOOK 
PLAYBOOK KEY 


Red line: Receiver/Running Back Route 
Green arrow: Optional Receiver/Running 
Back in Motion 

Purple circle: Quarterback 
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A Back Split 


Back Split 

With two running backs, this is an excellent 
high percentage, short-yardage play. 
Check the pressure after the snap and 
dump the ball off to the side away from the 
defensive rush. You can also turn this into 
an option by shadowing one of the running 
backs and passing the ball at the last 
second. Be careful not to fire it in too hard 
or the receiver might cough up the ball for 
an easy interception. 


Cruel Dance 

This is a wild formation that can produce 
either a big gain or a bigger loss. Three 
backs set up behind the quarterback, so it 
takes time for them to get beyond the line 
of scrimmage. If you can keep your 
quarterback away from the rush, look for 
the back that runs left, then breaks off a 
severe slant route to the right. Deliver the 
pass before he reaches the sideline, and it 
is almost impossible to defend. 


Da Bomb 

When you must go deep, Da Bomb gives 
you two deep routes and one medium 
route. The problem with this play is its 
simplicity —the receivers run very simple 
routes that are easily defended by most 
defenses. The two inside receivers are 
especially vulnerable if the defense is in 
man-to-man coverage. It is not uncommon 
for computer defenders to cut in front of a 
receiver to grab an underthrown pass. 


Dog Day 

This is a very crisp play that almost always 
produces a six- to eight-yard completion. 
Two of the three receivers run very long 
patterns on this play, while the running 
back breaks toward the left sideline. Forget 
about the deep routes and concentrate on 
delivering a bullet to the running back as 
he makes his cut. 


02° 


000 


ADa Bomb 


Hurricane 

This play really confuses the defense 
because the slot back runs a long way 
behind the line of scrimmage from right to 
left before turning upfield. If the defense is 
in a zone, this back will turn the corner with 
nary a defender in sight, so you can hit him 
for a big gain. If the defense is playing up 
close and personal, you’ll need to look for 
the two receivers on the right as they cut 
across the middle. Hitting the underneath 
receiver is a much higher percentage play 
than trying to force a deep pass. 


~0 000 0 | 000 00 
009 OF 000,00 


ADog Day A Hurricane 


DOO O 


Oo— 


A Leg Breaker 


Leg Breaker 
This is one of the best medium out 
patterns in the playbook. Look for the 
running back that runs straight downfield 
and then breaks toward the sideline, 
crossing with the other running back. 
Throw the ball as the back reaches the 
sideline and the pass is virtually 
unstoppable. On the other side, the lone 
receiver runs a short down-and-out 
pattern, but he is usually well covered. If 
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you throw this pass too hard, it is likely to 
bounce off the receiver into the waiting 
arms of a defender. 


Monkey 

This is a good alignment to roll behind the 
strong side, where you have two receivers 
lined up one behind the other. The front 
receiver slants across the field to the left, 
taking defenders with him. This leaves the 
quarterback with the second receiver 
cutting back from the right sideline. At this 
point, you can draw the rush in and then 
lob the ball to your receiver, or you can 
take off and run down the sideline. 


Pin Wheel 

This is a great call on first down inside your 
opponent’s 10-yard line. With three 
receivers all in a row on the right side, you 
can get an easy five to seven yards if you 
throw quickly. Don’t go to the well too 
often, however. Come back with something 
wide to the other side of the field on the 
next play. 


A Monkey 


OOO O 


A Pin Wheel 


Super Fly 

You can put a great deal of pressure on the 
pass defense with this three-pronged 
attack. The routes are well spaced, allowing 
the quarterback to stay in the pocket or roll 
out in either direction. The drawback is that 
the quarterback is exposed on the right 
side, after the receivers clear out. The best 


CONTINUED > 
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strategy is to take a quick step back and 
drift left. If the pressure is heavy, look for 
the inside receiver breaking across the 
middle. This is the shortest route and 
easiest pass to complete. 


A SuperFly 


What the.... 

When you stack three receivers on one 
side, you create all kinds of problems for 
the defense, especially if they are caught in 
a medium or deep zone defense. What 
makes this formation unique, is that the 
three receivers split off in different 
directions, making it difficult for even a 
man-to-man defense to keep up. Keep an 
eye on the convergence point for all three 
routes and choose a receiver as soon as 
possible. Pay special attention to the 
outside receiver running straight down the 
sideline. If he gets behind the defender, it’s 
an easy six points. 


OOO o.» 
O O 


A What the.... 


THE DEFENSIVE 


PLAYBOOK 


1 Man Blitz 

If blitzing scares you, this is the play with 
the lowest risk factor. The blitz comes from 
the outside. You can control the blitzer if 
you like the action, but it’s much better to 
maintain control of the lone deep back. 
This way, you can react to the ball if the 


quarterback avoids the blitz and dumps it 
off over the middle. If the quarterback rolls 
right, you’re in the money. But, if he rolls 
left, you could be in for some big trouble. 
Switch control to the closest player and 
pinch the sideline as quickly as possible. 


XXXXX 


A1 Man Blitz 


2 Man Blitz 

The 2 Man Blitz is not as much of a gamble 
as the Suicide Blitz, but it still leaves your 
defensive secondary in a tenuous position, 
with only one man in deep coverage. If you 
maintain control of the deep back, keep in 
mind that he is the center fielder. Don’t 
bring him up to the line. You can’t cover all 
of the medium routes with one man, so 
stay back and guard against the home run. 


A2 Man Blitz 


Cover Deep 

For you to fully appreciate the value of this 
play, you should select it on third down and 
less than 20, and then put the controller 
down. You should watch the three 
computer controlled defenders pick up the 
receivers and move stride for stride down 
the field. 

If only two receivers run routes, one 
defender drops back in the middle. Once 
you see how well the defenders respond, 
you can feel free to get creative with your 
outside linebacker. You should let the play 
dictate whether you blitz, contain the run, 
or roam around the middle of 
the field. 
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A Cover Deep 


Deep Zone 

If you hate getting beat deep, this is 
definitely the play you’ll want in most long 
yardage situations. However, make sure 
you don’t get lulled to sleep by the deep 
backs. A speedy receiver can run right by 
them in a heartbeat, so you must be 
prepared to take over and match the 
receiver stride for stride if the quarterback 
is still loose. If you’d rather not worry about 
the defensive backs, take control of a 
linebacker and rush the quarterback as 
though the play depended on it...because 
it does! 


X s 3 
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A Deep Zone 
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AGoal Stance 


Goal Stance 

A variation on the classic goal line defense, 
this play adds pressure on the quarterback 
by blitzing the outside linemen. A defensive 
back is positioned just behind and to the 
outside of each outside lineman, leaving a 
single defensive back in pass coverage. 
This formation is excellent against the run 
or roll out pass. However, as in most blitz 
formations, you must get to the quarterback 
quickly. Try this play inside the five-yard line, 
or whenever you expect the run. 


Medium Zone 

This formation is yet another excellent, 
conservative formation that drops four men 
into pass coverage. 

A good strategy is to keep one of the 
defenders close to the line of scrimmage 
until the play develops. This allows you to 
react quickly to the run or to rush the 
quarterback if the opportunity unfolds. 


A Medium zone 


Safe Cover 

This formation is an excellent containment 
play for short to medium passes, especially 
if the quarterback rolls to your strong side. 
Be sure to keep control of the defensive 
backs and let the linemen do their thing. 


X XXKAX 


A Safe Cover 


Shortstop 

Just as the name implies, this a classic 
short yardage formation, such as when 
you’re backed up to the goal line or facing 
fourth-and-10. 

This formation has absolutely no pass 
coverage, unless you drop back. Even a 
short out route could go all the way against 
this play. 


X XXXX 


A Shortstop 


Suicide Blitz 

The name says it all. When you commit 
four of seven defenders to the blitz, you 
had better get the quarterback quickly or 
the opposition will ring up an easy six 
points. 

It’s a good idea to hold your player 
back until you see which direction the 
quarterback pulls back from center. If he is 
running away from you, it makes no sense 
to chase him. Instead drop back and look 
for a receiver to cover. 


A Suicide Blitz 


Zone Blitz 

This is a great defensive formation for 
those who like lots of movement. The 
outside linebackers loop around toward the 
quarterback while the outside defenders 
drop back into zone coverage. 


. 
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This provides more pressure than the 
quarterback can handle if he is looking to go 
deep. However, you are open to cutters 
across the middle 10 to 15 yards from the 
line of scrimmage. As a precaution, you 
might want to maintain control over the right 
inside linebacker, and do a delayed blitz if 
the quarterback rolls to your side. Otherwise, 
stay home and protect the middle. 


X XXX XX 


AZone Blitz 


SPECIAL TEAMS PLAYS 


On fourth down, or when time is running 
out in the half or fourth quarter, you are 
presented with the following special teams 
plays in your defensive playbook. 


Block Punt 

When your opponent is faced with fourth 
down, you can choose to send all seven 
defenders toward the punter in an attempt 
to block the punt. The drawback is that 
you will not have a deep man to return 
the punt. 


Punt Return 

This is a traditional punt return formation, 
that has three blocking backs behind the 
defensive front line and a single punt 
returner. 

You can use any defensive formation to 
return a punt. Simply drop one man deep 
before the ball is snapped and then 
position him to receive the punt. 


Block Field Goal 

This formation places seven men on the 
line in an attempt to block the field goal. 
The outside linemen loop around the 
blockers and angle in toward the kicker. 
However, when a fake field goal is 
suspected, you are better off selecting a 
defensive play to match the yardage 
needed for a first down. 
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A After ripping the jersey off a fallen Raider, 
Titan linebacker Joe Bowden gets ready for 
some serious trash talk. 


INTRODUCTION 


If you like your football fast, rough, and 
raw, NFL Xtreme 2 is right up your alley. 
This is street ball at its best (or worst), 
with plenty of monster hits, trash talk, and 
body slams. Forget about running off 
tackle, you’ll need to crank up your game 
to a new level, and our tips show you how. 


SORRY, NO RUNNING ALLOWED 
With five men on a side, including the 
quarterback, dedicated blockers are 
nonexistent. So, with the exception of an 
occasional quarterback keeper, don't try to 
establish a running game. In the rare 
instance that you need a yard or two for a 
first down, stay away from the middle of 
the field. Instead, take the snap, roll out to 
either side, and look for a short receiver. If 
you can’t find anyone, steal the first down. 
If your team has a high rushing rating, 
call more outside running plays, where your 
halfback can use his speed. However, stay 
away from the run on first down, saving it 
instead for short yardage situations. 


SOMERSAULT FOR EXTRA YARDS 


Although it’s no fun running up the middle, 
you can squeeze a few extra yards out of 


AWe have liftoff. 


NFL XTREME 2 


Alf are lucky enough to have Eddie George on your team, you'll have some success running outside, 


but don’t go to the well too often. 


every play with a well-timed somersault. 
When you get your running back into the 
open field, the defenders close quickly, 
very often by coming straight at the ball 
carrier. Rather than hang around for a 
head-on collision, tap 4 to somersault over 
the would-be tacklers. 


AYes, this is the ball and I’m walking into 
the end zone for an easy six. 


PASSING THE BALL 


On most plays, the CPU defense drops at 
least four men into coverage, but all it takes 
is one pass rusher to ruin your day. 
Remember that your center is actually the 
tight end, so he runs a route. Hence, you 
have no pass blocking. The obvious problem 
is having enough time for your receivers to 
run their routes, so it would seem impossible 
to complete long passes with any regularity. 


Al’m open, I’m open! 
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Actually, you can go deep, but first, 
bring the defense up with a series of short 
passes. If you limit your throws to the first 
down marker (or shorter), your completion 
percentage will soar. This also produces a 
number of second or third and short 
situations where you can stretch the 
defense with a deep ball. 


When in Doubt, Rollout 

Without pass blocking, it makes no sense to 
stay in an empty pocket. Sprint out to either 
side, where you can see the rush. With the 
extra time, you can find the open man. 


AWith McNair setting up safely out of 
harm’s way, you can see the open receiver, 
Davis, just past the first down marker. 


AThe unhappy defender is preparing to rip 
your receiver’s head off, but no problem, it’s 
still a first down! 


Cross ’Em Up 

With five on five, the field is huge, which 
presents a major problem for the defensive 
secondary. When you want to go deep, try 
a crossing pattern, but make sure to wait 
until the receivers make their cuts. 


eae 
t GEORGE 


A The coverage is tight until the receivers cross. 


Alt’s first and goal! 


A Tackle Isn’t Always a Tackle 

There is a tendency when playing NFL 
Xtreme 2 to give up after a bone-jarring 
tackle. Big mistake. These players are 
rubberized, and they often land on their 
feet, even after spinning through the air. 
Stay focused, and keep running after your 
receiver returns to earth. 


ee E A E 


A Fasten your seat belts ladies and 
gentlemen, we will be landing in just a few 
moments. 


STOPPING THE RUN 


Although your success on defense depends 
on your ability to shut down the passing 
game, you must still prepare for the run. An 
opposing runner is most dangerous when 
he gets into the open field, because he can 
jump, flip, power charge, and spin away 
from tacklers. Unless you hit the ball carrier 


th 


head on, it is rare to tackle a running back 
one-on-one. Hence, the secret is gang- 
tackling. Keep swarming to the ball carrier 
until he is flat on his back. Then, jump on 
him a couple times to be sure. 
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Alf you give up a first down, make him pay. 


DEFENDING THE PASS 


In NFL Xtreme 2, there is no such thing as 
stopping the pass. However, you can limit 
the flow if you consistently drop at least 
four men into pass coverage. Even with 
four defenders, the opposing quarterback 
can still complete a bushel of passes, but 
you have more tacklers around the ball, 
and the net gain per pass is reduced. 

The game runs at hyperspeed, so it’s 
difficult to react to the ball, but if you have 
positioning on the intended receiver, be 
ready to tap 4 to jump for an interception, 
or at the very least, to deflect the pass. 


AAfter making the pick, the defender 
rambles for another 10 yards with an 
opposing player on his back. 


DEEP COVERAGE 


NFL Xtreme 2 is a pass-oriented game, so 
it may seem logical to drop into deep 
coverage (Three Deep or Four Deep) on 
every play to guard against the bomb. 
However, the CPU will take advantage of 
you by finding seams all over the field. 
Don’t overuse the deep alignments. 


DON’T BLITZ THE CPU 


Although you can rush a human opponent 
until he screams for mercy, don’t pressure 
the CPU quarterback. All it does is remove 
one of your defenders from the field, and 
you rarely get a sack for your trouble. 
Concentrate on blanketing the receivers, 
then take control of a defender and run to 
is it is released. 
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AYWith deep coverage, McDuffie makes 


the catch, then runs for another 15 yards 


before reaching a defender. 


‘ 


O. MCDUFFIE 


FLEX YOUR MUSCLES 


It won't guarantee victory, but it will make 
you smile when you lay a special move on 
your opponent. Get an opposing player in 
your grasp and then repeatedly tap (i), 
R3, ©, or (£2) to initiate one of several 
entertaining moves. 


AFor a special bonus, see if you can toss 
him into the stands. 


Away Team Score 99 800CEF220063 
Away Team Score 0 800CEF220000 
Home Team Score 0 800CEF200000 
Home Team Score 99 800CEF200063 
Big Head Mode 300112500001 
Big Players Mode 300112540001 
Crazy Mode 300112520001 
Flat Head Mode 300112510001 
Long Arms Mode 300112560001 
Play in Egypt 300112580001 
Play on Aircraft Carrier 300112580001 
Play on Cityscape 300112540001 
Play on Pool Table 3001125C0001 
Play on the Moon 300112590001 
Short Arms Mode 300112570001 
Tiny Players Mode 300112550001 
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NFL GAMEDAY 


In NFL GameDay 2001, the passing game has been elevated to an unprecedented level of control. Not only will you be 
successful right away with the standard passing techniques, but your passing accuracy can increase as your skill 


improves. 


ADVANCED PASSING 


THEORY 


CURL 


Curls are plays designed to bring the 
receiver back to the ball. For instance, a 
well-run curl route will see the receiver 
explode like he’s heading for a deep pass, 
only to have the pattern broken off with a 
quick curl back to the ball. The defender 
should now be behind the receiver, thus 
eliminating the possibility of an 
interception. “HOOK” routes are very 
similar to curls, with the exception that the 
receiver expects the ball to be there when 
he makes his hook in toward the QB. 


SLOT 


When in the “slot”, the receiver is said to 
be lining up between the outside receiver 
and the outside tackle (left or right). A slot 
pattern can be out, in, or up the seam. 
The receiver in the slot is generally picked 
up by a linebacker, thus giving him a 
certain speed advantage. If the linebacker 
elects to blitz, the slot receiver can grab 
big yards! 


CORNER 


A corner route is run between 10-20 yards, 
with the receiver heading straight up the 
field and breaking it off just slightly as the 
ball approaches. The corner route is a great 
play to call if the defense has been taking 
away the “out” patterns — it will make him 
think you’re going to take the route far 
outside, when in reality you’ll be catching 
the ball while the defender is still going to 
the spot he thinks you’re going to! 


SCREEN 


The screen pass, also similar to the dump 
pass and the flare, is a good weapon to 
use when your receivers are having a hard 
time getting open down field. You'll find 
these plays designed for FB’s, HB’s, WR’s, 
and TE’s, but we reccomend using the 


plays that feature a player with a good 
amount of speed. Dubbed the “catch & 
run”, a screen to a fast WR (like Randy 
Moss) can turn a 2 yard throw into a 30 (or 
more) yard gain! 


CLEAR 


This play is conceived to isolate a single 
receiver on one side of the field, and the 
remaining receivers on the other side, thus 
bringing a single coverage situation to the 
featured WR. Also, as the intended WR and 
the decoy head up field, they will bump off 
of the nearest defender, causing the decoy 
to be followed, allowing the main WR to 
be left uncontested on his way to finishing 
the route! 


OUT 


As the name implies, this route takes the 
intended receiver on a pattern away from 
the middle of the field and toward the 
sideline. The out pattern comes in all 
varieties, from quick outs, to slot outs, to 
deep outs; It’s all available to you. Just be 
sure to time the play so that the receiver is 
on his way out to the sideline before you 
throw the ball! 


The exact opposite of the play mentioned 
above! This pass play is generally targeted 
for short yardage gains, as the recievers 
will tend to stay underneath the linebacker 
coverage. These plays are great for 2-point 
conversion attempts, as well as plays 
inside your opponent’s five yard line. 


CROSS 


The crossing pattern works well in man 
coverage, but caution needs to be 
exercised when attempting to throw it into 
a zone defense. The reason? Most crossing 
patterns are designed to go deep and over 
the middle, and if there’s a safety back 
there playing center field, he’s liable to get 
to the ball before the receiver does! 
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ADVANCED RUNNING 


THEORY 


Back in Gameplay 101, we were taught the 
basics of controlling runners and 
performing certain moves, most via the 
Circle button (kind of a “one button does 
all” type of play mechanic). Now, it’s time 
to take even more control over your 
success, as we'll learn how to perform the 
same moves ON COMMAND, thus giving 
you even greater control over the outcome. 
Here’s the list of moves and how they are 


performed: 

Stiff Arm (£2) or (R2) 
Juke Ri 

Dive Double tap = 
Shoulder charge Double tap x 
High step Double tap 4 
Double spin Double tap @ 
Pitch the ball Double tap RD 
USE THE SPEED BURST 


The best weapon you have as a runner or 
receiver is your speed. Thus, you will want 
to use the Speed Burst as soon as you 
receive the hand-off. Waiting serves no 
purpose other than to allow the defense 
time to close in on you, so hit & as soon as 
you can. 


STICK THAT STRAIGHT ARM 


Every once in awhile, guys are on you 
before you know it, and you won't have a 
chance to juke your way out of their path. 
That’s why there’s the straight arm (stiff 
arm). Just plant that meat hook underneath 
their chin straps and watch them crumble 
like a house of cards! 


JUKE SWEETNESS 


Sometimes nothing beats a good ol’ 
fashioned embarrasment, like the kind you 
put on a defender after you’ve juked them 
out of their socks. Just remeber not to try it 
too soon, or you'll end up juking your way 
right into their tackle. Instead, wait until the 
two of you almost meet, then hit RD and 
dance into daylight! 


TAKE THE SHOULDER CHARGER 


Nothing like a bull in a china shop, and 
there’s nothing like giving a DB a bull rush. 
Just double tap & and lower that shoulder, 
and you'll turn the defenders into a bunch 
of pancaked Brian Bosworths! 


ADVANCED DEFENSIVE 


THEORY 


Your skill on “the other side of the ball” will 
need to keep pace with your offensive 
prowess, and this is just the place to learn 
all of the special moves and secret 
strategies. As you will soon discover, 
defense is more than just tackling. Quite 
the opposite, really, as tackling is just the 
byproduct of all the preparation and hard 
work you’ve accomplished on the days 
leading up to Sunday afternoon. We will 
share with you the required skills and 
strategies you'll need. First, though, let’s 
take a look at the new moves that you can 
perform: 


Defensive shoulder Double tap x 
charge 

Shift defensive + Left/Right 
line position directional pad 

High tackle Double tap = 

One handed deflection/ Double tap 4 
interception 

Move DB’s & LB’s (3) + down on 
closer to line directional pad 

Switch to deepest guy Double tap @ 
in coverage 

ONE FOR THE RUN 


One of the ways to stop a known rushing 
play is to blitz with a linebacker. If you 
suspect a run, press (£3) +down on the d- 
pad to bring the LB’s (and DB’s) a little 
closer to the line. As the QB barks out the 
signals, start inching the LB into position 
and when the ball is snapped, hit Speed 
Burst (x) and bust through the hole and 
tackle the ball carrier for a huge loss! 


TAKE THE ROCK 


When you have a good look at your 
opponent, why not try to take the ball 
(instead of just taking off his head)? 
Sounds like a smart idea, and thanks to 
the “hard hit combo”, you can. This combo 
is actually a quick double tap of the x 
button, obviously when you’re in close 
range. Of course, if you concentrate on the 
ball, you’re more likely not to tackle the 
player AT ALL, so use the force wisely, 
young Luke. 


SACK MAN 

Always dreamed of being the next King of 
Sack? Here’s your chance. On downs that 
dictate the passing play (3rd and 9, for 
example), move the weak side outside 
lineman (the one that won't be double 
teamed) another body width away from 
where he’s supposed to be lined up (no 
Illegal Formation in this game!). As soon as 
the ball is snapped (if not a half-second 
sooner), hit the Speed Burst and make a 
bee-line for the QB, diving just before you 
get to him. If you dive after he’s thrown the 
ball, you’ll get no sack, but a 15 yard 
Roughing the Passer penalty instead. 


KEYS TO SUCCESS 
USING PLAY AS ANY 


SKILL RECEIVER 


Don't try and run lengthy pass patterns. 
Since you will be focusing your attention 
on the receiver & running the route, you 
won't be able to move the QB out of the 
way of the onrushing defenders. Thus 
you’re more likely to get sacked if you try 
to go too deep. 


eLook for weaknesses in the defense 
before you elect to play as a receiver. You 
want to make sure you have a good idea 
of where you’re going, so if you see a 
hole in the zone or single coverage on 
your fastest receiver, then go for it! 


Don't forget about Max Pro. Even though 
you’re using the Play as any Skill 
Receiver mode, you can still utilize the 
maximum protection option to help give 
you a little more time in the pocket. 


One of the best types of plays to use with 
the Play as any Skill Receiver mode is a 
deep threat formation that sends all of 
your receivers down field. Take control of 
the HB or FB and move him into a spot 
left vacated by the DB’s who are busy 
chasing the WR’s down field! This is a 
great way to pick up a 15-20 yard gain. 


EASTER EGG 

The Easter Eggs in NFL GameDay 2001 are 
awarded each time you beat the CPU, and 
then can be entered for use anytime 
thereafter. To enter the Easter Eggs, simply 
go to the Options menu, select “Easter 
Eggs”, and then type in the special code. 
Of course, we have included the complete 
listing of Easter Eggs for your gameplaying 
enjoyment! 
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ALL EVEN 


BIG PIG 
CRUNCH 


STICKEM 


SPECIAL MOVE 
TINY GUYS 
GD FIELD 


GIANTS 
UNBEATABLE 
JACK HAMMER 
LINE BUSTER 
ENDURANCE 
COFFEE BREAK 


INSIDE THE 5 
5 yard pass 
Formation 

Play 

Target 


5 yard run 
Formation 
Play 
Target 


INSIDE THE 10 
10 yard pass 
Formation 

Play 

Target 


10 yard run 
Formation 
Play 

Target 


INSIDE THE 15 
15 yard pass 
Formation 

Play 

Target 


15 yard run 
Formation 
Play 
Target 


INSIDE THE 20 
20 yard pass 
Formation 

Play 

Target 


20 yard run 
Formation 
Play 

Target 


Makes every player 
equal in ability. 

Super sized football! 
Exaggerated volume on 
big hits. 

Receivers catch 
everything. 

Juiced up special moves. 
Really teeny-tiny players. 
Special GameDay field 
complete with logos. 
Super-duper big players. 
Extra hard difficulty level. 
Super stiff arm. 

Super swim move. 
Players never get tired. 


Game speed is super fast. 


Three Wide 
Cross Hook 
Primary Receiver 


Pro Blue 
24 Hit 
Running Back 


Pro Blue 
Quick Outs 
Tight End 


| Formation 
Off Tackle 
Running Back 


Shotgun 
Go Route 
Slot Receiver 


Twins 
Power 
Running Back 


Shotgun 
Deep Post 
Far Right WR 


Pro Split 
Pitch 
Running Back 
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NHL 2000 


One of the most popular series in sport games returns with the 2000 version of this fast-paced ice hockey 
extravaganza. This guide covers basic tips to help your team gear up for the long season ahead. 


Chicago Blackhawks® 


Understanding the fundamentals of the 
game is essential in being successful 
and making a serious run for the Cup. 
The following skills take time to develop. 
If you’re new to the series, adjust to the 
gameplay before starting a season. 


SKATING 


Skating is the easiest function in the 
game, but the uninitiated can find it 
confusing and frustrating. Move the 
selected player by pressing the direction 
pad. However, unlike a football or 
basketball game where the player can 
respond immediately to your control 
inputs, your hockey player on skates 
can’t perform sharp directional changes. 
When your players move slowly, you can 
move them quite easily. But when 
they’re charging down the ice, turning is 


A Efficient passing helps set up scoring opportunities such as this one. 
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more difficult because they cover much 
more ice. To slow your player, press the 
directional pad in the opposite direction 
as your player’s motion. Conversely, 
press and hold the directional pad in the 
same direction as your player’s motion 
to make him accelerate. 


PASSING 


The need for effective and accurate 
passing can’t be overstated. Moving the 
puck around not only allows you to 
advance and score, but it also keeps the 
other team on the defensive. Sometimes 
you’ll need to pass to an offscreen 
player, so stay aware of your formations 
and where your teammates are 
supposed to be. Likewise, pay close 
attention to where the other team’s 
players are—your passes can be 
intercepted. Cross ice passes are 
effective in setting up scoring 
opportunities, but they are intercepted 


easily if an opponent is in the way. On 
your end of the rink, refrain from 
passing in front of your goal—an 
interception here can result in a juicy 
goal shot by your opponent. 


SHOOTING 


Obviously, shooting is how to score 
goals. However, scoring takes patience 
and careful planning. Instead of 
shooting every time, pass the puck 
around and wait for an open shot. When 
you see an opening, snap a quick shot 
at the open net behind the goalie. Aim 
by pressing the directional pad at the 
same time you shoot. If you don’t aim, 
the puck fires dead center at the goal, 
usually hitting the goalie right in the 
chest. Shoot toward the net’s upper 
corners—these shots are harder for the 
goalie to block. 

To increase your shot’s power, 
press and hold @. A power meter 
appears just below your player, 
indicating the wind up of a powerful 
slap shot. The wind up takes quite a 
while and makes you vulnerable to 
checks, so watch out. When the meter is 
full, your player releases a powerful shot 


APress and hold @ to wind up for a slap shot. 


on goal. Unfortunately, these shots 
aren’t very accurate—don’t be surprised 
if the shot misses the goal entirely. 
However, the power makes the shot 
difficult to catch or trap, allowing you to 
capitalize on a rebound. 


A Winning face offs in the attack zone gives you an immediate opportunity to score. 
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CHECKING 


A clean body check on your opponent is 
the best way to jostle a puck loose. 
Checking is an important part of your 
defensive game, but make clean hits 
and refrain from taking cheap shots. 
Sometimes you can get away with 
questionable hits, but don’t make a 
habit of it—giving the other team a 
power play opportunity because of a 
penalty is never a good defensive 
strategy. Always go after the skater with 
the puck—hitting other players can 
result in an interference penalty or even 
a fight. 


FACE OFFS 


Winning face offs is the easiest way to 
gain possession of the puck. Instead of 
wildly mashing buttons, simply tap X at 
the right moment. Watch the official’s 
arm at the beginning of the face off. 
When he drops his arm, he also drops 
the puck. If you can coordinate your 
button pressing with this action, you'll 
almost always win face offs. Once you 
gain possession, pass the puck between 
your two defensemen until your forwards 
can get into an offensive formation. 


CONTINUED > 


0002 IHN 


NHL 2000 


CONTINUED > 


A Don’t screen your goalie! 


DEFENSIVE STRATEGY 


Although two players are specified as 
defensemen, defense is a team effort 
and should be played as such. During 
an opponent’s offensive sequence, get 
your forwards back in your zone to help 
secure the puck. Meanwhile, use your 
defensemen to check and generally 
harass the other team’s offense. At best, 
checking incoming opponents with your 
defensemen will successfully jar the 
puck loose, giving you control. At worst, 
it will slow down the other team’s 
offense, allowing your forwards more 
time to get back in your defensive zone. 


DEFENSIVE TIPS 


e Break up offensive drives before they 
reach your defensive zone. Aggressive 
forechecking keeps the puck at the 
other end and gives you more scoring 
opportunities. 


e Don’t screen your goalie. Make sure he 
has a view of the puck at all times. 


e Exercise extreme caution when your 
goalie passes the puck back out onto 
the ice—your opponent is waiting for a 


sloppy pass. If you can’t safely release 
the puck back onto the ice, simply 
hold onto it and wait for a whistle to 
initiate a face off. 


e Your defensemen must be tough and 
fast. Besides dishing out damage, 


they must keep up with the league’s 
fastest forwards. 


e If things get chaotic in your defensive 
zone, don’t hesitate to clear the puck 
out. You may get called for icing, but 
it’s better than getting scored on. 


OFFENSIVE STRATEGY 


Your offensive efforts center around 
setting up scoring opportunities. 
Teamwork is the key to consistent goals. 
Your forwards need to pass the puck 
accurately and often. If you hold onto 
the puck too long, you'll attract all kinds 
of bodily harm, not to mention 
turnovers. Time it to release a pass just 
before your skater is hit. Moving the 
puck around keeps your opponent’s 
defense moving and allows you to enter 
the attack zone. 

Don’t stop passing when you enter 
the attack zone—now you really need to 
cause some confusion. Tricking the goalie 
is difficult, but it can be refined into an 
art with some practice and planning. For 
example, approach the goal from the 
right side, and let the goalie see you 
coming. Before reaching the goal make a 
quick pass to a teammate on the left side 
of the goal and shoot. If you plan and 


AGrab rebounds quickly before the other team regains possession. 
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time things correctly, the opponent’s 
goalie doesn’t have a chance. These give 
and go plays offer you best chance at 
scoring consistently. 


OFFENSIVE TIPS 


e If you win a face off in the attack 
zone, try shooting immediately. 
Chances are, with 10 skaters in front 
of him, the goalie will have a hard time 
seeing the puck. You also have a good 
chance of scoring off a deflection. It’s 
messy, but a goal’s a goal. 


If you have a lone forward in the 
attack zone, try setting up a screen. 
Wait until a defenseman is between 
your skater and the goalie, then aim 
and release a shot. With some luck, 
the goalie won’t see your shot until 
it’s too late. 


During a breakaway, charge the goalie 
head on and weave from left to right. 
Use the deke button to further confuse 
the goalie. Stuff the puck in a corner 
of the net as you zoom past the net. 


Wind up for a slap shot, but pass the 
puck before you shoot. Sometimes the 
goalie anticipates the shot and flops 
on the ice, making the net wide open 
for a top shelf goal. 


During power-plays, keep the puck 
moving until you see a good scoring 
chance. Shoot with your defensemen 
and use your forwards to pick up 
rebounds or cause redirections. 


SUPER GOALIE 


Enter Patrick Roy as a name at the 
Create-a-Player screen. Say "yes" to 
use his ratings. Adjust the ratings to 
anything you prefer. Return to the 
previous screen and change the name, 
but don’t change any other setting. 


SUPER DEFENSEMAN 


Enter Sandis Ozolinsh as a name at the 
Create-a-Player screen. Say “yes” to 
use his ratings. Adjust the ratings to 


anything you prefer. Return to the 
previous screen and change the name, 
but don’t change any other setting. 


WAYNE GRETZKY TRIBUTE 


Enter Wayne Gretzky as a name at the 
Create-a-Player screen. The game 
assigns your player jersey number 99. 


SUPER PLAYERS 


Enter the name of a player who is rated 
99 at the Create-a-Player screen. You 
can enter Joe Sakic as a name. Say 
“yes” to use his ratings. Adjust the 
ratings to anything you prefer. Return to 
the previous screen and change his 
name, but don’t change any other 
setting. 


CROWD NOISES 


Press and hold 4 after scoring a goal 
or after a fight. 


THE DUDE PLAYER 


Enter Bruce Willis as a name at the 
Create-a-Player screen. The announcer 
refers to “The Dude.” 


A Empty net goals may lack style and finesse, but they provide the extra insurance you want. 
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INFINITE TIMEOUTS 


Press Start after a whistle, enter the 
Strategies screen, then select “Timeout.” 
Immediately press 4, enter the screen 
again, and immediately press X. Do this 
until your line is full. 


NIGHTMARE CREATURES 


NIGHTMARE 


CREATURES 


In the dark and eerie streets of a fantasy London, something evil is stirring. Only two brave warriors stand before a 
horde of hideous monstrosities from beyond the grave, and if they fail, the entire city will fall under a dark tide of 
nightmare creatures. So if you’re thinking of trying to save the day, you’d better check out this full moves list and 


level-by-level guide. 


IGNATIUS 

R EE Double Kick 

Triple Kick 
...Double Strike 
„Triple Strike 

... Hammer Curl 
Lunge Kick 
Crescent Kick 
Windmill Slam 
..Scottish Backhand 
„Spin Strike 

E AEE, Ahab’s Spear 

E N Ahab’s Revenge 

ya „High Kick Feint 

oem ..Judas Jack Knife 
...Last Judgment 
EIEEE Hammerhead Crush 
at MM over aveeves eve Armageddon Tactic 
a ... Tornado Kick 
...Roundhouse Volley 
, ...Flying Elbow Smash 
Miana Flying Staff Strike 
IM oriee en e 360 Jam 

...Back Strike 

Block 


wx xX X Pw X 


an 
x 


EEX 


++ y 
mx _ 
: > ooo 


NADIA 

aosida denar Double Kick 

... Triple Kick 

...Double Strike 

... Iriple Strike 

....Back Flip Kick Combo 
Side Flip Kick 
Gymnast Kick 


....Feet of Fury 


xXX Bw XX 


KEX Geet Gymnast Strike 
X,t +X, Mt Ko Divide & Conquer 
MRI ia Whirling Dervish 
Mee esana Spin Blade 


....Muscovian Boot Stomp 


r e EENAA Overhead Slam 
A, B. „Flying Cross 
+, X. ..Back Kick 

Block 
Note: Partial combos also work effectively 
PASSWORDS 
Level 2 1,0, A, ¢, A,B, X,@ 
Level 3 T,X, @®, 4, A, 4, m, t 
Level 4 T, m, A,X, 4A, 8,7, © 
Level 7 A, ¢, A, X, @, €, 0, X 
Level 8 A, 3,4,7,0, 0, X, E 
Level 9 ©, 4, A,X, 0, 0, H, X 
Level 10 ©, 0, 4,2,4,1, 4,4 
CHELSEA 


e To put something in inventory, simply use 
m, which is also the Weapon Attack button. 

e For Nadia and Ignatius both, the best 
combo-button attack on this level is W, m, m. 

e You begin the level with a Pistol. Press mito 
add the Smoke Flask to your inventory. 

e For the best results on this level Ignatius 
should use # + @ for maximum impact. 
Nadia excels at kicking. 

e If you haven't noticed the blue energy bar 
on the left side of your screen, take a look 
at it now. This is a timer that counts down 
the amount of time you have left to find and 
kill another monster in the level. 

e Part of the strategy involved is in knowing 
when to kill the various monsters. 
Sometimes, especially later in the game, it 
becomes helpful to let an enemy live if you 
know you’re going to have to come back 
that way. The timer in the later levels gets 
progressively faster. 

e Not all of the monsters in the game give 
you items when you kill them. In the later 
levels, they can get downright stingy. To add 
these monster donations to your inventory, 
all you have to do is walk through them. 

e There are a number of levers on different 
levels. When you hit them and get the video 
clips, you can activate the map function by 
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pressing and get a general idea of 
where the gate is on the map. 


e When dealing with Zombies, you will 


discover in short order that total destruction 
is required to put them completely down. 
Your best offensive move against them is ®t 
+ ™. Even then you may only pop their 
heads off, allowing them to get up again. 
Make certain they are dead to get your full 
monster count at the end of the level. Wait 
for them at a safe distance; then when they 
get up, whack them again until they are 
truly dead. 


e There are occasions when you can strike 


the exploding barrels with your weapon and 
get away or through quickly enough that 
the resulting explosion does you no 
damage. Do you feel lucky? 


e If you haven't noticed yet, when more than 


one monster is on the attack, usually only one 
of them can hit you at a time. The danger 
here, though, is that you will kill the monster in 
front of you, keep it on its feet with repeated 
blows, and get waylaid by the monster at your 
side or behind you. Always keep an eye on 
the blue energy bar so that you know when 
you have achieved a kill for certain. 


e One of the most helpful strategies is the 


Banzai Berserker charge. Leap up onto the 
grassy area beside the stone path you are 
following, then run toward the nearest Bat 
Gargoyle. Hit it while running and leaping. 
®t + 4, then a whack with the m. Most 
times the Gargoyles will die quickly. But 
watch out where your charging leaps take 
you because you may end up in the middle 
of an aerial combat between all three. 


PIMLICO 


 Ignatius’s combo on this level is W, X, I, 


x. Nadia’s combo is X, X, X, @. 


e If you’ve got a lot in inventory, stick around 


and kill everything to get your points. There 
are no inventory items here, and no secrets. 
But for those of us who like to really feel 
challenged, here’s a free-for-all. 


Spitalfield 

e The combo of strokes that does the best 
on this particular level is X, X, X. 

e By the way, have you noticed the way your 
blue energy bar seems to have sped up in 
its decrease? It’s not your imagination. It 
has. And each of the levels gets faster and 
faster. Be swift, be certain, or be dead! 

e Watch the Dockers especially. If you don’t 
keep a close eye on the blue energy bar, 
which lets you know when you have killed 
one, you might keep hammering away at 
him long after he’s dead. 

e Mastering the leaps is essential for some of 
the later gameplay. You have to learn to 
judge the distance and hold the running 
leap buttons (# + 4) down till you are clear. 
In some of the later levels, you will be 
required to learn how to shorten those 
jumps, or jump at angles to get the right 
distance. 

e Also be careful that you don’t knock one of 
the monsters into the water that has an 
item you might want. You won't get your 100 
percent at the end of the level, and you 
won't get your item either. 

e The bridge in this area can be a problem 
due to the perspective. Move around until 
you line it up, peering over the shoulder of 
your chosen character. If you move around, 
it will happen. You will find it very difficult to 
make the jump correctly without taking the 
time to do this. 


THAMES TUNNEL 


e Nadia’s combo specialty for this level is ™, 
m, 4, X. Ignatius’s is M, m, X, m. 

e One of the best tactics for the “surprise” 
areas with the Dockers is to rush them and 
pen them up in the narrow areas. If handled 
successfully, you can pummel them to 
death without taking hardly any damage. 
However, one good shot by the monster 
and you are out in the corridor on your 
keister, scrambling for your life. 

e If killing the Insects poses a problem, use a 
Pistol. You get a few of them on this level, 
and the area where you have to have one 
for a necessary quick kill is indicated. 

e Despite looking ferocious, having an 
incredibly long reach, and doing 
considerable damage, the Thames Monster 
dies fairly easily when compared to a 
Docker. They really look worse than they are. 
Pistols are favored, but you can kill them 
with a sword or staff as well. Just don’t get 
all caught up in an attack and end up in the 
water yourself because you'll drown! 

e The strategy here is to keep one Docker 
always in front of the other. Never let them 
get side by side. And the last thing you 
want one of them to do is get behind you. 
They will strike quickly from that position. 

e You should plan on keeping a few Pistols to 
get through these areas. Otherwise, 
ducking and dodging Thames Monsters 
while jumping across water gets downright 
risky in a hurry. 


VAII of Nadia’s impressive variety of kicks are fast, powerful and long-range. Use them to stop the 


nasties from getting close. 
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WESTMINSTER 

e Ignatius’s combo is m, A, m, X. 

e If you’re running disastrously low on life 
energy at this point, avoid the crack and 
keep going. But for those who want to kill 
every creature, here’s a couple to keep you 
busy. Set the exploding barrel off to open 
the door. 


INDIA DOCKS 

e Your combo for Ignatius on this level is Œ, 
X, mE, @ + A. Nadia’s combo is m, A + @. 

e The Pendulums are easier than they look. 
Don't get anxious; wait for them to create 
the opening you need, then leap. 


HIGHGATE CEMETERY 


 Ignatius’s combo here is X, m, @. 

e If you have a Smoke Flask in your inventory, 
this is a good place to use it. Hit the 
creatures while they can’t see you. Also, 
another strategy is to attack each of the 
individual coffins before trying anything with 
the black stone one. Most of them will give 
you items as well. 

e The blue energy bar is ticking away right 
now, but be calm. As long as you are killing 
the monsters you come in contact with at 
these points, you will stay alive. But make 
sure you kill them. 


HAMPSTEAD HEATH 

e The combo for Nadia on this level is X, ® + 
x. For Ignatius, the combo is m, A, X. 

e As a strategy tip at this point, don’t get too 
gun-happy. If you kill off too many of the 
easy monsters, you'll end up dying 
because of the blue energy bar. Leave the 
Thames Monster on the right till you get 
back to it. 


QUEENHITE DOCKS 


e Your combo for Ignatius here is X, m, m, 
For Nadia, the combination is X, t + X, A 
+X, 

e The important strategy here is not to allow 
the Docker to lure you onto the bridge 
behind him. The swinging grappling hook 
can create all kinds of problems, and if you 
get knocked into the water, you die 
instantly. 


CITY 


e Nadia’s combo on this level is m, m, m, X, 
T + X. Ignatius’s combo is X, X, X, m, 


SMITHFIELD 

e As Nadia, your best offense on this level is 
your kicks. Ignatius seems to do the best 
with the staff. Try very hard not to allow the 
Gargoyles to gather on you like flies on 
roadkill. 

e Nadia’s combo is m, X, X. Ignatius’s is 
the same. 
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NIGHTMARE CREATURES 
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A Nightmare Creatures is more about fighting than exploring, but keep your eyes open all the same—you never know what you might find in your travels. 


On the password screen enter these 
commands: ¢, t, X, m, 4, A, E, 4. 


Now when you start a new game you will 
have infinite everything including lives and 
weapons. You will be able to play as a 
monster and choose the level you start on. 


REGENT’S CANAL 


e Ignatius’s combo for the level is X, m, A. 

e To properly manage the strategy in this area 
and get the most bang for your buck, keep 
the Dockers in a line, one after the other, so 
they can’t mass up on you. It can be tough, 
but it can be done. This will help cut down 
on the loss of life as well as the overuse of 
inventory items. 


LONDON Z00 

e Ignatius’s combo for this level is W, m, m, 
x. Nadia’s is X, X, $ + m. 

e One of the Flesh Zombie’s favorite moves 
at this point is to entice you into following it 
between the cages so a Banshee will join in 
the fun as well. If you can handle both, go 
for it. Otherwise, make it come to you on 
your terms. 

e Jumps—aaarrrrghhh! Again, it’s all in the 


hands and whether you keep your fingers 
on the buttons for too long. Make the 
jumps, fingers off the buttons. And always 
jump the shortest distance across! 

e Dynamite and Torch weapons don’t work in 
this mud, for those of you who are 
incendiary at heart. 


ST. MARILYBONE 


e Nadia’s combo is X, m, U + E + X. 
Ignatius’s is X, 4, @. 

e Make sure you save either the Pistol or the 
Berserker for later in the level. Near the very 
end, you will have to face three Gargoyles 
at one time. Unless you have an edge, you 
will be history in a heartbeat. 

e A word about the strategy here. If you lure 

the Docker on a bit, you can get it to 

commit to pulling out of position. Keep it far 
enough away from the Gargoyle, and you 
can kill the Docker without ever activating 
the Gargoyle until you are ready. When the 

Gargoyle does activate, force it up against a 

wall and wail on it till it drops. 

Remember to use the side-to-side move 

that will put you behind an opponent. This 

is the level where that all comes together 
for you. Use ŒD or £2) to crawl in behind 
the creatures. Then pummel them to death 
as quickly as possible. 


BLOOMSBURY 


e Nadia’s combo on this level is m, X, X, X. 
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Ignatius’s combo is X, m, X, @. 

e If you can, save the Rifle till the very end of 
the game. You’re going to get intensely 
crowded there and probably be low on life. 
And the Rifle will drop everything in sight. 
Also, if you happen to have a Freezer left 
over from an earlier level, note that it has no 
effect on Hellhounds. 

There is no way to avoid taking some 
damage here. But the rewards for doing it 
are great because the weapons come in 
really handy. If you’re low on life and die, 
when you trigger your next life, run 
immediately through the fire and you won't 
be touched. Of course, coming out is 
another matter. You’re going to need a lot of 
lives or Red Energy Orbs to pull this one off! 


Berzerker 800CC06A0009 
Chaos 800000700009 
Dynamite 800000620009 
Fire Bombs 800CC0660009 
Flash 800CC0640009 
Freeze 800CC0600009 
Healing 800CCOGE0009 
Infinite Credits 800CC0060009 
Multi-Gun 800CC0680009 
Pistol 800000720009 
Proximity Mines 800CC05C0009 
Repulsive Smoke 800CCO5E0009 
Super Healing 800CC06C0009 


NINJA: SHADOW 
OF DARKNESS 


Ninja: Shadow of Darkness tells the story of the young warrior, Kurosawa, and his quest to save his land from the evil 
corrupter, Batanaka. Batanaka has broken a truce with the help of a legion of demons from the pits of Hell. The future 
is uncertain. Innocents are slain or turned evil, becoming slaves in the overlord’s dark army. As Kurosawa, you face a 
friendless journey to the depths of Batanaka’s domain. But don’t worry about it—we can help. 


STRATEGIES AND TACTICS 


Ninja: Shadow of Darkness is a high-action, 
arcade-style 3D adventure, which uniquely 
incorporates elements of other games you 
may have played. The controls aren't 
complex when it comes to combat. The 
ninja flows into combinations of punches 
and kicks without requiring you devote 
hours to memorizing elaborate command 
strings. The combat pushes the game 
forward, but is not purely the focus as you 
work your way along. What is important is 
choosing where to make a stand. Have 
enough in your bag of tricks so that you’re 
not merely a plaything for the resident 
demons. 

And that’s where this strategy guide 
comes in. A certain amount of 
randomization takes place in each level, 
specifically with regard to the contents of 
certain chests. Big-ticket items— weapons, 
magic scrolls, food—are always found in the 
same places. This first section gives you a 
general overview of some things to expect 
as the saga of the young ninja unfolds. The 
second, “The Levels,” reveals a few specific 
hints on the 15 areas you have to journey 
through. 


EXPLORATION AND COMBAT 

Combat in Ninja: Shadow of Darkness is a 
relatively straightforward endeavor, especially in 
the context of the elaborate movement puzzles 
in the game’s latter levels. Still, there are a few 
tactics you can apply to almost every foe you 
will encounter. 

You'll find some advice for specific monster 
types and boss monsters in the second 
section. In general, always take the camera 
angle into consideration. And count on the 
game to make life difficult by introducing 
enemies into areas where you'd rather not be 
duking it out. Structures that obscure your view 
and camera angles that provide a limited scope 
of the action are a part of the game. Have 
sense enough to seek higher ground. 


When it comes to unleashing combos on 
your foes, you have only to use the punch or 
kick button repeatedly. This causes the ninja 
to cycle through his arsenal of attack forms. 
Note that you don’t want to use both types 
of button—punch and kick—in conjunction. 
That breaks the sequence, and you'll only 
get off the low-end type of each attack. 
Focus on one enemy at a time, knowing 
your kick is somewhat stronger than your 
punch, especially delivered in sequence. 
Furthermore, some of the foes you face are 
slightly more susceptible to a punch versus 
a kick, and vice versa. Experiment with your 
foes, and you'll quickly learn which attack 
form works best. 

As your magical abilities increase—as 
you pick up scrolls during your journey — 
notice that the damage you inflict via punch 
or kick also increases. Experiment with 
punches and kicks as your powers increase. 
You’ll discover that sometimes you can 
eliminate an enemy who takes several 
punches to kill by using a single, high- 
powered kick. When you’re packing several 
scrolls, you can also execute deadly 
backward flip-kicks and reverse punches 
that often kill enemies with a single blow. 


RESOURCES 


As you explore further, resource 
management becomes key, as does 
discerning which foes receive highest attack 
priority when you confront mixed groups. 
Certain items—keys, weapons, and 
scrolls—remain on the ground indefinitely 
after you discover them. You’ll always want 
to pick up a key. But whether you pick up a 
weapon or a scroll when you first discover it 
is a critical consideration. 

First, consider your health. If your health 
is at a dangerously low level, you’ll probably 
want to avoid picking up scrolls or weapons. 
As odd as that seems, consider that, should 
you die in the immediate future, the weapon 
or scroll will be lost. You lose one scroll and 
your only weapon whenever you get killed. 
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Buy Ninja: Shadow Of Darkness—Prima’s 
Official Strategy Guide for the location of 
every key, all the hidden treasure chests, and 


a detailed, pictorial walkthrough. 


Wait until you can find some food, or an 
enemy drops some, and then double back 
and get the scroll or weapon. That way, you 
can hang onto those important items as 
long as possible. 


ATTACK AND DEFENSE 


In a mixed group, of course, eliminate the 
most dangerous foes early. At first, you 
distinguish these according to which one 
carries a weapon. As the game progresses, 
your enemies begin displaying some very 
damaging ranged attacks and greater 
tactical insight. 

Foes with ranged attacks are far more 
likely to stand back and blast away at you if 
other villains are present to keep you occupied. 
You simply can't let them get away with that for 
very long. You'll realize quickly which bad guys 
are going to step back and take potshots. 
Chase them down and kill them before they 
have a chance to punish you. 

Throughout the game, beginning 
specifically with the first of the Cloud levels, 
it becomes vitally important to watch your 
step as you fight. Precarious ledges are no 
place for a ninja’s heels. One lucky blow 
from an enemy can send you screaming into 
oblivion. You want wide, open spaces for 
your battles, and, when that just isn’t 
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possible, you want to be the one with your 
back to the wall. And avoid fighting near 
pathway corners and other places where the 
camera angle is likely to change. Your 
enemies have no problem keeping you in 
their sights when the camera shifts around, 
and a moment’s confusion on your part is all 
the opening they need. 


THE ENVIRONMENT 


The camera angle figures more prominently 
when you explore—especially in terms of 
surviving some of the more complicated 
movement puzzles in the game. When you 
must make a jump, walk to the edge of the 
ledge in question. Then wait to see if the 
camera angle changes to something more in 
keeping with the task at hand. 

Being a ninja is more than just leaping 
from one place to another. You’ll need to 
display a sense of timing and an appreciation 
for your abilities and limitations. The timing 
puzzles are the most perplexing, especially 
as you confront each for the first time. Watch 
for a pattern, and don't rush through an 
obstacle if there’s a safe area that will allow 
you to stop and reassess the situation. 

As you explore, study each area for a 
telltale sign that something valuable lies 
concealed nearby: As you come into each 
new area, you may spy a twinkle in the air. It 
lasts for maybe half a second, then repeats 
every five seconds or so. If you’re in a hurry, 
it’s easy to miss. 

Some patterns are easy to recognize. 
The candles in the Monastery Interior are a 
case in point. If there’s a candle, there’s a 
coin inside. Other levels display similar 
patterns—look at your surroundings closely 
when you get the chance. 


AVOIDING TRAPS AND DEADLY 
OBSTACLES 


There are some unique and rather tricky 
obstacles within Ninja. There are specific 
types that occur throughout the game— 
always be on the lookout for them. Certain 
types of traps, for instance, are unique to 
chests. Those include exploding chests, 
spiked chests, and the hideous homing- 
missile chests. Deadly obstacles are those 
you must overcome with timing and agility— 
and nerve. Open chests with a semicircular 
ninja motion. That way, if a chest is trapped, 
you'll have an instant to evaluate what’s 
happening and head away from impending 
injury. 

The small, green bottle is a unique 
example because it’s easy to mistake it for a 
potion and snatch it up. These items usually 
wait in a relatively empty room as you enter, 
tempting you to run over and grab them 
before confronting enemies. When the ninja 
picks up the bottle, he glows green for a few 


moments, and during that time he can’t 
attack. Very bad. Monsters also drop this 
bottle during combat, and it’s very tough to 
avoid scooping it up in the melee. Break 
from the pack until the potion’s effect wears 
off. As with pure movement puzzles, 
avoiding blatant obstacles is usually all 
about patience. As long as you’re not in 
immediate peril, study the situation, and a 
solution will present itself. Of course, the 
walkthrough section gives you the benefit of 
our own trial and error. It alerts you to bad 
things that may lie out of view on the far 
side of a trap. 


MAGIC 


The ninja’s magic spells are his most 
powerful and versatile weapons; therefore, 
scroll and magic potions are some of the 
game’s most valuable items. Never pick up 
a scroll when your health is at a dangerously 
low level; you lose a scroll each time you 
die. It’s better to wait until after you find 
some food—or feel death’s icy touch—and 
then come back to claim the prize. 

You will notice if you pick up a scroll with 
your magic meter at full strength, you get a 
point bonus. Occasionally, you’ll want to 
collect a scroll for its point value. This is 
usually toward the end of a level or when 
you’re about to cross some obstacle that 
prevents doubling back. Potions are rare, so 
don't go crazy throwing spells, especially 
early in the game. You will find two or three 
per level, except in the Hell levels, so 
stockpile early. Then you can use a few as 
the situation warrants. 

Unless your life is in serious jeopardy, 
don't use any spells for the first couple of 
levels. Use care in collecting hidden items; 
buy a potion or two in the store between 
levels. Then you can pace yourself to have 
plenty of magic for the duration of the 
game. Even when you have few scrolls but 
plenty of potions, you can use magic to 
knock foes from high places. It’s a cheap 
kill, but they wouldn't hesitate to topple you 
off of an edge if they had the chance. 

The main reason to hoard magic is so 
you can unload it with impunity on the boss 
monsters. It’s great to stroll down to Hell 
and reduce a boss to a whimpering pile with 
a few choice bursts of awesome power. 
Otherwise, you spend so much time being 
evasive, it’s hard to get an attack in. 

Of course, the boss is looking to deal 
you a harsh blow in return. But note that the 
ninja is temporarily invulnerable as he casts 
a spell. To that end, you can throw a spell as 
a monster attacks and actually escape 
some damage while inflicting some on the 
monster. 


PRIMA’S UNAUTHORIZED STRATEGY GUIDE 


When it comes to magic power, the 
watchword is prudence. Hoard it. You collect 
a good point bonus if you pick up a potion 
while holding the maximum of nine. 
However, that’s just not as exciting as 
throwing a spell, so try not to walk around 
with nine in the bank. The next chance you 
get—the next good-sized group of foes—go 
ahead and throw that spell. Odds are there’s 
a refill up ahead, and when you find it, you'll 
have to pick it up. Unlike scrolls, the potion 
itself flickers and vanishes after a couple of 
seconds. 


WEAPONS 


The ninja’s arsenal is an awesome thing, 
and that’s probably why weapons are few 
and far between. As with scrolls, don’t go 
picking up a weapon with your health in a 
precarious state. You lose your weapon 
when you die, and weapons’ rarity makes 
them even more precious than scrolls. 
Buying a weapon between levels is one of 
the best things you can do to improve your 
chances in the immediate future. The 
enemies you face as each level begins don't 
expect you to come in heavily armed. 

You will notice quickly that a weapon 
dramatically increases in power the more 
scrolls you have on your magic meter. You 
can mow down most foes with a single 
swipe and hack your way through even the 
largest horde in short order. And you are 
preserving magical resources for times 
when your hands are empty—there will 
be some. 

Each weapon also has its own unique 
magic attack, but don’t use it often. A 
weapon draws on your health whenever you 
invoke its power. You can usually do all the 
damage you need simply by applying the 
blade to the bad guy. The exception might 
be the Sai. As the low-end weapon, it 
doesn’t do much more damage than your 
fist. Its magic blast, however, is awesome, 
and the drain on your health is minimal. In 
ascending order, the power rank is Sai, 
Sword, Mace, Staff, Axe, and Ultimate 
Sword. Never pick up a weapon that does 
less damage than the one you’re holding. 


A FEW FINAL THOUGHTS 


There are a couple of things we want to 
impart as the young warrior begins his long 
journey. Some are integral to the Ninja 
experience, some are obvious after you’ve 
played awhile (but why not know up front?), 
and some are downright amusing. 

First of all, the game has a handful of 
cheats, including a level skip and an 
invulnerability code. You can execute the 
level skip only at the very beginning of the 
game, the first time the game checks the 
memory card. If you try it after using the 


Load command from the main menu, it 
won't work. The first time the memory card 
is checked, hit | three times and then r three 
times. Now, when you start a game, you'll 
be asked to select a level. 

The invulnerability code is activated 
from within the game. Pause the game, and 
then press: (£2), (R2), (£2), (£2), (£2), (R2), (R2), (R2),@, 
A,@,@,4,@. You should hear a chime. 
Unpause the game. You’re now an 
invulnerable skeleton with full health and 
unlimited supplies. If you pause the game 
and enter the same code again, you'll 
revert back to a ninja, but with a full stock of 
health and magic. 

There are a couple of other codes to 
impart, and this next one’s a personal 
favorite. At the end of the Catacombs, when 
you face the big spider boss, pause the 
game and press | three times, r three times, 
and | six times. A big chest falls from the 
sky and smashes the spider. The chest is full 
of gold stars. Way satisfying. You can use 
the same code on boss monsters. It 
reduces their health to a minimum. And one 
last code—the infamous Big Head mode. At 
the start of the game, when Press Start 
displays, press ==) three times, (£2) three 
times, and G0 three times. 


LEVEL 1—FOREST 


The Forest level is a linear little excursion 
that introduces many of the traps and 
movement puzzles common in the early part 
of the game. As you explore the forest, pay 
particular attention to the benefits of fighting 
in wide open spaces. A prudent leap can 
help keep Kirosawa from being unpleasantly 
mobbed. Use your knives whenever 
possible to inflict damage from a distance, 
and scan the scenery for the telltale flicker 
of hidden items. 

The hardest part of the Forest is 
learning the nuances of jumping to a moving 
platform. Remember, you must hold down 
the directional controls to maintain your 
momentum in midair, and use the ninja’s 
shadow as a guide to happy landings. 


LEVEL 2—CEMETERY 


If there’s one thing you should learn from the 
Cemetery excursion, it’s that discretion 
sometimes really is the better part of valor. 
The bridge monsters—as well as an 
impressive gauntlet and endless waves of 
ethereal skeletons—drive that adage home. 
To be sure, plenty of combat lies ahead, but 
that’s even more reason not to rush headlong 
into a trap you can avoid. You will need all 
your health for the close-quarters fighting. 
And on the subject of fighting, note you can 
pick up an impressive axe early in the level, 
so don't buy a weapon beforehand. 


LEVEL 3—MONASTERY EXTERIOR 


The Monastery Exterior is mostly about 
combat. However, it includes one nasty little 
movement puzzle just to make sure you 
have the hang of the game’s jumping 
parameters. That puzzle—the one with the 
three moving platforms above the 
bottomless pit—invariably costs a life or 
three the first time you try it. Start in the 
other direction; a weapon lies across the 
other, easier-to-negotiate pit. However, you 
may want to experiment with the platforms 
a bit first. It’s early in the level, and if you die 
after you have the platform trick dialed, you 
can always reload. 

Also, with the platforms in mind, don’t 
pick up the weapon you find if you’re 
already carrying one. You can get back to 
the weapon easily after you’ve gotten over 
the moving platforms and back again. That 
way, you preserve the weapon for the final 
battles of the level. Finally, watch out for the 
big, baggy-pants monks that show up for 
the first time toward the end of the 
Monastery Exterior. They have powerful 
distance attacks and will back away from 
the fray to unleash their magic. Get them 
before they have that chance. 


LEVEL 4—MONASTERY INTERIOR 


The Monastery Interior starts off easy 
enough, but soon you'll realize being a ninja 
is rapidly becoming more difficult. As you 
approach the first Hell level, enemies show 
up in greater numbers, and with greater 
strength. They'll try to wear you down before 
you descend to the underworld. Stockpile 
as many items as you can. Fight hand-to- 
hand—or with daggers from a distance—in 
lieu of using valuable magic potions or 
bombs. You’ll be glad you did. Also, notice 
that virtually every lamp and candle 
conceals a coin or power-up. Be thorough. 
There are far more monks here than in the 
previous level, so chase them down with 
zeal. You can’t afford to let those powerful 
enemies stand back and blast at you. 


LEVEL 5—HELL 

Your first trip to Hell, to battle the boss’s 
henchman, is a thoroughly unpleasant 
experience. Hopefully you haven’t been 
wasting magic potions and bombs on 
peasants. Now is the time to pull out those 
big guns. 

High-level magic spells can make short 
work of the big guy, of course. I’m not 
ashamed to recommend that you defeat him 
almost exclusively with those methods. But 
what if the cupboard is bare, you’ve died a 
few times in the Monastery, or your health is 
down? Well then, obviously you’ll have to be 
a bit more creative. 
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The demon dropping into the ring has 
several mean little tricks at its disposal. Its 
breath attack and the ability to summon a 
hail of boulders on our hero’s purple head 
are particularly nasty. The one thing it 
doesn't have is a tail. Another weakness is 
its inability to keep up with you if you run 
tight little circles around it. Therein lies hope 
for the ninja.... 


LEVEL 6—CATACOMBS 


The Catacomb is a nasty little excursion 
introducing several new trap types. Don't get 
discouraged if you take a pounding on your 
first couple of attempts. (And don’t over- 
write your previous saved game if you die a 
half-dozen times.) The slime is particularly 
excruciating, sucking away the ninja’s life at 
an alarming rate as it follows your panicked 
person. And the bridges laced with 
swinging, spiked balls almost always take a 
toll (small pun intended). 

At the beginning of the level, you 
acquire two magic scrolls with minimal 
combat. If you’re holding three or four 
already, leave them alone until you’re 
backtracking in the vicinity. Don’t pick them 
up purely for points; you’re likely to die a 
couple of times. And during your screaming 
demise, it’s nice to know that you can buff 
back up in a hurry. 


LEVEL 7—CLOUD 1 


The first of the Cloud levels is a real test of 
skill. A single misstep leads to an inglorious, 
screaming descent into oblivion. There are 
new villains to contend with and new 
obstacles as well. 

As a general combat note, try to get the 
enemies to follow you along the walkways a 
bit. And run close to the wall so they’ll follow 
suit. You really must fight from alongside a 
wall because an enemy’s lucky combo is 
likely to shove you backward. If your back is 
to the void, a shove is as good as a kill shot. 
You'll get the hang of running past the 
pushpads quickly, or die trying. Get up as 
close as you can and dash past as the pad 
retracts into the wall. 

The good news is there are a ton of 
hidden power-ups in the vicinity. There’s a 1- 
Up, a big axe, and several scrolls hidden in 
the rocky walls. Look for the discolored 
sections. And remember—you don’t want to 
have your heels on a ledge when you trigger 
the explosion that reveals each prize. 


LEVEL 8—CLOUD 2 


As you managed to drag your little ninja self 
through the first Cloud level, you’ve grasped 
the fundamental idea behind Cloud 2: falling 
off a walkway—or a platform, a lift, or a 
tram—is very bad. There are only a couple 
of differences between this level and its 
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predecessor—in particular, the smashing 
traps that look like giant, spiked books. 
Watch for those discolored sections of rock 
wall and remain mindful of detonating 
barrels at close range. Then all will be well in 
the world of the ninja. 

Watch out for some hard-to-locate 
power-ups and another couple of exploding 
chests almost certain to kill you if you open 
them. There’s even a 1-Up you may watch 
flutter away without a warning. Fortunately, 
young warrior, you are not alone. 


LEVEL 9—THE BEACH 


The Beach is a grueling little journey, 
wearing you down en route to a date with 
one of the tougher bosses. To make matters 
worse, the game’s next level is your second 
excursion to Hell. So you’ve no chance to 
regroup before facing yet another stern test 
of your ninja-hood. The one thing that 
should be foremost in your mind is 
conservation of magic. Don’t use any until 
you face the boss. You'll also notice that, 
several times, foreground trees eclipse your 
view of the action. In each sandy area, look 
for wide-open places to do battle; 
otherwise, some sinister subdemon is sure 
to seize the advantage. The percolating 
plants dotting the landscape are a major 
pain as well. Even the slightest contact with 
one of their shockwaves is very damaging. 
You must step close to trigger them, then 
hustle to safety until you hear the distant 
explosion. 

There are several wicked statue traps 
and two rivers clogged with exploding 
barrels. Don’t get discouraged. There are 
good ways to deal with all the obstacles, 
but it may take you a couple of tries to get 
the hang of things. 


LEVEL 10—HELL 2 


The second Hell excursion is a bit more 
demanding than the first, but you’ve been 
saving up magic, right? The demon you face 
is a huge, winged thing, virtually 
untouchable as long as it’s in midair. You can 
strike it with a little determination, but it 
almost invariably whacks you for two or 
three times the damage you inflict. No ninja 
ever won a battle with that kind of tradeoff. 

Instead, you must coax the brute down 
to earth to fight hand to hand. Fighting in 
close can be painful, but it’s a fight you can 
win with a little patience. The beast can 
pivot very quickly—it kind of hops up and 
spins—so there’s little chance of getting off 
a combo. Still, you can whack it a couple of 
times and get away safely. Just be sure you 
don't have your back to the ring’s invisible 
confines, or you’ll have nowhere to go when 
it comes time to flee. 


LEVEL 11—IMOUNTAIN 


As if life isn’t hard enough, now our hero has 
to take up mountain-climbing. The first 
Mountain level is a tortuous ascent, 
complete with unstable footing, merciless 
avalanches, and punishing new adversaries. 
The archers you meet seem relatively tame 
at first, especially if you close the gap and 
slug it out. Keep that in mind. You can’t 
afford to fall back and trade shots with 
these guys. They’ve been practicing or 
something. Unfortunately, it doesn’t appear 
they’ve been thinning the local eagle 
population. You wouldn't think an eagle 
could be such a pain. But after one attaches 
to your little purple noggin, it’s tough times 
ahead for the ninja. If more than one heads 
your way, which happens a lot, go with the 
explosives or suffer indignity, at the 

very least. 


LEVEL 12—MOUNTAIN 2 


The battle at the top of the mountain is a 
tough one without some forewarning. Here’s 
the scoop: Though formidable, the dragon is 
virtually immobile. It would be foolish to let 
him bite or claw you, so concern yourself 
with his three tricks. He has a streaming fire 
attack where he breathes fire in a single 
continuous line. And he can point the fire 
stream at the ground so the flames shoot in 
all directions. Finally, he can spit fire high 
into the air so it rains down where you stood 
just moments before (you’ve prudently 
moved out of the way). Fight almost 
exclusively with daggers, mixing in some 
magic if the mood strikes you. 

Each of the three attack modes has a 
distinctive warning roar, tipping you off and 
giving you a moment to consider your 
options. If you stand to the right of the 
entrance, on the snowy patch near the 
ledge, you should have all the time you need 
to react. 

Keep up a steady stream of daggers 
when you’re not evading. If the monster is 
hurling fire upward, you must move out of 
the way. As soon as you can, double back 
to that patch of snow. If he’s strafing, jump 
the bolts. Because the beast is so distant, 
you have plenty of time to make the leap as 
the bolts approach. If he’s shooting the fire 
straight down, all’s well. The flames spread 
in a spoked pattern. Just make a minor 
adjustment if you happen to be in the way, 
and the flames will pass on either side of 
you. See ya, Scaly. 


LEVEL 13—ICY WILDERNESS 
Part 1 

Baby, it’s cold outside. In fact, it’s downright 
merciless in the Icy Wilderness. Full-fledged 
ninja wait to slap you silly at every turn, and 
you must contend with two hideous traps 
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and even a pair of monsters. You confront 
the first of the aforementioned traps about 
halfway through the level and the second 
near the end. Therefore, you’ll probably play 
this level a couple of times before you 
manage to defeat both traps—and both 
bosses—to your satisfaction. Pick up all the 
hidden power-ups; you’ll need every one 
you can get your hands on. 

You really don’t need to use your magic 
spells to defeat the bosses. So you can 
depend upon magic as well as explosives to 
get through some of the hand-to-hand 
combat. Also, notice that the ninja are far 
more likely to shoot daggers at you if you 
employ that tactic yourself. With that in 
mind, don’t use daggers when your health is 
dangerously low. 


Part 2 

This is a wicked little sequence of traps, 
beginning with the floating platform that 
passes you through the electronic beams. 
With luck, you haven't lost your touch since 
the Beach level, but there’s more to 
consider. When you reach the far side of the 
obstacle, jump diagonally to make the ledge 
with the checkpoint. Otherwise, you’ll bump 
into the cliff face and drop off the map. At 
the bottom of the slope, jump past the ramp 
to reach the adjacent area. If you try to walk, 
you'll step onto the slope at the corner and 
plummet ingloriously yet again. 

Finally, there are the ore carts. After you 
kill all the ninja, stand clear of the track and 
walk to the edge in the direction the cart is 
headed. You must trigger the other carts to 
start rolling down the tracks above the 
chasm. Jump along each row of carts, back 
toward the tunnel each track comes out of. 
This buys you time to make a reasonably- 
timed jump to the adjacent row of carts. 


Part 3 

Although the spectral skeletons in the inner 
chamber are numerous, they don’t do much 
damage when they touch you. Keep 
plugging away with daggers, and run down 
the walkway to catch a breather if they 
surround you. When you jump to the unlit 
column, don't stand at the very edge of the 
walkway, or you may overshoot the mark. 
Don't stand way back, but the landing area 
is relatively small, and the perspective can 
be a pain. 

The barrel trap is one of those obstacles 
where it’s best to take some small lumps. 
Quit thinking you can leap gracefully up- 
slope to avoid the barrels. Wait for a set of 
perhaps four barrels to come out and either 
roll past or detonate; then charge up the 
slope. Try to leap over the barrel headed 
your way. When you fall, as soon as you 
regain your footing, continue up the slope 


the same way. At most, you’ll get tagged 
three times, and the damage is minimal. 


Part 4 
Don't overlook the hidden goodies outside 
the gold key door. There’s the power-up 
hidden in the rock wall, and invisible coins 
floating behind the huge stalagmites. 
Through the gold key door awaits the first of 
the large bosses. He can be a pain, but a 
couple of strategies go a long way to ending 
his freakish existence. 

His big trick is that he rears up on the 
tail of his sluggish body and calls down a 
hail of gigantic snowballs from the cliff 
overhead. As long as you stand up against 
the rock wall near his cave, the snowballs 
fall harmlessly past your head. Beyond that, 
you really need only run circles around him 
and chip away with daggers. If, through the 
grace of the video game gods, you’re still 
carrying a weapon, you can use that to 
whack him a bit. But watch out for that tail. 
He can whip it around at you as you stand 
in front of him, and it does a ton of damage. 
Don't get greedy. Finally, the demon has two 
self-emanating distance attacks —an icicle 
strafe and a more direct breath attack. Run 
and jump when he leans over to issue either, 
and you should get out of harm’s way with 
relative ease. 


Part 5 

Ultimately, you arrive at the first of the spin 
traps. Take heart. It’s never easy, but there is 
a quick way to do it that might only cost you 
a life (or two). Line up with the center row of 
the trap and watch the pattern. The two 
pads in the upper right reveal when the 
moment to move is almost at hand. The 
proper time is when all the pads flash 
simultaneously, spike-side up. That happens 
after the two upper-right pads play out a 
certain pattern. Watch and see. When all the 
pads turn spike-side up and flash, leap from 
the very edge of the chasm to the pad in the 
center. All the pads will flip while you’re in 
midair, and you land safely. From there, jump 
oh-so-quickly to the center pad near the far 
ledge, careful not to overshoot. 

The second jump isn’t as long as the 
first, which requires maximum trajectory. 
From there, jump quickly to the target ledge, 
again with full trajectory. You’ll get rolled by 
the closest spiked wheel. If you try and 
come up short of that first wheel—on the 
narrow ledge—it will roll you anyway. And 
itll also knock you back into the abyss. 
Keep moving forward (you can regain your 
footing even if you take a hit) and continue 
quickly to the area beyond the wheels. 


Part 6 
A little caution goes a long way in the final 
large area before the second of the level 


bosses. Walk, don’t run. And remember the 
camera will shift as you explore. This 
happens, specifically, when you jump from 
the lifts to the walkways to check two 
chests (the ones guarded by force fields 
when you enter). The only real obstacle— 
and it’s a hideous one—is another spin-trap 
configuration. As before, there’s a pattern. 
As you study the trap, you’ll see that the 
lowest pad spins, then the second pad, and 
then back to the lowest one. When the 
lowest spins to the flat side the second 
time, hop aboard. From there, watch the 
pads as they flash, leaping from one to the 
next as they turn over. 

At the next-to-last pad, you have to hop 
straight up in the air once. The pad spins all 
the way around while you’re in midair, 
showing the spiked side but turning over to 
the flat side before you land. From there, 
jump to the last pad in line as you did with 
the pads below. Fight with your back to the 
wall along the ledge. You don’t want to get 
smacked off the cliff before claiming the 
gold key from the chest ahead. 


LEVEL 14—CAVE 


And you thought the Icy Wilderness was 
grueling. OK, the Icy Wilderness was 
grueling. But the Cave is worse. If it’s any 
consolation, this is the game’s final full- 
fledged level. The Batanaka, following the 
Cave, is the final showdown with the big 
boss. All the stops are officially pulled out. 

The level starts off with a nasty little raft 
ride, and things only get (much) worse from 
there. The Cave culminates with a boss 
battle of its own, against Batanaka’s right- 
claw man—the samurai lord, Katasaki. 
Knowing what’s ahead as you approach 
each new obstacle affords you some 
advantage. But there will be some trial-and- 
error here as you face each challenge for the 
first time. Be patient, especially as you 
ponder the numerous timing traps. Most of 
them cycle around, and a studious ninja can 
see patterns forming. 

Ultimately, that is the key to traversing 
the Cave and having something left for the 
final confrontation. Speaking of patience, 
the raft ride is a one-way trip to lava-land 
until you see the pattern. The big hands 
hesitate a moment before they slap down. 
Don’t jump too soon. Ride at the front of the 
raft and wait for the hand to fall before 
leaping straight up. If a hand appears 
midway down the raft, or near the front, run 
to the back of the raft. You can see the hand 
as it slaps down although the entire arm is 
out of view. As it comes down, jump toward 
the front of the raft. Patience, young ninja. 
Your journey is almost at an end. 
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LEVEL 15—BATANAKA 


You’ve mauled the minions and beaten the 
best Batanaka could call up from the 
netherworld. Now it’s time to end this 
adventure. 

The demon himself comes down to play 
when you pass through the portal at the end 
of the Cave, and he’s not happy with your 
progress. As in your earlier trips to Hell, the 
key here is to keep mobile. Unload all your 
magic quickly, especially any scrolls in your 
possession. Odds are the big freak will kill 
you once or twice, diminishing your spell 
power, so unload the big guns while you 
have them. Batanaka’s big spell is a ninja- 
seeking ball of magical fire, and you really 
don’t want that thing catching up to you. 
Outrun the bolt by doing laps in the ring. 
That should buy you enough time to unload 
your magical stores. l 

When Batanaka floats upward and out 
of view for a moment, he returns crackling 
with evil energy. Now is NOT a good time to 
close in. Hopefully, you’ve got some 
explosives or a potion or three at hand. Use 
either method to take the proverbial wind 
out of his sails. As long as he’s floating 
around with his claws crackling, you want 
no part of him. When the evildoer comes 
down to earth, close in and whack away. 
Your magical power isn't likely to be very 
good, so your strength won't be too 
impressive, but a combo is still the most 
damaging weapon you’ve got. As long as 
you break off before the combination’s final 
blow, you’ll usually get away unscathed. 

Also, if (and when) the boss slaps you to 
the ground, take advantage of that brief period 
of invulnerability (while your form is flashing). 
Get in close and combo the big freak again. 
Remember, the kick combo is more damaging 
than the punch variety. Whatever happens, 
don't let yourself get killed. 

If you find yourself hopelessly on the 
ropes, realize you'll have to replay the Cave 
level again if you get killed. That is, if you 
don’t have any Continues left, your last 
saved game is at the start of the Cave. We 
mention this knowing what an unpleasant 
prospect that can be. Also, it’s one of those 
rare instances when, despite deep 
reservations, we'd forgive a person for 
cheating. 

Pause the game, enter the Skeleton 
cheat (see “A Few Final Thoughts”), and 
finish up. Of course, to make the cheat less 
glaring, you can always enter the code twice 
and revert to flesh and blood to polish off 
the boss. All your resources will still be 
maxed out. When it comes down to either 
replaying the Cave or being a cheater—well, 
we wouldn't hold it against you. 
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NUCLEAR STRIKE 


A strategy game it’s not, but this action-packed slice of helicopter action still requires some thought and planning 


to complete. 


GENERAL STRATEGY TIPS 


This is not the type of game with a lot of 
deep strategy. You fly. You shoot. You gather 
supplies. Nevertheless, the suggestions 
below will help transform you into an 
experienced, effective player just a little 
quicker than might otherwise happen. 
Browse the suggestions, and if you ever run 
into trouble or once you have played for a 
while, come back and see if there is 
anything useful to add to your bag of tricks. 


BASIC GAMEPLAY 


There is nothing more frustrating about 
playing a new game than not being able to 
do something you know is possible. Below 
are quick tips on how to get things done 
and get more out of the game environment. 


USE THE MAP SCREEN 


This is the most important advice for the 
new player. Experienced players probably 
check their maps on the average of once 
every minute. It contains a wealth of 
information and is a very useful tool for 
getting around. Most items have not only 
text information available in the map screen 
but also video information as well. To get 
the video info simply hit the information 
button again while you are viewing the text 
of the object you are curious about. 

It is extremely easy to get lost in 
Nuclear Strike especially when you are new 
to a campaign. To get where you want to 
go quickly, select the menu option which 
states your target or destination such as an 
ammo pack or home base. Now when you 
are flying, the Waypoint indicator at the top 
of the screen will point you in the proper 
direction. Sure, you would have caught 
onto this quickly enough, but it saves you a 
couple minutes of confusion. 


LOADING 


In the very beginning, picking up 
something can be tricky. Fly your helicopter 
(the two planes in the game, the Harrier 
and the A-10, can’t pick up anything) so its 
shadow is over the desired object. A winch 
will automatically lower down. Then slowly 
move forward or backward or jink until the 
winch is directly over the object. When 
contact is made the object will 
automatically be pulled into the aircraft. 


A Use the right weapon for the job, and don’t 
waste valuable missiles and rockets on weak 
targets. 


LOOK UNDER ROCKS 


Although many items, such as supply 
packs, are lying out in the open, there are 
also many items that are hidden inside 
buildings and other structures. The maps 
provided with each campaign show the 
hidden items with a circle around them. To 
retrieve, shoot at the structure until it 
explodes, then go pick up the object that is 
sitting in the rubble. 

In each campaign there is usually a tall 
structure that always contains some sort of 
goody. It is statues in the first campaign 
and lighthouses in the second one. When 
you come across one of these, shoot it and 
uncover what is inside even if you don’t 
need anything at the time. If it is a supply 
pack, it will now show up on your map and 
radar screen making it much easier for you 
to to recover later. 


LANDING YOUR AIRCRAFT 


Landing zones, or LZs, appear on the map. 
Some are permanent features, and some 
last only long enough to unload a 
passenger. In both cases, position the 
shadow of the aircraft over the LZ. The 
aircraft will center itself, pause, then slowly 
descend to the ground. If you become 
impatient and move the controls before this 
process is finished, the aircraft will move as 
you command, but the landing process will 
need to be started over again. 

If your aircraft won't land, check to see 
if a passenger is missing. If the game 
expects you to land a character in a 
landing zone and the character is not 
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onboard the aircraft, the game might not 
let the aircraft touch down at all. 


KEEP YOUR PASSENGERS SAFE 

The easiest (and most annoying) way to 
lose a campaign is to have one of the 
STRIKE agents die while they are on the 
ground. Be very protective of Naja, Cash, 
and Andrea. After they have performed their 
tasks, always pick them up right away. They 
are good at what they do, but letting them 
run around a dangerous battlefield is folly. 


HELP THY 
NEIGHBOR 


All those civilians 
and peasants and 
spies running 
around below are 
not good objects 
for target practice. 
Shame on you! 
They are a rich 
source of health (armor). Each one that you 
pick up and drop off at an LZ provides 200 
armor points, up to the aircraft’s maximum. 
As health is the rarest of the three main 
supply packs, this is significant. 

When you are flying about and are not 
pressed for time, stop and pick people up. 
Then next time you are near an LZ, drop 
them off for a nice boost. However, don’t 
load the helicopter up to its full capacity or 
you might not have the space to perform a 
mission-required rescue. 


COMBAT 


Combat is the heart of this game, so naturally 
there are a few things to say about it. Below 
are suggestions on how to kill faster and with 
less ammo while staying alive. 


JINKING 


Jinking is an aircraft maneuver that causes 
your craft to slide sideways in mid-air. 
(Check the manual for which buttons or 
keys activate the maneuver on your game 
platform.) If timed right, the jink will confuse 
incoming missiles, and the aircraft will not 
be hit. In areas of heavy missile fire, jinking 
is important to your long-term survival. 


te 
AEach vehicle has 
different strengths. 


NEVER LOOK YOUR ENEMY IN 
THE EYES 


If you can see your enemy’s eyes, he can 
usually see yours. The units encountered in 
Nuclear Strike have to turn either 
themselves or their turret before they can 
fire at you. Most are not very fast. When you 
attack from the rear you'll have time to get 
several hits on the target before it fires its 
first shot. In many cases this will be enough 
to get a kill without receiving a scratch. 


PAVC 

The PAVC is an awesome land weapon. 
When you run out of ammo, use it to run 
over enemies and structures. But be 
careful: each collision results in damage 
incurred to the PAVC’s armor plating. 

e The PAVC is used in the Island campaign. 
eè Find it near the Huey’s landing zone. 


HUEY 

The Huey is equipped with over 200 

grenades and 38 rockets. It has 1500 

armor points and can carry a load of 12 

passengers. Although it’s more powerful 

than the other choppers, its handling is 

slower. This vehicle comes in handy for 

Mission 5. 

e The Huey is used in the Delta campaign. 

e In most circumstances, a combination 
of dual chainguns and grenades will do 
the job. 

e Use the rockets exclusively for the 
toughest of enemies. 


HARRIER 

The Harrier is equipped with mega weapons 

and moves very quickly. It can take lots of 

hits because it has 5000 armor points. 

e The Harrier is used in the Island 
campaign. 

e Find it hidden in a hangar at Hwong’s 
airfield. Complete Mission 3, then destroy 
the building. 

e Use the Harrier for Mission 4 and on. 


Ain urban areas, try not to get too carried away 
with random destruction—stick to your mission. 


e The Harrier is also used in the Peace 
campaign after Mission 8. 

e Find it in a white building defended by 
two enemy artillery units. 

e You may switch from a vehicle to the 
Harrier and back to the original vehicle. 


COBRA 


The Cobra is sweet joy after flying around in 

that wimpy News Chopper. It’s equipped 

with real weapons and has way more armor. 

e The Cobra is used in the Peace 
Campaign. 

e Find it in the War Museum. 

e Andrea helps you locate it. 


ABRAMS 


The Abrams is a seriously powerful tank 

loaded with cannons and high armor. The 

only disadvantage is that it moves more 

slowly than any aircraft. 

e The Abrams is used in the DMZ campaign. 

e There are two available. 

e You must initiate self-destruct to switch 
back to your original vehicle. 


MLRS 


The MLRS shoots multiple rockets to wipe 
out its opponents. This tank is powerful but 
is slower than even the Abrams. 

e The MLRS is used in the DMZ campaign. 

Find it northeast of your Home base. 

e It is virtually indestructible. You may fight 
toe-to-toe with any enemy vehicle with 
little fear. 

e You may use it only once. 

e You must initiate self-destruct to switch 
back to your original vehicle. 


A-10X 

The A-10X is a superior aircraft loaded with 

armor and powerful weapons. Timing is 

important with this baby. You want to make 
sure there are enough enemies to take out 
because you'll run out of fuel before ammo 
is used up. This plane is slow in turning and 
you can’t back up it could take some 
getting used to flying. 

If you transfer to the tanks, make sure 
you use the rescue sequence so that you 
don't lose an attempt. 

e The A-10X is used in the DMZ campaign. 

e Use the Assets menu of the SMFD to find it. 

e You may return to its LZ to switch back 
to your original vehicle and then back to 
the A-10X if you wish. 

e Rather than returning the A-10X to its LZ, 
you may save a little time by flying around 
until it is destroyed by enemy fire or until it 
runs out of fuel. The Commanche will pick 
you up on the spot. 
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The reason we play games is to have fun. So, 
if you can’t stand hunting for ammo packs or 
starting over because you just got yourself 
killed, then try using one of the cheat codes. 


Code Result 
PHOENIX 5 lives 
WARRIOR 3x weapons damage 
LAZARUS Infinite lives 
AVENGER No enemies on Mission 1 
EAGLEEYE Reconnaisance mode 
WARPDRIVE Speed up game 
CUTTHROATS Level 2 start 
COUNTDOWN Level 3 start 
PLUTONIUM Level 3 (b) start 
PUSAN Level 4 start 
ARMAGEDDON Level 5 start 
LIGHTNING Secret level start 


COMMANCHE 


This is the state of the art in rotary-winged 
craft. The Commanche is as fast and agile as 
the Super Apache, but holds fewer 
passengers. Though it holds less armament 
then the Super Apache, it does have one 
weapon its larger cousin doesn't: a high-tech 
shield. The Commanche is equipped with 
computer-controlled, automatic Electronic 
Counter Measures (ECM). Activated while 
jinking, the ECM tells incoming missiles to 
go where the Commanche isn't, giving the 
pilot a new lease on life. 
e Find the Commanche in the DMZ and the 
Fortress Campaigns. 


HAVOC 


The Havoc has 2000 armor points and 

more weapons. The Hokum has even more. 

It is the aircraft of choice for getting 

through the Fortress. Armor is important 

because you take a lot of hits. 

e The Havoc is used in the Fortress 
campaign. 

e It appears after you rescue Cash and Naja. 

e Switch to the vehicle to take out the radar 
towers. Take advantage of its heavy armor. 


With 2500 points of armor, and as much 
weaponry as the Havok, the Hokum is the 
cream of the crop in the Soviet air force. In 
conjunction with the Super Rail Gun, this is 
a battleship with wings. Nowadays, though, 
their military is having a hard time finding 
the fuel to keep them in the air, but that 
doesn’t mean we can't use it, right? 

e Find the Hokum in the Fortress Campaign. 


8005A9380000 
8005A93A0000 
800399980000 
8003999A0000 


Infinite Ammo 
Infinite Ammo 
Infinite Fuel 
Infinite Fuel 
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ABE’S ODDYSEE 


ODDWORLD 


ABE'S ODDYSEE 


Just when everyone thought that the day of the 2D side-on platformer had been and gone, along came this wonderfully 
strange and thumb-numbingly playable masterpiece. Combining silky-smooth gameplay with lovingly detailed graphics 
and endlessly inventive puzzles, it’s a modern classic. 


BASIC TECHNIQUES 


e Master the art of the run/jump. 

e Master the art of the run/roll. 

e Be careful. You can sneak past sleeping 
Sligs and Slogs. Don't just run everywhere. 

e Bombs and mines can hurt. Don’t ever 
step on top of them. 

e On the other hand, bombs and mines can 
hurt your enemies, too! 

e You can hide in shadows. Your enemies 
won't see you! 

e You can’t use any weapons but your mind. 
If you chant when there’s no Security Orb 
in the area, you can take over Sligs. And 
Sligs can shoot other Sligs. 


AThe early stages of the game give you the 
chance to get to grips with Abe’s wide variety 
of abilities. 


e When you’ve possessed a Slig, walk it 
around and look for enemies to destroy. 
Use Sligs to pull levers or do other menial 
work for you. 

e Don't hold grenades if you’re going to 
chant near a Security Orb. You’ll have an 
explosive surprise. Also, you’ll lose any 
rocks you’re carrying if you get zapped 
by a Security Orb. 

e Learn the “Five-Count Trick” for throwing 

grenades. Here’s how—start to throw the 

grenade, but hold it in your hand while 
you count to five (just a little more than 
two seconds). Then throw it and it will 
explode in mid-air. This is a great way to 
take out floating mines or Security Orbs 


that are giving you trouble. Remember 


not to hold the grenade too long, or you’ll 


be Abe-chunks in no time at all! 

e Listen carefully to what’s going on. The 
sounds you hear often give you very 
useful clues. 


MORE STUPID SLIG TRICKS 


In tight spots, you may want to fire short 
bursts, or even one shot at a time to avoid 
being pushed backward. 

If you make the Slig yell, “Look out!” 
the Mudokons in the area will duck. Use 
this trick to line up a clear shot without 
endangering any of your fellow Mudokons. 

If you’re hanging around, Sligs below 
will see you, but Slogs will not. 

If you’re really mean spirited, you can 
beat a Mudokon with a possessed Slig by 
standing next to the Mudokon and 
pressing X. But why would you want to? 


LEARNING THE CONTROLS 
THROWING GRENADES 

Direction Result 
@+t High Throw 
@+y Throw Down 
@+?t Long Throw 
@iv Straight Up 


SPEAKING WITH ABE AND WITH SLIGS 


Abe Slig Control 
Hello Hi E +a 
Follow Me Here Boy tI) + m 
Wait Get ‘Em t +x 
Angry Sound Wait TI + © 
Giggle Laugh (2) + E 
Low Whistle (W2) Mechano Sound Œ + X 
Fart Look Out! z) + © 
High Whistle (W1) Squawk +a 


LEVEL WALKTHROUGHS 


Here are walkthroughs for the later, tougher 
levels of Oddworld: Abe’s Oddysee.... 


You’re close now, Abe. Get through Zulag 3 
and you’re almost there. You can do it. You 
can bring down RuptureFarms. Ride the car 
to the entrance to Zulag 3. Go in the door. 

You'll find yourself on a screen with a 
sleeping Slog. Sneak to the left. Wake up 
the Slig and run back to the right. Jump 
onto the raised platform and possess the 
Slig. Walk it to the right. Sic the Slog on the 
sleeping Slig. Shoot the Slog and destroy 
the possessed Slig. Go check the 
directory in C02 if you want, and then 
return to the bottom path. 

Roll under the barricade and pull the 
lever. This will turn off the electrical barrier 
in CO3. Take the lift up to C04. There are 
three doors to choose from here: 


Z3 DOOR 1 


Jump the gap to the right and sneak into 
the next screen. If you need grenades, 
make the machine eject one and then 
run/jump onto the platform when the Slig 
wakes up. When the Slig leaves the room, 
lower yourself to the bottom path, grab the 
grenades, and quickly return to the upper 
path. Walk on to C03. Stand about one 
step into the screen and get ready to throw 
a grenade at the security orb. Hold the 
grenade for about five counts and then 
throw. It should blow up just as it hits the 
security orb. You have nine grenades to try 
before you have to go back and get more. 

Once the Security Orb is gone, possess 
the Slig and use it to pull the lever to release 
the electricity. Walk it back to C02 and shoot 
the other Slig there. Destroy the possessed 
Slig. Walk back to C02. Drop to the lower 
path. Walk back to C03. Climb down off the 
edge. Run/jump across the gap, being 
careful not to get hit by the falling meat. 
Run/jump again to the other side— you'll just 
make it with a perfect jump—and lower 
yourself down. Walk to the left. 

Possess the Sligs below and destroy 
them. Then walk to the next screen left. 


APay attention to the signs in the backgrounds— 
they often contain useful clues or information. 


Jump the gap and stand to the left of the 
lever. Then pull it and run, jumping the gap 
as the lift comes down—a Slig is on it. 
Jump onto the high platform and wait for 
the Slig to come onto the screen. Possess 
the Slig and destroy it. Now go back and 
get each of the three Mudokons on this level 
and take them to the lift. Once you have all 
three, take the lift all the way C01, where 
you started, and go get the fourth Mudokon 
from C03. Once all four are in place, return 
to the ring of birds (C10) and release them. 
You will get the Shrykull power. Pull the lever 
to reset the lock. Now return to C05. 

Jump the gap, avoiding the falling meat. 
Use the Shrykull power to clear this room. 
Walk to the next room. Chant to rescue two 
more Mudokons here. Then make your way 
back to the start to complete this level. 


Z3 DOOR 2 


Run/jump across when the mine is out of 
the way (or lower yourself off the edge 
when it’s safe). Drop to the lower path. 
Then walk to the left and pull the lever 
when you can do so safely. Immediately 
walk back under the middle platform and 
hoist yourself up; then move one step 
backward. When the second mine is out of 
the way, you can run/jump across the gap. 


For a level select go to the main menu screen 
and hold down R3. Now press +, >, €, >, 
m, ©, m, 4, @, m, +, and €. You can now 


warp directly to the level of your choice! 
Similarly, you can select from any of the 
movie sequences if you go to the main menu 
screen and hold Rd. Now press t, ¢, >, m, 
@,4,8,%,¢,%,and>. 


Sneak to the edge and then jump down 
and jump again across the gap. Wait until 
the Slig has turned his back and then run to 
the right to C03. Be ready to jump again 
almost immediately. Get to the upper 
platform and then jump the gap to the other 
platform on the right. Crouch and toss a 
grenade under the security orb, and then 
start chanting. The Slig will run out of the 
room and fall off the ledge. (If you don’t have 
grenades, wait until the Slig has walked out 
of the room, and then go pull the lever and 
hoist back up again. This will make your 
return trip more difficult, however. Better to 
use grenades.) Return to C02. 

Throw a grenade (controller Up) over to 
where the Slig is sleeping and blow him up. 
Then go across and pull the lever. Return to 
C03. Pull the lever, and take the lift up. Pull 
the lever to complete the interlock and get 
grenades if you need them. Return to C01. 

Use grenades to blow up the floating 
mines. If you toss low when they are near 
the ground, it’s pretty easy. If you run low 
on grenades, return to C04 and get more. 
Finally, save the Mudokon and complete 
the level. 


Z3 DOOR 3 


Run to the right. Cross the room and sneak 
into the next. Ignore the switch and the 
three Sligs above for the moment. Sneak in 
and climb to the ledge. Possess the Slig 
and walk him back to C02. Position the Slig 
next to the switch and pull it when the 
upper Sligs walk over the trap door. Shoot 


Note: To enter this secret area, you must destroy all Slogs in C01. 


Jump down to the lower path and run back to C01. Roll to the left and collect the spirit 
rings. You’ll want to come here three times. Each time you get the spirit rings, head back to 
the right until you find an obstacle. Use the spirit rings to clear the way, and then return 
here and get them again. (Hint: You'll need to use the spirit rings right away when you leave 
the secret area.) Touch the button that reads “Do not touch.” 

There’s more than one way to get past this point, but if you want to see everything, Abe, 
then drop down off the ledge and roll to the left, back to C02. Crouch and roll a grenade to 
destroy the mines, and then walk back to C03 and get ready to run/jump back to the ledge 
as the Slig wakes up. Possess the Slig and kill it. Finally, on your way out, be sure to touch 
the button that reads “Do not touch.” If you touched the “Do not touch” button, you'll see 
that you have succeeded, Abe. You’ve shut down RuptureFarms. Now, can you get out alive? 

Run and enter the doorway. You'll find yourself on a small platform. Walk to the right to 


enter the final sequence. 


PSX GAMER’S GUIDE VOL.1 


each Slig in turn and then destroy the 
possessed Slig. Go back to C01, get the 
Mudokon, and walk it to the trap door. Pull 
the lever, and it’ll drop to the lower pathway. 
Then bring it here and release it. Go 
through the door up ahead. Get grenades if 
you need them; then drop down to C02. 

Possess the Sligs here. Have the one 
that survives pull the lever. Walk it to the 
right. Shoot the Slig. Then shoot as many 
of the next three that drop in as you can. 
You may have to wait for another Slig to 
enter C02 and, after it’s dead, possess that 
one. Shoot any remaining Sligs. Call the 
Slog, and watch him fry in the electrical 
barrier. Then give the password (W1 W2 
W1) and run into the next room. 

Run past the two Mudokons and 
quickly shoot the Slig there before he can 
react. You’re done with the possessed Slig, 
so release him. Go get the two Mudokons 
and save them. Then you can return to the 
beginning to complete this level. This 
opens the door for you to exit Zulag 3 and 
enter Zulag 4. 


If you can make it through Zulag 4, you’ll 
be close. Look for the Mudokons and save 
them, Abe, and take out this Glukkon 
monstrosity. 

Climb the two shelves. There’s a Boom 
Machine here, but it’s protected by an 
electrical barrier. Leave it for now. Head to 
the right on the bottom path. Enter the door 
at the end. Walk to the next screen and get 
the attention of a Slig. Then run back and 
jump onto the high ledge. Possess the Slig. 
Move it to the next screen. 

Shoot a Slig and ride down the lift. At 
the bottom, shoot the two Sligs. Leave the 
one below for now and head to the right. 
Shoot the Slig quickly. Keep shooting to 
nail the Sligs that appear. 

Drop to the lower path, and shoot the 
other Sligs. Then destroy the possessed 
Slig. Back in your own body, jump down to 
C03. Possess the Slig, and destroy it. Then 
head to the right. 

Walk to the right along the lower path. 
Crouch and lob a grenade toward the 
sleeping Slig. Roll through the barricade, 
climb up, and turn off the electrical barrier. 
(If you’re fresh out of grenades, sneak onto 
the screen, roll through the pipe, slap the 
bomb, and roll back out to take out the Slig.) 

Roll into this room and toss a grenade 
at the Slig with its back turned. If you hold 
the grenade for a little while and then toss 
it, it will blow him up easily. Enter the door 
ahead or backtrack and save the 
Mudokons you passed earlier. You’re in the 
Slog kennels now. Start running and keep 
running until you reach C05, where there’s 
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When you jump across the second gap in 
C03, pull yourself up under the clock, Abe, 
and roll to the left. 

Roll through a hidden entrance, and 
you'll drop to C04, where you can 
immediately pull the lever to turn off the 
electrical barrier. This will save you a lot of 
time and effort later on. 

Quickly turn to face left and jump. 
(Don’t bother with the bomb there.) You will 
land in a clear space between mines. Jump 
again to the left, and then walk into the 
next screen. Walk up to the mines, and 
then jump again when the saw heads 
upward. Jump once again immediately 
before the second saw falls. 

Turn and climb to the top. When the saw 
goes down, roll under it, wait, and then roll 
under the second saw as it goes down. Roll 
into the next screen. 

Pull the lever and then roll back. Roll 
under the saws again. If you time it right, 
you can roll under both saws without 
stopping, going in their direction. 


a high ledge with two Mudokons on it. 
Jump up to join the Mudokons. By this time, 
you'll have a large contingent of Slogs trying 
to take large pieces out of you. There’s also 
a Boom Machine on the opposite side of the 
wide gap. Run/jump to reach it. 

If you need grenades, get them. Then 
crouch about one step from the edge and 
lob a grenade at the Slogs. If any are below 
you, run/jump across again and lob another. 
Ultimately, you'll blow up all the Slogs. Now 
walk back to C04 on the bottom path. 

Possess the Slig from below. Walk it to 
the left. Shoot the Slogs that appear as you 
head toward the lever. Then have the Slig 
pull the lever. Watch out for a second wave 
of Slogs. (If your Slig gets munched 
without taking out all the Slogs, you can try 
to walk to C04, lob some grenades into 
C03, and hope to blow them up. Ultimately, 
you need to pull the interlock lever.) Kill the 
Slig when you’re done. Finally, return to 


A Only Abe can destroy Rupture Farms and free 


his fellow Mudokons from slavery and 
oppression. 


Climb down to the lower path, turn, and 
now jump back through the saws. The 
timing in this direction is tricky. Jump just 
as the right-hand saw is going up, and then 
time your second jump to just miss the 
second saw as it heads upward. Jump 
again and then walk into C03. 

Make a series of jumps to the lever on 
the right side of the screen, pull the lever, 
and jump back. Walk under the saws again 
and get on the lift. Go down. 

When the lift finally reaches the bottom, 
you will need to run/roll/jump through this 
screen, and then be ready to do it again on 
the next. Run and hit the 8 button, and then 
hit the triangle. Then do it again. After you 
run/roll/jump again, you'll fly off the ledge. 
Head back to the left. 

Disable the three bombs (R3 G1 R1 G1 
R2 G1) and take the Mudokon to safety in 
C06. You'll get the Shrykull power. 

Stand on the trap door and jump up. 
You'll drop into the Board Room. 


C01 with the three Mudokons that you 
found on this level and send them to safety. 
Backtrack through the doorway and 
retrace your steps all the way to R2P14C02. 

If you have left any Mudokons behind, be 
sure to save them before you continue. The 
lower door will close behind you, and the 
upper door will open. Carefully head back 
to the left. The Slig will have its back to you. 
Sneak to the ledge and jump across. Wait 
for an opportunity, and then sneak to the 
shadows. Head into C04. 

Take cover behind the barricade and 
get ready to run/jump onto the shelf when 
both Sligs are gone. Then quickly run to the 
shadows and stop until the Slig has passed 
you again. Now you can run forward, back 
to C02, but on the upper path. 

The lever will release the electrical 
barrier protecting the Boom Machine below 
(in C01). Keep going to C03. Enter the 
upper door. Walk to the right. Possess the 
Slig and have it pull the lever to release the 
electrical barrier. However, be ready to blast 
a boatload of Slogs as you pull the lever. 
Quickly turn and start firing. Keep firing 
until the recoil pushes the Slig back into the 
previous screen. Or, use short bursts to kill 
them all (the preferred method). 

Go left, and pull the lever to turn off an 
electrical barrier up ahead, and then 
destroy the Slig. Or if you want to try a 
more interesting way to complete this area, 
stand in the middle of the screen and shoot 
Slogs as they appear from either side. Use 
short bursts, or they'll eat the Slig. When 
you’re done, destroy the Slig. You can now 
go forward to reach the end of Zulag 4, or 
you can try the secret way. Your choice. If 
you simply want to go forward, jump the 
gap and head to the right. 
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The clock tells you that you have two 
minutes. Obviously, you’ll have to hurry. 
Walk across the platform and enter the 
doorway at the end. 

Uh, oh! Someone’s been watching you. He 
or she must know you’re coming! 

Nothing can be done about it, though. 
When you emerge from the lower door, it 
will be do-or-die time. 

Run to the left and try to stop so you’ll 
just fall off the edge. Run to the right, again 
just falling off the edge, and then walk to 
the ledge and lower yourself carefully 
down. Or check the “Final Super Secret.” 


THE BOARD ROOM 


This is it, Abe. Your destiny awaits you. 
Have you succeeded in destroying 
RuptureFarms, or are you a future tasty 
snack? The time has come to find out... 

Chant to use your Shrykull power. This 
will destroy many of your enemies. 
Unfortunately, there are more. You will be 
arrested by the Sligs and taken to the meat 
hook, where your fate will be decided. 

So, Abe, this is the moment of truth. 
How many of your fellow slaves did you 
rescue? Your performance will be judged 
now. If you saved enough, you, too, will be 
saved. If you did not save at least 50, then 
I’m afraid your fate is none too pretty. If 
you saved all 99 Mudokons, you will earn 
the highest honor. 

So what is it going to be, Abe? Did you 
prove yourself a hero? Or are you just a 
future Mudokon Munchie? 


Many have tried before you—few have succeeded. However, you must deliver the 
Pearl to those in need to halt the epidemic. You hold in your hands the key to your 
mission’s success—the best parts of 0.D.T.: Prima’s Official Strategy Guide. To help 
you escape without dying, you’ll find helpful hints, statistics, and an exhaustive 


ODT 


supply of information on your adversaries. 


STRATEGIES AND TACTICS 
REACHING THE FINAL LEVEL 


You must complete a number of tasks 
before you’re granted access to Level 7, 
“The Temple.” If you fail to complete these 
objectives by the end of Level 6, your game 
will be cut short, and you won't discover its 
remaining secrets. Follow the steps in this 
guide, however, and you’re sure to get into 
Level 7 and be on your way to the game’s 
true ending. 


DIFFICULTY SETTINGS 


If you really want to reach that final level, 
you'll have to do it the Hard (or Medium) way. 
That means fewer bonuses, fewer upgrades, 
fewer power-ups, and tougher enemies. Plus, 
you must collect still more gas bottles for the 
Nautiflyus. Face it, dominating this game 
means getting your hands dirty and learning 
to take a beating now and then. 


CHARACTER STARTING ATTRIBUTES 


Armor 
start/max 
10/80 
5/60 
30/100 
15/65 


Character 


Ike Hawkins 
Julia Chase 
Maxx Havok 
Solaar 


Weapon control 
Start/max 
20/90 
10/80 
15/90 
5/55 


COLLECTING PIECES OF THE 
PEARL CONTAINER 


Throughout your journey, a primary 
objective will be to retrieve all seven pieces 
of the pearl container. You’ll find these 
pieces in Levels 1 through 6—one each in 
Levels 1 through 5, and two in Level 6. (You 
find the seventh piece after you kill the level 
boss.) Search the buildings and collect all 
the pieces to gain access to Level 7, or your 
game will come to a quick end. 


RETRIEVING GAS 


Another objective is to find enough gas to 
inflate the Nautiflyus balloons. The 48 
available gas bottles lie scattered 
throughout these levels. You must retrieve 30 
(40 at the Hardest difficulty setting) bottles 
for Captain Lamat in the end of Level 6 to 
continue into the final level. Remember, a lot 
of these bottles are found in secret areas, so 
don’t leave any stones unturned. 


Spirit 
start/max 
5/50 
20/80 
0/30 
25/100 


Experience 
Start/max 
15/255 
15/255 
5/255 
5/255 


Total starting points (Armor, Weapon, Spirit, Experience) for each character begins at 50. 


Total maximum points (Armor, Weapon, Spirit, Experience) for each character can’t exceed 475. 


CHARACTER SPELL AND WEAPON ABILITIES 


Character Blue 


Power-up 
Ike Hawkins 2/9 


Julia Chase 


Maxx Havok 


Solaar 


Yellow 
Power-up 
1/7 


Green Gray 
Power-up Power-up 
0/7 0/7 


Starting Objects 


1 Blue Ammo 


FINDING THE PSYKEYS 


Just what are these “Psykeys,” you ask? 
Well, think of them as pieces to a jigsaw 
puzzle. You can find one Psykey in each 
level for a total of eight. Once you fit all eight 
pieces together, make your way to Level 7, 
Sector 5. Then use them to gain access to a 
special bonus area—Level 7, Sector 7. 

This sector recreates the Psygnosis 
French office and is rife with bonuses, 
upgrades, and spells. This gives you the 
perfect opportunity to “power up” before 
your showdown with last boss, Ah Puch. If 
you take the time to collect the Psykeys— 
remember, most are concealed in hidden 
areas—you won't be sorry. 


A FEW HELPFUL HINTS 


Here are few things to think about when 
you’re out there in the rough: 


Stalking Ability 
Start/Max 


Gifts Starting Spells 


5 Grenades None 


1 Yellow Ammo 
5 Grenades 
1 Energy 


1 Blue Ammo 
1 Mana Life 


1 Compass Mana Level 1 


Level 1 


1 Compass 
1 Energy 


1 Blue Ammo 


1 Yellow Ammo 
5 Grenades 
1 Energy 
5 Mines 


1 Green Ammo 
1 Antidote 
2 Mana 


1 Antidote Mana Level 1 
Life Level 1 


Electric Level 2 


1 Energy 
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e Cracked walls and metal gates cover most 
hidden areas. When you come across 
them, don't hesitate to shoot. Chances are 
you'll uncover something good. 

e Destroying rocks, windows, boxes, 
barrels, plants, and vases builds 
experience. Don’t pass these by if you 
want to increase your abilities. 

e Save your game after every level and at 
every saving pod. 

e Some enemies are vulnerable to specific 
weapons. Learn their weaknesses and 
take them on. 

e Magic can be a great resource. You 
should learn as many spells as you can 
and be sure to stock up on mana. 

e Against larger opponents, use defensive 

maneuvers to avoid attack. Ducking and 

rolling side to side can save you a lot of 
bumps and bruises. 

e Try crawling through tiny spaces and 
holes to discover new areas. 


Pe 
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A Use grenades to attack large enemies from a distance. 


e Use grenades to attack enemies from a 
distance. A monster can’t shoot you if it 
can’t see you. 

e Mines can devastate pursuing enemies: 
simply drop them as you run. Holding 
down the Throw button will delay the 
countdown before an explosion. 

e Killing Spectres always involves magic. 
Try first disabling them using your Freeze 
Spell (if you’ve learned it); then use your 
Fire Weapon to finish them off. 

e If you find yourself trapped in a corner or 
stuck in a lava pit, use the Teleport Spell 
to return to the nearest checkpoint. 

e Running low on energy? Using the 
Vampire Spell in front of an enemy will 
replenish your health. 


e Save most of your ammunition for the 
bosses. If you can avoid a monster 
without using your weapon, do so. 

e When your inventory reaches its full 
capacity, discard any useless items to 
make more room for the important ones. 
You can pick up any dropped items later 
on when you have more room. 

e Use the Light Weapon to kill fast-moving 


Buy 0.D.1.: Prima's Official Strategy Guide 
for the solutions to all game puzzles, in-depth 


maps for all areas, and complete 
walkthroughs for all seven levels. 


Y Some enemies are vulnerable to specific weapons. 


A 


A Against larger opponents, use defensive maneuvers to avoid attack. 
Ducking and rolling to one side can save you a lot of bumps and 


bruises. 
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_ WEAPON RESISTANCE % 
NAME POWER LASER LIGHTNING FLAME FUSION KICK 


LEVEL 0 
Bat (Light) 


LEVEL 1 

Bat (Light) 

Bat (Big) 
Grenadier 
Machine Gunner 
Defense Turrets 
Arrows 

Golem 


LEVEL 2 

Machine Gunner 
Grenadier Machine Gunner 
Killing Ball(Cannon) 
Killing Ball (Ammunition) 
Killing Ball (Flame) 
Piston 

Soldier Robot 

Flame Spitter 

Nail Robot 

Legless Robot 

Laser Cannon 

Prototype Left Arm 
Prototype Right Arm 
Prototype Body 


LEVEL 3 

Bat (Light) 
Grenadier Machine Gunner 
Machine Gunner 
Zombie 

Funky 

Raptor 

Bad Plant 

Egnose 

Surveillance Camera 
Propellers 

Tree Man 


LEVEL 4 
Surveillance Camera 
Killing Ball(Cannon) 
Killing Ball (Ammunition) 
Toxic Steam Throw 
Machine Gunner 
Mutant Rat 

Mutant Piranhas 
Guardian (Lightning) 
Guardian (Stick) 
Zombie 

Prisoner 

Leader (Jar) 

Leader (Freed) 
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10 
10 
6 
4 
1 
4 
8 
7 
8 
2 
2 
10 
20 
40 
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a 
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Mutant Rat 
Mutant Piranhas 
imix 

Knackers 
Kitchen Clerk 
Circular Blade 
Steam Throw 
Normal Spider 
Toxic Spider 
Kisin 


LEVEL 6 
Sharky 

Algus 

Flying Piranhas 
Mutant Piranhas 
Ferryman 

Nessy 

Dragon 


LEVEL 7 
Toxic Spider 


I i 8aeco 
I leğaeoe 


sos 
= 
seo 


Bat (Big) 

Imix 

Steam Throw 

Ah Puch (Human) 
Ah Puch (Monster) 
UNK = Unknown 
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ASave most of your ammo for the bosses. 
Don’t waste it. 


targets (rats, bats, and spiders). 

e Skeletons can be real pains, so use your 
Fire Weapon to turn their bony bodies 
into heaps of ash. 


e Some cupboards contain useful bonuses. 


Search them thoroughly, and even try 
pushing them aside. Goodies may be 
waiting for you. 

e The Ghost Spell is a great way to creep 
up on enemies to strike from behind. You 
also can use it to sneak past monsters 
and protect yourself from some attacks. 

e Beware: the levels contain multitudes of 
traps and other little hazards—flagstones 
that trigger arrows, for example. 


A Use the Light Weapon to kill fast-moving 
targets. 


AThe Ghost Spell is a great way to protect 
yourself from attacks. 


300AA04A0064 
300AA0520064 
300AA05A0064 
300AA0620064 
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Infinite Ammo P1 
infinite Ammo P1 
Infinite Ammo P1 
Infinite Ammo P1 
Infinite Health P1 


LEVEL 0 
Bat (Light) 


LEVEL 1 

Bat (Light) 

Bat (Big) 
Grenadier 
Machine Gunner 
Defense Turrets 
Arrows 

Golem 


LEVEL 2 

Machine Gunner 
Grenadier Machine Gunner 
Killing Ball (Cannon) 
Killing Ball (Ammunition) 
Killing Ball (Flame) 
Piston 

Soldier Robot 

Flame Spitter 

Nail Robot 

Legless Robot 

Laser Cannon 


Bat (Light) 
Grenadier Machine Gunner 
Machine Gunner 
Zombie 

Funky 

Raptor 

Bad Plant 

Egnose 

Surveillance Camera 
Propellers 

Tree Man 


LEVEL 4 
Surveillance Camera 
Killing Ball (Cannon) 
Killing Ball (Ammunition) 
Toxic Steam Throw 
Machine Gunner 
Mutant Rat 

Mutant Piranhas 
Guardian (Lightning) 
Guardian (Stick) 
Zombie 

Prisoner 

Leader (Jar) 


Mutant Piranhas 
Imix 

Knackers 
Kitchen Clerk 
Circular Blade 
Steam Throw 
Normal Spider 
Toxic Spider 
Kisin 


LEVEL 6 
Sharky 

Algus 

Flying Piranhas 
Mutant Piranhas 


Bat (Big) 

Imix 

Steam Throw 

Ah Puch (Human) 
Ah Puch (Monster) 
UNK = unknown 
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OGRE BATILE 


This neat turn-based game of tactical combat in a dangerous fantasy world is surprisingly simple to get into and even 
more surprisingly difficult to put down. If you like the excellent Vandal Hearts or Final Fantasy Tactics, you really 
should give this a try—and this stage-by-stage walkthrough and beginner’s guide will make things easy. 


GENERAL HINTS 


e In the early stages of the game, put all 
the wizards, clerics, Amazons, and 
Valkyries on the back row. 

e Don't let cities change hands repeatedly 
to obtain more tarot cards—your 
reputation will plummet. 

e When you encounter a neutral monster, 
try to recruit it before attacks begin. 

e Don't fight enemies much weaker than 
yourself—you lose respect. 

e Amazons distrust men and fight less 
efficiently in mixed parties. For best 
results, group them with other women. 

e To make a vampyre, use a Blood Kiss on 
a knight. 

e Dowsers automatically reveal one of the 
hidden treasures on the current stage. 

e Use a “light” party with high alignment to 
liberate churches and towns, as this 
endears you to the townsfolk. This is 
reversed toward the end of the game, 
when you have entered the evil Empire. 


ALL THE WORLD’S 
A STAGE 


Here’s a stage-by-stage guide to fighting 
the good fight. 


STAGE 1: WARREN’S CASTLE 
“DEPARTURE” 

Cities: Daskania, Roshfallian Temple. 
Hidden City: Zeltenia, on the 
northeast island. 

Treasure: Two — southern island, 
south of Felnamia; southwest of the 
enemy castle. 


inyY NAmE IS LANS... 

I Ail A KNIGHT $F THE 

R@YAL ZEN@BIAN ARMY, 
YSU MUST BE THE NEW 

LEADER 


PAT A O ITE? 


A You'll encounter a huge variety of different 
characters on your battle-strewn adventures. 


This stage is designed to familiarize the 
player with the game interface. Play around 
and see what happens. Pressing the t 
button brings up descriptions of icons and 
other parts of the game. Base yourself in 
Felnamia. Head north to Daskania, liberate 
it, and pull a tarot card. Go northeast to the 
hidden city of Zeltenia. Talk to Lans, who 
joins you. Don't deploy him yet. Go west 
and liberate the temple, then go southwest 
to Warren’s Castle. Defeat Warren and 
numerous units rally around you, the rebel 
leader. Get the hidden treasures, save your 
game, and press on to Stage 2. 


STAGE 2: THE BORDERS OF 
SHAROM 

Cities: Valna (shop), Abdella, Valikesh, 
Roshfallian Temple (2). 

Hidden Cities: Ellery, on the island north 
of center; Fallsala, in the southwest; 
Roshfallian Temple, on the 

northeast island. 

Treasure: One—central island. 


Ensure you have at least four groups of 
high alignment, including your leader’s 
group. Deploy one group in Valna and send 
the second to liberate Abdella, and then 
the temple further on. Send weaker groups 
to garrison these locations. Your third high- 
alignment group should travel to the hidden 
temple northeast of Valna, where the 
monks give you the Star of Heroes. Never 
part with it. Go to the hidden city of 
Fallsala and liberate it. Send the unit 
containing Lans to Valikesh. Move the unit 
from the hidden temple in the north to 
Ellerym and send your hero unit to relieve 
Lans at Valikesh. Wait until you get your 
tribute then move Lans to the castle of 
King Usar. Beat him in battle. 


STAGE 3: SHAROM DISTRICT 

Cities: Vannu, Sagebard, Chang’ Ga 
(shop), Lenikan, Bah’Wahl, Roshfallian 
Temple (2). 

Hidden Cities: Anatol, south, near the 
forest; Roshfallian Temple, at the end of 
the southwest road. 

Treasure: Three—a clearing northwest of 
the swamp; south of Bah’Wahl; extreme 
southeast, in the mountains. 
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Take care with the 
governor, 
Gilbert—he can 
be sympathetic to 
your cause. Make 
sure you don't kill 
him, his friend 
Canopus, or Yuila, 
Canopus’s sister. 
Send two high- 
alignment units 
south from 
Llwelyn, one along each path as the road 
forks. Liberate Vannu and the temple, and 
send weaker units for garrisons. Your 
original units should continue south. Send 
a third high-alignment party west over the 
islands to look for treasure. When you find 
it, go south to the temple. Liberate it. Use 
two parties of neutral or low alignment near 
Chang’ Ga to meet enemies advancing 
north. Don’t attack the city for now. 
Continue your advance down the eastern 
road to liberate Sagebard and Lenikan. 
Because you have not yet taken Chang’ 
Ga, you get the Moon Rose. Now liberate 
Chang’ Ga—you’re told a character called 
Wind Rider is at Bah’wahl. This is Canopus, 
but you can't recruit him yet. First send a 
flying unit (for speed) to the end of the road 
west of Parcival. Liberate Bah’Wahl and 
your aforementioned unit finds a hidden 
temple, where you meet Yuila. When all the 
cities (including Anatoll) are liberated—and 
if your reputation is high enough—she 
gives you the Wing of Victory. Take this 
back to Bah’Wahl and recruit Canopus. 
Head south to liberate Parcival. Use your 
flying unit to revisit all cities. You meet the 
witch Babaloa in Anatoll—listen to her. 
Make sure you’ve found the treasures, too. 


A Battles start simple, 
with only a few units to 
worry about, but quickly 
start to get more 
challenging. 


STAGE 4: POGROM FOREST 

Cities: Lolaima (shop), Alagoyas, 
Rhodnia, Melanion, Vyer, Roshfallian 
Temple (3). 

Hidden Cities: Selshippe, in the extreme 
northwest; Minas, on the west bank of 
the northern river. 

Treasure: Two—north of Lolaima, in the 
mountains; east of the central mountains. 


Send your low-alignment fighting units 
southwest to the area around Melanion, to 
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Leaders can recruit new characters during the campaign, but only certain classes. 


LEADER 
Knight 
Paladin 
Vampyre 
Wild Man 
Evil One 
Beast Man 
Beast Master 


RECRUITS 

Fighter 

Knight, Cleric 
Werewolf (night only) 
Fighter 

Wild Man, Wizard 
Fighter, Hellhound 
Cerberus, Cockatris, 
Wyrm 

Dragon, Wyvern 
Black, Red, and Silver 
Dragons 

Golem 


Dragoner 
Dragon Master 


prevent the enemy flooding north from 
Goyas. Send your first high-alignment unit 
to liberate Lolaima. Garrison it with a low— 
or neutral-alignment unit, as usual. Push 
west to Alagoyas and Rhodnia, liberating 
both. A second unit and supporting forces 
should go to the hidden city of Minas, at 
the northernmost extreme of the river, on 
the west bank. Here you get the Mystic 
Mace. Next send this group southwest to 
the city of Vyer. If you have a low reputation, 
you collect the Evil Censer, which can be 
exchanged for the Sentoul Demon by 
meeting the merchant Toad in the city of 
Selshippe. Now lay siege to Goyas. The 
boss, Kapella, is a real pain. Use the World 
tarot card to nullify his magic, or stop him in 
his tracks with a Stun Cloud or Petrify 
Magic. When he falls, explore the area and 
collect treasure. Visit Selshippe again, 
where a wise man gives you Quicksilver if 
you have a high reputation. Much later in 
the game, when you complete Dalmuhd 
Desert and get the Gem of Doun, return 
here to collect the Olden Orb from him. 


STAGE 5: LAKE JANNENIA 


Cities: Antalya, Krasno, Allephal, Giande 
(shop), Kaiselly, Roshfallian Temple. 
Hidden City: Roshfallian Temple, to the 
far east, at the end of the road. 
Treasure: One—northeast, west of 

the mountains. 


Send your main armies to the crossroads 
south of Giande and take on the advancing 
hordes. Use high-alignment parties to scout 
out the surrounding countryside, liberating 
the towns they find. Don’t miss the hidden 
temple east of Allephal, where you find the 
Rune Ax. You meet Sirius twice, who invites 
you to meet “his master” in the castle after 
the sun has set. Don’t do it—this is when 
he’s at full strength. Unless you need the 
Werewolf virus, attack Elsrum in broad 
daylight. Attack the castle and defeat the 
boss, Sirius. He’s weak during the day but 
turns into a werewolf at night. Only attack in 


LEADER RECRUITS 

Doll Master Rock Golem 

Ninja Master Ninja 

Wizard Giant, Hellhound 

Mage Giant, Cerberus, Imp 

Sorcerer Wizard 

Lich Phantom, Wraith (can 
summon anyplace) 

Samurai Fighter 

Samurai Master Samurai, Ninja 

Valkyrie Amazon 

Muse Valkyrie 

Witch Hellhound 


darkness if you have no werewolves in the 

party (when a fighter is wounded by Sirius, 

he can do a class change into a wolf). 

When you win, make sure you grab the 

treasure. If you revisit the temple here after 

the conquest of Shangril, carrying the Tablet 
of Yaru, you will get Topaz. 

e Note—Now you’ve bested the first five 
levels, you’ve still another 20 to go. 
Here’s a brief outline of where to find 
cities, hidden cities and treasures in the 
rest of the game, taking you up to the 
first Chaos Gate. 


STAGE 6: DENEB’S GARDEN 


Cities: Talka, Balijib, Peltmont, Roseanhe 
(shop), Roshfallian Temple. 

Hidden City: Anquard, at the end of the 
road leading to the enemy castle. 
Treasure: Two—a clearing in the 
southwestern mountains; in the 
southern mountains. 


STAGE 7: SLUMS OF ZENOBIA 


Cities: Post Ina, By’Roit, Pruzen, 
Elrangen, Anberg, Fillia (shop), 
Roshfallian Temple (2). 

Hidden Cities: Palma, in the eastern 
mountains; Kal Robs, in the northwest 
corner; Roshfallian Temple, west, on 
forested island. 

Treasure: Three—near two trees south of 
By’Roit, on the forested island north of 
the enemy castle; two treasures on the 
coast east of here, in the mountains 
between Zenobia and By’Roit. 


STAGE 8: ISLAND AVALON 


Cities: Gontak (shop), Mang, Taljin, 
Jisshian, Galyasa, Gelze, Rajin, 
Tomayang, Roshfallian Temple. 
Hidden City: Roshfallian Temple, in 

=] volcanoes in the 
center of the map. 
Treasure: Two— 
southeastern cliffs; 
in the extreme 
southeast. 
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LEADER RECRUITS 

Cleric Amazon 

Shaman Angel, Cleric 

Monk Cherubim, Knight, 
Shaman 

Angel, Faerie 
Gryphon, Hawk Man 
Raven Man Gryphon, Hawk Man 
Demon Imp, Wizard 

Angel Faerie 

Cherubim Angel, Faerie 
Mermaid Mermaid, Octopus 
Nixie Mermaid, Octopus 


STAGE 9: KASTOLATIAN SEA 
Cities: Jabbis, Ma’Aksaz (shop), Mullrou, 
Roshfallian Temple. 


Princess 
Eagle Man 


Hidden Cities: 
Pittokya, on the 
largest northwest 
forested island; 
Tokelau, a small 
island just west of 
the visible temple; 
Malden, on a small 
island west of Ma’Askaz; Pahpehte, on 
an island north of Malden; Bipaoh, on 
the far east island; Fakarabh, northeast 
of the enemy castle; Salay Gom, on the 
island east of Fakarabh; Tongaleb, in the 
mountains at the end of the road; 
Roshfallian Temple, on the far southwest 
island; Roshfallian Temple, at the 
western tip of the northwest island. 
Treasure: None. 


STAGE 10: DIASPOLA 

Cities: Me’Mak, Romorant, Pelegue, 
Raloshel (shop), Somyul, Rimorge, 
Roshfallian Temple. 

Hidden Cities: Anglem, northeast, at the 
end of the road; Ajan, where dark 
mountains meet light ones, southeast of 
center; Roshfallian Temple, east of 
Pelegue, at the end of the road. 
Treasure: Two—northwest of the hidden 
temple; south of the mountain range, 
near the center. 


STAGE 11: KALBIAN PENINSULA 
Cities: Entelstud, Gallstad, Glyng’Br, 
Olesun (shop), Suntsuba, Tronheim, 
Bosetyn, Belgen, Drummen, Roshfallian 
Temple. 

Hidden Cities: Zoimstein, on the large 
island southeast of Olesun; Chaos Gate, 
in a clearing in the far northeast. 


Treasure: Four—on the island southwest of 
Glyng’Br; north of the castle, between the 
mountains; southeast, on the island 
second from right; southeast of Gallstad. 


AThe world of One is a harsh and unforgiving 
place—success will require determination 
and skill. 


’S FUNCTION 


RAGE METER 


The Rage Meter is a dual indicator: 
although it shows Cain’s overall rage, it 
actually monitors his health and his rate of 
fire. At the beginning of any level, it will 
always be “normal,” which is a full orb of 
green. The Rage Meter increases when 
Cain destroys enemies and items (Such as 
crates and oil barrels), while it decreases 
when Cain takes damage. 

The meter progresses by segments, 
beginning with a green shell, then yellow, 
then red; each shell has to be formed 
completely before the next one can begin. 
Each shell segment also requires increasing 
levels of destruction in order to form. So, 
while it is very easy to form a complete 
green orb if your health is running low, it is 
more difficult to form a yellow shell, and 
tougher yet to form the outermost red shell. 

During heightened states of rage, Cain 
will also emit a yellowish to reddish glow. At 
Cain’s highest state of rage, the Rage Meter 
will start bouncing around, alternating 
between red and gray rapidly. At this state 
of rage, Cain will glow bright blue. If you 
press the @ button while Cain is fully 
enraged, you will be rewarded with a “smart 
bomb” attack on any and all enemies within 
sight, instantly killing them. Note, however, 
that this attack is not effective against 
mechanized units, such as the jet fighters at 
the end of the second level, nor can it be 
used against boss enemies. 


CAIN’S MOVES 

Double-jump: During any jump, pressing the 
jump button X will cause you to get extra 
height and/or distance in your jump. This 


Alt was certainly nice of the nasty people who 
experimented on you to give you such a big gun. 


second tap must be performed before you 
have started your descent from the first jump. 
Jump-kick: Press the jump button first, 
then while Cain is in midair, press @ to 
attack. 

Standard Punch: Press the attack button ®. 
Dash Attack: Press and hold the attack 
button @ and a direction button. Cain will 
begin to glow. The longer you hold the 
attack button, the more powerful the attack 
is. To attack, release the attack button and 
quickly press again. This only works when 
the rage meter is in red (partially or full). 
Dive and Roll: While holding a direction 
button, press the crouch button RI. This 
performs a dive and as Cain hits the 
ground, he will perform a short roll. 


CAIN’S SPECIAL WEAPONS 


Concussion Cannon: This is the weapon 
that has been grafted onto Cain’s left arm. 
Flame-thrower: A short-range, intense 
damage weapon, it’s useful only if an 
enemy’s close. 

Pulse Laser Cannon: This medium-range 
weapon packs a tremendous punch. Three 
shots from one can take down any 
Helicopter. 

Homing Missile Launcher: This is probably 
the best special weapon in the game. 
Although not every missile is smart enough 
to find a target, the sheer density of fire is 
enough to overpower almost anything. 
Exploding Shell Cannon: This is the most 
powerful weapon Cain can be equipped 
with. It is a long-range weapon that fires an 
explosive shell at high velocity; it can rip 
apart a Helicopter in one shot. Unfortunately, 
it is line-of-sight only and is very dangerous 
to use in tight areas due to splash damage. 
Semi-Guided Missile Launcher: This is 
another very powerful weapon, with the 
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You wake up. You don’t know where you are. You don’t even know who you are. And 
someone’s replaced your left arm with a huge gun. You’re bound to be a little upset. 
Luckily, in this frantic 3D blaster, the angrier you get, the more powerful you become. 
But rage alone isn’t going to be enough—so here’s everything else you need. 


A Ouch, that’s gotta hurt! Death can come 
from any direction, so keep your eyes open at 
all times. 


added benefit that it will sometimes track a 
target that it is not quite centered. A one- 
hit, one-kill weapon against any Helicopter. 


BONUS ITEMS 


Rage+n bonus: Adds shell portions to your 
Rage Meter at the specified value. 

Kills+n bonus: Adds to your score at the 
end of each level. 

One-Ups: These give you a bonus life. 
Hyper Rage: Automatically takes Cain to 
his Hyper Rage state, even if he is close to 
death when he picks it up. 


GROUND TROOPS 


Riot Guards: Wielding only a shield and a 
stun-rod, the gray-uniformed Riot Guards 
are secretly called “Fodder Troops” by the 
other types of ground units. They are only 
truly effective in large numbers. 

Snipers: These purplish-colored troops are 
equipped with rifles with laser sights. 
They’re deadly from a distance, but they 
always give away their position. 
Grenadiers: These hulking red-uniformed 
troops with the rather large missile-launchers 
slung over their shoulders are capable of 
inflicting large amounts of damage with each 
shot, but their rate of fire is not great. 
Strikers: These yellow-colored troops carry 
a version of the Concussion Cannon that 
Cain has grafted to his arm. They are 
dangerous, even in small numbers, as they 
tend to have greater mobility than any 
other troop type. 

Berets: These blue-uniformed troops carry 
the same type of Concussion Cannon as 
the Strikers. They tend to work together in 
teams and are very effective at setting up 
cross-fire ambushes. 
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Y Never forget that One is a blaster in the traditional sense of the word. If it moves, shoot it. If it doesn’t move, shoot it anyway. Basically, shoot 


everything. The more carnage you cause, the more angry—and the more powerful—Cain becomes... 


Armadillo (Mountain level only): Large, 
six-legged mechanical units, Armadillos are 
equipped with a Gauss Cannon that shoots 
bolts of compressed energy. Getting caught 
by a compression wave bolt will reduce 
Cain’s Rage Meter by an entire shell. 

Slugs (Undersea Facility level only): Slugs are 
not really ground troops at all—they attempt 
to break the windows in the arena areas of 
the Undersea level. Cain can't really kill them; 
he can only discourage them from attacking. 
Note that only Cain’s physical attacks will 
work against Slugs; his Concussion Cannon 
and other special weapons will be 
completely ineffective against them. 


AIRBORNE UNITS 


Lightwings: These aerial units are nothing 
more than men riding powered hang 
gliders, but their attacks can leave Cain 
stymied. They carry not only a powerful 
Pulse Laser Cannon but a sack of 
proximity mines as well. 

Police Helicopter: Confined to the city 
areas of One, Police Helicopters have the 
greatest breadth of weapons available. 
They come equipped with machine guns as 
well as Gold Fusion missiles, Nova Burst 
missiles, and A/P Barrage missiles. 
Sphinx Helicopter: Similar in function to 
Police Helicopters, Sphinx Helicopters 
operate outside the confines of the 


Metropolis. Their weapons are 
limited to A/P Barrage missiles, 
although there are rumors of two 
specially equipped Sphinxes that 
carry heavy machine guns and 
Gold Fusion missiles. 

Archangel Fighters: There are 
two types of Archangel Fighters: 
the NT, which cannot be 
targeted, and the ST, which can. 
The NT model can usually only be seen 
tangentially as it zips on-screen, drops a 
Gold Fusion missile, and then zips away. The 
ST model is only ever encountered toward 
the end of the Rooftop level, at the point 
when you are riding the LZ-1 Tactical Airship. 


MISSILES 


Nova Burst: So-called because of the blue 
radiating pattern it emits upon explosion, 
this missile is only seen on the first level of 
the game. It’s fired by the Police Helicopter 
that chases you along the walkway. 

Gold Fusion: Upon impact, it emits an 
impressive shock wave of incredible heat. 
Capable of melting solid stone. 

A/P Barrage: “A/P” stands for “accuracy 
over precision.” Though this missile has a 
tough time finding its precise target, its 
carpet-bomb pattern of launch ensures 
that it is very accurate at hitting the area 
where the target is standing. 
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8010BA8C0005 
8010AC3CFFFF 
8010B6D8FFFF 


Infinite Lives 
Infinite Ammo 
Infinite Ammo 


LABORATORY LEVEL 
OBJECTS 


The Laboratory level contains a number of 
objects you don't find in any other level. 
They include the following: 

White Blocks: These disappear shortly after 
you jump on them, reappearing a few 
seconds later. 

Blue Blocks: Also called “Bouncy Blocks,” 
they jostle up and down when you land 
on them. 

Gold Blocks: These blocks trigger the 
appearance of some Brown Blocks when 
you step on them. 


LABORATORY LEVEL 
OBJECTS 


The Laboratory level contains a number of 
objects you don't find in any other level. 
They include the following: 

White Blocks: These disappear shortly after 
you jump on them, reappearing a few 
seconds later. 

Blue Blocks: Also called “Bouncy Blocks,” 
they jostle up and down when you land 

on them. 

Gold Blocks: These blocks trigger the 
appearance of some Brown Blocks when 
you step on them. 

Brown Blocks: These are timed blocks that 
appear for a short, predetermined period, 
then disappear again. 

Gray Blocks: These perform a variety of 
functions on the Laboratory level. Although 
some of them move of their own accord, 
they have no special function. 

Joyride Block: There is only one of these 
on the entire Laboratory level. When you 
jump on it and press a direction button, the 
block moves in that direction. 

Strategic Platforms (white): These areas 
are often associated with Fission Cores, 
though that is not always true. Their 
primary purpose is to provide a dividing 
line between blocks of differing types. 
Crash Pad (gray platforms): These provide 
an extended area you can walk on without 
worry. Nothing more. 

Pincushions: These keg-shaped bombs 
explode and release thousand of tiny 
needles that travel the length of the 
Laboratory. If one explodes of its own 
accord (that is, without you shooting it), 
you’ll take damage, no matter how far 
away you are. They have a five-second 
timer once they are activated. 

Fission Cores: These are your primary 
objectives on the Laboratory level. The 
timer that appears at the top of the screen 
lets you know how long you have to blow 
up each Fission Core before it explodes in 
a nuclear fireball. If the timer reaches zero, 
you die. When you explode one, watch for 
a tell-tale blue streak to shoot out of it; the 
direction it travels points the way to the 
next Fission Core. 


RAGE BUILDERS 


There are a number of inanimate objects in 
the game that serve no other purpose than 
to allow you to build up your Rage Meter. 

This class of objects includes: debris, 
crates, containers, oil drums, boulders, blast 
doors, guard towers, bunkers, helipads, 
walkway flooring sections (Mountain level 
only), amongst other things. Basically, if it 
isn’t shooting at you, but it flashes when you 
shoot it, it’s a Rage Builder. 


VEach of the five levels in One has its own unique look and feel, and poses its own challenges. 
Don’t get too caught up in admiring the scenery, though, or you'll find yourself in trouble in no time 


at all. Keep your mind focussed on your main objective—blowing everything into tiny pieces. 


EASY DIFFICULTY LEVEL 
Rooftops: HUTOBWRA 
Mountains: OONDDSJB 
Monorail: VIHSEOBC 
Laboratory: CDBHGKTC 
Undersea Facility: JKUVHGLD 


NORMAL DIFFICULTY LEVEL 
Rooftops: DIYGIXRA 
Mountains: KCSVJTJB 
Monorail: RWLKLPBC 
Laboratory: YOFZMLTC 
Undersea Facility: FLZNOHLD 


HARD DIFFICULTY LEVEL 
Rooftops: ZVCZOYRA 
Mountains: GQWNQUJB 
Monorail: NKQCSQBC 
Laboratory: UEKRTMTC 
Undersea Facility: BZDGVILD 
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PAC-MAN WORLD 


PAC-MAN WORLD 


As the time for Pac-Man’s big 20th-anniversary bash approaches, Toc-Man decides to wreak havoc on Pac-Land’s most 
popular resident. Here’s how to defeat him. 


TOC-MAN’S LAIR 


So, you’ve finally reached Toc-Man’s Lair and 
you’re probably ready to do some serious 
damage. The battle with Toc-Man is not very 
tough—he’s all show and no substance. 

In the beginning stages of the battle, 
Toc-Man will wander around trying to attack 
you by tossing down his own version of a 
Super Pac-Dot attack. This attack will send 
out a force field that will damage you if you 
touch it. The attack also leaves several Pac- 
Dots lying about for a short while. 

Jump over the force field to collect the 
Pac-Dots. They will disappear rather 
quickly, so hurry, collect as many as 
possible. The Pac-Dots will be your 
ammunition as you mount your attack. 

You have a couple of 
possibilities when 
attacking Toc-Man. Use 
a basic Pac-Dot Attack 

—] to render small damage, 
or try your Super Pac-Dot Attack for a 
more powerful hit. 

After a short while, Toc-Man will return 
to the center of the ring and stairs will rise 
up around him. Use this opportunity to run 
up along the steps, and do a Butt-Bounce 
on his head. 


The ring will reset to 
| normal after you do this. 
Í However, you'll notice 
E | that four switches are 
— now available. If you 
activate all four, while avoiding Toc-Man’s 
Butt-Bounce attack (geez, doesn’t this guy 
have anything original?) you will have another 
opportunity to Butt-Bounce his head. 
Toc-Man’s tactics will change one more 
time as he is about to be defeated. This time, 
it’s his (of course!) Rev Roll. However, his 
version leaves a trail of fire. He can only roll 
around for a short period before he has to 
stop briefly. This is your chance to attack him. 
It’s time to settle the score once and 
for all. You are the real Pac-Man! Accept no 
imitations! Once you’ve got him licked 
there’s absolutely no question—Toc-Man is 
just another wanna-be. 


ODDS & ENDS 


HIDDEN OUTTAKES 


After you defeat Toc-Man, you'll receive 
more than just bragging rights. You can see 


Just like you, Toc-Man will blink after being 
attacked. During this time he is immune to 

damage. Take notice, and save your ammo 

when this happens. 


some hidden outtakes from the game’s FMV 
sequences. You can access the outtakes 
from the title screen after your battle with 
Toc-Man. The Outtakes option will appear 
directly below the Load option. Just select 
the option, sit back, and enjoy the chuckles. 


BONUS ROUNDS 


Each unique stage in Pac-Man World 
features its own equally unique bonus 
round. You won't find an easy way to finish 
each bonus round 100 percent complete, 
but hopefully the information here will help. 
During the bonus round, you attempt to 
collect as much fruit as possible. However, 
you will also find an extra life or two 
scattered about. The fruit will come in 
handy at the Weigh-in Slot Machine, not 
only for the points, but also for the slots. 


The Pirate Stage 
Your basic bonus round. You won't find this 
too difficult if you go in with a good plan. 

Chrome Power-Ups make the 
difference here. When you wear the 
Chrome Armor, you’ll sink to the bottom of 
the water. This allows you to take in whole 
columns of fruit as well as smash open the 
Treasure Chests on the sea floor. 

You'll find two Chrome Power-Ups. The 
first one sits next to you when the round 
starts. The second waits on the opposite 
side, so you must dive into the water and 
swim over to reach it. 


The Ruins Stage 

You'll find this straightforward bonus round 
easy to complete with 100 percent on the 
first try. To ace this one, just run quickly 
and watch your timing. 

Gather up all the fruit along the bottom 
first, then jump up to the Helivator on either 
side and ride up. Steam blasts you from the 
side, so watch out and time everything 
correctly. 

Hop over to the opposite side when you 
reach the top, then head down. Once you 
grab all the fruit along this side, get the 
chrome power-up at the top—it’s in a chest. 
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The Space Stage 
This bonus round takes place on a platform 
suspended in space. You must run quickly 
and make no mistakes if you want to 
complete the round. Activate the switch to 
make a force field appear on the first area. 
Gather up all the fruit, then head to the 
platform on the right. But move quickly! If 
you take too long, the force field will 
disappear and you will fall to the bottom. 
Take the Helivator on the side up to the 
next level. Activate the switch and go for it 
again. This time, you'll face a different 
orientation of the force field. Try to save some 
time by jumping over the gaps in the force 
field rather than running all the way around. 
Then you'll enter the third force field 
level, the most difficult. If you don’t run out 
of time to complete the round, you’ll most 
likely run out of time for an active force 
field. Again, you'll find more success 
jumping across the gaps in the field. 


The Funhouse Stage 
This bonus round takes place over a series 
of balloons. As in the actual level, the 
balloons will pop after a short time. To 
gather everything valuable, start at the top 
and step on every balloon so they all pop. 
When you get to the other side, turn 
around and go back. By this time, some of 
the balloons will probably have reappeared— 
you may face some tricky jumps. 


The Factory Stage 

Just run all the way down to the right 
underneath all the Magnetic Movers. Watch 
out so they don’t smash you. Grab the 
Magic Pac-Dot Chain at the other end, and 
it will lead you all the way back, letting you 
collect every fruit along the way. 


The Mansion Stage 

This bonus round allows you plenty of time. 
However, you will spend some of the time 
waiting. Begin by activating any of the Blue 
switches along the front ledge. 

Wait for the fruit to spill out and parade 
around the area along the caskets. Then 
head out there and pick them up. Take care 
not to jump onto any caskets that have 
previously disappeared. 

After you collect all the fruit, you can 
return to the front ledge and activate another 
Blue switch. Repeat this process until you 
get all the fruit or you run out of time. 


Take a quirky blend of high-fantasy clichés and fairytale parody and wrap it around a nifty three dimensional platform 
game. The result is an irreverant bundle of fun, with some tricky levels to complete. This full walkthrough will see you 


on your merry way. 


LEVEL 1: SKULL FORTRESS 
Password: ABMAIIIA 

Obviously, you need a straightforward level to 
get used to the game before facing more 
terrifying sections further along the road. The 
object—once you’ve knocked down the start 
statue—is to amble lightheartedly across lush 
grass, jumping on watermelons and fighting 
plants, mice, and flying squeaky things, past 
the golden palace and into the skull fortress, 
where you make your way through killer teeth 
until you reach the exit alcove. 

The enemies here don’t cause trouble. 
Just jump on them. You can explore the area 
using every key until all treasure is claimed. 
However, when you pass certain points, you 
can't go back, so explore thoroughly as you 
go around. Keys here move platforms, 
create elevators, and remove barriers, but 
they’re not all compulsory. 


LEVEL 2: HOLLOW STAIRWAY 
Password: EJABCCAI 

Make your way up and around the outer 
wall of a tall tower, jumping treacherous 
gaps in the gangplank and doing your best 
to kill the egg men and flying squeakers 
that get in your way. 

When you reach the top, collecting a 
key triggers a huge spiked block to slide 
down the incline, so you have to turn-tail 
and run away from it. Thankfully, the 
platform’s holes have been filled in and the 
monsters have gone to lunch. At the 
bottom, you’re forced inside the tower, 
where an elevator platform takes you up to 
the ramparts and the exit. 


LEVEL 3: DUNGEON TOWER 
Password: ADEAMIIE 
On this level you discover the harmful 
properties of fire fountains and giant 
spiders, not to mention the usual mice, egg 
men, and squeakers. It’s also full of different 
paths and secret tunnels. All routes lead to 
the exit, though, and you can go back and 
explore once you’ve conquered the level. 
On the first stretch of track, look in the 
chasms below. You should see a Mario- 
style pipe leading to a bonus screen. Now 
take the magic elevator to a multi-leveled 
area full of dangerous spikes. Whichever 
way you choose to go, you arrive inside a 
green building, where the exit awaits. 


LEVEL 4: LOST CAVES 
Password: PAAEEBII 
Lost Caves is a breathtakingly large level that 
seems to go on forever. Your main worries 
here—apart from bubble-blowing flowers 
and hopping stalagmites that have joined the 
ugly crew pitted against you—are the many 
crippling rocks that fall from the skies. If you 
don’t keep moving, you’re gonna get hurt. 
The good thing about the levels in 
Pandemonium is that no matter which 
route you take, there’s only one exit to 
reach, so it’s not important which way you 
go, as long as you press onward. However, 
if you care to partake, there’s an excellent 
bonus area here, across the higher rocks 
approaching the exit. 


LEVEL 5: FUNGUS GROTTO 
Password: EPIJAKCA 

This is full of fungal fun; here you’re 
compelled to overcome bouncing 
mushrooms, mushroom men who throw 
their hats at you, slurping snails 

ready to suck your feet off, as well as nasty 
exploding fungus, all as you jump from 
toadstool to toadstool. 


APandemonium is full of traps to catch the 
unwary gamer—f it looks nasty, it probably is.... 


The first section should be no problem, as 
you become a frog for the duration. Collect 
a hidden key from one of the trampolines 
to open up a flue in an enclosed 
mushroom. Just before you turn back into 
your human form, grab a key and jump up 
a series of squeaker monsters to reach a 
cornucopia of bonuses. 

Once you’re back to normal, it’s time for 
some serious work. You surf down an 
incline, ducking spikes, jumping gaps, and 
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collecting coins. If you’re careful, this should 
be easy, and you eventually reach the exit. 


LEVEL 6: ACID POOLS 
Password: FBIJAKCI 
This is another mushroomy level, but this 
time you have to play pinball with yourself 
to get to the exit. Positioning yourself to 
get best results from the buffer mushrooms 
is tiresome and difficult, but best results 
can be obtained from playing as Nikki. 
There are lots of keys here that are 
difficult to reach and don’t do much, but on 
entering the second section, there is a key 
at the top of a host of air fountains that 
opens up a secret area full of wind. Back 
up the top again, surf your way through an 
extremely hazardous circuit of acid puddles, 
dotted with mushrooms and dragons. At 
the end of this short section, jump on a 
piece of fungal flotsam to reach the exit. 


Aln the Burning Desert, use the cacti to avoid 
the red sand by jumping from one to the next. 


BOSS 1: SHROOM LORD 

Password: KOCCCIEE 

Jump on the “surfboard” to your worst 
nightmare! The Mushroom Lord looms over 
you, ready to pound you into the dust or 
knock you off your feet, while all around 
you castle ramparts move and rocks fall. 
On your way around the circular path, you 
find see-saws with fireballs on one end. 
Make mushroom soup out of this boss by 
jumping on all four planks, sending balls of 
flame into his ugly face. 


CONTINUED > 
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LEVEL 7: BURNING DESERT 
Password: LGCCCIGE 

Bounce on cacti and avoid contact with 
murderously hot sand, as the next exit 
beckons in the distance. Now fighting 
against jerboas, dragonflies, evil pig 
monsters that take ten hits to die, and the 
old legion of dangerous pests, your job is 
more than challenging. 

The main points are to avoid red sand and 
explore every wind tunnel you find—none lead 
to danger, and there are prizes to be found. 
Use every hovering insect as a stepping 
stone, as they lead to further bonuses. 


LEVEL 8: BRANKY WASTES 
Password: NIIAJBCB 
The wastes here are very branky indeed. It’s 
similar to the previous level, but with a few 
huts added. When you’ve navigated the 
early desert section, collecting treasure 
along the way, and spiralled down the rocky 
ravines, you become a hot-headed rhino, 
forcing your way through giant ox skeletons. 
There are two ways to reach the exit, 
neither offering much in the way of special 
bonuses. Just make your way across the 
tilting ledges to the exit area. 


Aln the Canopy Village, climb up by jumping on 
the leaves to find a special super bonus area. 


LEVEL 9: SPIDER FOREST 

Password: AHMCJANG 

This time you move between trees to 
achieve your goal. Apart from the usual 
dangers, try conquering the raspberry- 
blowing woodsmen, and bouncing from 
web to web without falling into the abyss. 
From the start, make your way through the 
trees—which, as the title suggests, are full 
of spiders—by means of hidden lifts, 
rickety bridges, moving platforms, and so 
on. After a deliberate long fall, you must 
then make your way to the top of the trees 
by bouncing on webs and crawling up an 
incline, avoiding falling logs as you do so. 
Don't worry about special areas here. 


LEVEL 10: CANOPY VILLAGE 
Password: AHICBAJE 

Canopy Village, a nomad settlement high in 
the trees, is pretty much a free level. You 
can climb up to the heights, jumping on 


leaves to reach a super special bonus area, 
or fall to the lowest roots of the level, 
where you’re transformed into a turtle. You 
arrive at the same end section, where you 
jump across water turbines, collecting 
every type of power-up. 


LEVEL 11: SPIDER BARRACKS 
Password: AlICFAJG 
As you progress through the trees, more 
signs of civilization appear, as you must 
jump on bowed saws and down 
waterslides. Inside a sawmill, make your 
way across straight sections, rolling on 
logs to avoid circular saws, then keep 
jumping up and up, balancing on moving 
planks, jumping onto the next platform 
before they get sliced into woodchips. 
Just a little further to go now, collecting 
keys to open doors as they appear, until 
you see the exit at the top of the mill. 
Where were the spiders, then? 


LEVEL 12: HONCHO’S LOGMILL 
Password: AIICBAJI 

There’s more of the same here, but it’s much 
more dangerous. Look out for the tough new 
soldier monkeys pitted against you! 

This section is bursting with vicious 
saws of every description, speeding toward 
you from all directions. Dodge them as 
best you can—not easy when you’re being 
carried along on huge belts. Halfway 
through, you turn into a turtle again. Now 
the saws are temporarily ineffective! Get 
out of there and back up to the exit. 


BOSS 2: GOON HONCHO 

Password: FBIIAKCK 

At last, you come face to face with the ugly 
brute responsible for your recent tribulations. 
You have to be fast or you'll be hit with 
Honcho’s hammer or sliced by the saw. 

Run to the lever and press it to open a 
door on the other side of the arena. A 
balloon inflates as you run toward it, which 
you should use as a trampoline to jump 
high above Honcho. Land on his head, re- 
inflate the balloon, and repeat the process 
several times to defeat him. 


LEVEL 13: HONCHO’S AIRSHIP 
Password: KPCACIEM 

This is a massive level, packed with as much 
danger as there is fun. You start deep in the 
bowels of the airship, from where you must 
make your way through rickety wooden 
structures to the deck. Avoid the furnace, 
and make your way to the first cannon. Use 
cannons to blast yourself to the desired 
platform. As long as you don't fall out of the 
ship, you can use them to explore. 

Arrows point out the direct route, up to 
the crow’s nest then down to a huge 
cannon. This blasts you into a dilapidated 
hangar, filled with mini-airships, rocket 
launchers, metal claws, and flame throwers. 


PRIMA’S UNAUTHORIZED STRATEGY GUIDE 


oe 


AYou can use the cannons on Honcho’s Airship 
to fire yourself from one section to the next. 


Take care and you should reach a point 
where you become a dragon. Now you’re 
completely free to explore the area. As long 
as you’re prepared for many hazards, the 
exit’s easily found at the top of the hangar. 


LEVEL 14: DRAGON SKYFORT 
Password: FFIIAKDK 

Make your way along a stone walkway high 
in the sky, bouncing on clouds or moving 
on before they disperse, traveling up and 
across on ski-lift ships, avoiding nasty 
airships, flying fish, and flame throwers. 
Although you’re given the gift of flight in 
your dragon form, it is impossible to 
deviate from the path, but riding balloons 
often leads to bonus areas. Trust the 
clouds and lifts and you soon go through 
the golden gates to the exit. 


LEVEL 15: CLOUD CITADEL 
Password: EIAIAKAE 

Up in the clouds, on your way to the 
citadel, you experience much the same 
hazards and features as before, but with 
the added excitement of huge wind tunnels 
that take you who knows where.... 


i? 


AReaching the Cloud Citadel can be nerve- 
wracking, especially if you have a fear of 
heights... 


Inside the citadel, avoid slipping into 
eternity and carefully jump up to get back 
on course. To reach high outcrops, it’s often 
wise to use a combination of the cannon 
and typhoons that wander the area. 


Soon, way out in the atmosphere, you 
reach a series of transporters that whisk 
you off, eventually, to the exit. Always look 
out for bonuses and unexplored areas, 
though—this level is huge. 


On the password screen, try out some of 
these codes.... 


TWISTEYE Hold ŒD + (©2) and press 
direction buttons to rotate 
screen. Hold (2) + £2) then 
press + to reset 

Hold (2) and press o to deform 
your character. 2) + X to reset 
Invincibility 

Press 4 to swap characters 
Permanent weapon 

31 lives 

Extra hearts 

Opens all levels 

Pinball games after levels 
Bonus screen after every level 
Enemies come back to life 

If you quit, you appear back 
on the map 


THE THING 


HARDBODY 
BODYSWAP 
OTTOFIRE 
VITAMINS 
CORONARY 
BORNFREE 
TOMMYBOY 
CASHDASH 
EVILDEAD 
INANDOUT 


LEVEL 16: EFREET PALACE 
Password: KKCBCIDA 
The levels are now getting too similar, but 
each one tops the one before. This one takes 
you through the mystical palaces of Efreet, 
higher and higher into the stratosphere. 
Follow the same guidelines that took 
you to the last level’s exit and you can’t go 
wrong. There are some huge chasms that 
seem uncrossable, but there are huge 
pockets of air which carry you safely along. 
Toward the end is another chain of 
transporters, where you find many bonuses. 


LEVEL 17: FROZEN CAVERN 
Password: EMIIEKBE 

Imagine all the features of the last few levels 
played out in sub-zero temperatures, and 
you’ve got the Frozen Cavern. You have to 
melt green glaciers with your magic, and 
collect keys to open main areas. Later 
you’re ejected back outside, and slide down 
a chute, which leads to another wind tunnel 
above a deadly fall, and so to the exit. 


LEVEL 18: STORM TEMPLE 
Password: AEMCFAIH 

You materialize in an ancient hall, full of 
falling pillars, where a large energy ball 
roams, ever ready to shock you to death. If 
you float up on the laser patches, you can 
get the keys to reach the next hall. 

The next areas are much like the first, 
but with the added danger of roaming dark 
faces. Switch on the lights to keep them at 
bay. Small energy balls can electrify you, 
and larger ones follow wherever you go. 


A Use your magic to melt your way through green glaciers in the chilly Frozen Cavern level. 


After sliding down a turret, you break 
through a wall to appear at the end of the 
castle, where twin gargoyles are struck by 
lightning. You will have noticed empty 
booths on your travels. These now come 
into their own, as a terrifying force of evil 
nature rasps through the air, taking you 
with it, and dashing you into eternity unless 
you shelter in a booth. The exit’s just 
ahead, but you’ve got to be quick getting 
between booths or you’ll never reach it. 


BOSS 3: WISHING ENGINE 
Password: FAAIAKCE 

The Wishing Engine is a giant eyeball on 
mechanical spider legs. Run around its 
arena, jumping up on energy patches until 
all the floating purple opals are destroyed. 
This releases the cannon controls, and 
unleashes the eyeball to kill you. You can 
run under the eyeball, but avoid his 
missiles and body at all costs. 

Propel yourself through the golden 
color band to arm the cannon, then run on 
the treadmill to aim the gunsights. Jump on 
one of the buttons on either side to trigger 
a steady outpouring of missiles. Follow the 
eye around, aiming in front of him to allow 
for the firing delay, you run out of ammo. 
Run back around the arena and jump 
through the reload triangle when 
necessary, keep attacking and avoiding the 
eyeball, and he eventually collapses. 
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A stone edifice appears in the center. 
You are free to collect your three wishes 
and save the village! 


PANDEMONIUM 2 


410 


Bigger, better, and more challenging than the original, this 3D platformer is also even stranger in places. If you’re 
getting weirded out, worry not—just take a glance at this guide to the levels and bosses. 


Here we give you a taste of most of the 
levels and three of the boss encounters. Be 
prepared for a strange ride. 


1. GOON CITY 


This is a peaceful level, starting in 
woodlands and leading to some 
waterslides. Although it has impressive 
gates, the so-called “Goon City” is barely a 
village, with only a handful of Goons to 
avoid or jump on. Drop to the bottom of 
the city, leap up to the very top using a 
series of springy clotheslines, then climb 
across the rope and drop through a column 
of coins later on. More clotheslines, ropes 
and a staircase lead to the end. 


WThe Goon City might sound intimidating, but 
actually there aren’t too many Goons around. 


2. ICE PRISON 

Password: AEEABIIN 

Early in this spooky castle, jump up to and 
along the wooden monkey bars. There are 
a lot of them, here and throughout the 
entire game, and on this level most are in 
the path of falling giant snowballs. 

In the room with rows of bars, jump 
between the ropes to get around the room 
safely—there are spikes on the ground. In the 
next room, spikes are attached to moving 
blocks above you. Wait until they have fallen 
and begin to rise, then dash underneath. 

Go down a spiral path, avoiding spikes, 
Goon archers, and snowballs, then up using a 
series of trampolines and chains (same as 
ropes). When you find spikes on blocks below 
you, jump over when they begin to lower. 

There are series of monkey bars, 
trampolines, and chains to negotiate, and 
the snowballs are joined by cannons that 
project snow missiles. There are two ice 
slides with vertical trampolines—leap them 
else you may be sprung backward onto 
spikes—and ropes that take you to the exit. 


3. ZORRSCHA’S LAB 

Password: LHABIAPA 

Meet the walking fish and spy the extra life 
above. Collect the first key of the game— 


V Walking fish are just one of the many 
types of bizarre creatures you'll encounter 
on your travels. 
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like many in Pandemonium 2, it doesn’t 
open a door but reveals a series of coins. 
Jump over the sparks that travel across the 
arched platforms and land on the 
transparent globes when it’s safe to do 
so—the sparks appear in the center before 
electrifying the surface. There are two ice 
slides, both with electric barriers that you 
should duck under. 

Proceed outside, where there’s more 
electricity to evade and a manic extra life to 
catch. A key opens the psychedelic door, 
and once inside work your way between 
the rocks, cobweb trampolines, and giant 
spiders to the bottom-right. The key there 
opens a door at the top-right that leads to 
a higher point in the previous room. 

Jump between the globes to the top- 
right, where killing the armored Goon moves 
a key to an accessible position. Go to the 
spider-filled chamber and up a series of 
trampolines for a key, then return and jump to 
the top the globes for the final key and door. 


4. HOT PANTS 

Password: OAACCDMJ 

Hot Pants is the name of the odd-looking 
dragon in this boss level. Although his 
flame breath looks lethal, he doesn’t use it 
until he swoops overhead so just run to one 
side when Hot Pants begins to fly toward 
you. He sets sections of the platform alight, 
but these flames are easily jumped. There’s 
a pit in the middle of the platform that you 
can hide inside, but Hot Pants’ attacks are 
so predictable it isn’t needed. 

He’s easily defeated, too. Like the first 
boss in the first game, jump on the see- 
saws to send fireballs in his direction. 
When Pants has (ironically) gone down in 
flames, use the elevator, then run along the 
path into a rocket. 


5. STAN’S THE MAN 
Password: AIMIDJIH 
The following levels take place on another 
world but have the same features as 
before: slides, trampolines, ropes, monkey 
bars, etc. First go left then drop onto a 
huge slide that carries you off toward the 
right. Duck under the tentacle barriers and 
be prepared for some over-the-top jumps; 
if you hit the hoops, you’re given a boost. 
Landing an a vertical rope, climb up 
and down as it moves forward to avoid the 
huge energy barriers. The slides and ropes 


AThe somewhat psychadelic backgrounds can 
make it easy to miss things, so explore carefully. 


continue until, after a series of huge jumps, 
you encounter a spiked ball—don’t jump 
onto it! Through the door you encounter the 
spindly Stan, who swats the flies around 
his home. Jump or shoot Stan a few times 
(there are weapons) and climb onto his 
armchair to complete the level. 


6. OYSTER DESOYSTER 

Password: FICAOAFM 

This is a strange and confusing level set in 
a series of semi-organic underground 
chambers. There are bubbles to jump upon, 
with up to two bubbles within. All three 
usually need to be ridden on, so make sure 
the next bubble will have two inner ones by 
deliberately bursting all that appear, then 
jump from the bubbles’ source. Especially 
with Nikki, it should then be quite easy to 
reach your target. 


A Most booby traps and other dangers can be 
avoided easily if you watch them and learn the 
timing. 

Another notable feature are the fungus 
copters. Grab hold and the viewpoint 
switches to below your feet as you’re carried 
up. Steer left and right to avoid enemies and 
stay alert to gather any coins, weapons, or 
heart rings. Ropes and bursts of air also 
carry you to higher ground, but flying and 
armored balls bring you down to earth. 


7. PUZZLEWOOD 

Password: LMBBIIEE 

There are many enemies in the early parts of 
the wood—giant caterpillars, flies, and living 


puzzle pieces—and spikes to avoid. Jump 
from rope to rope, then a series of drops 
takes you to a winding path with trampolines. 

You arrive in a room with two platforms 
and a trampoline below. Queen Zorrscha 
appears on the second platform! It’s easier 
to avoid her fireballs if you drop onto the 
trampoline: you have more time to react, 
bouncing spoils her aim, and you have the 
option of jumping between the platform 
sections on either side of the trampoline. If 
you bounce to maximum height and land 
directly on top of her, you'll kill Zorrscha in 
one go. However, she’s resurrected on the 
other platform, so drop onto her again to 
earn a key. Head to the right and then up 
using trampolines and ropes, then left and 
use the elevator. When the spinning 
platforms begin to rise, run under them. 
There are more elevators and ropes, then 
run and jump along a vine to the exit. 


8. TEMPLE OF NORI 

Password: GABIIHB 

Past the smoky flames, head for the top- 
right. Push the tortoise to where it can be 
used to reach the platform above, kill the 
huge cricket, and run into the hammer. It 
strikes the gong, opening the portal ahead. 
You soon have to move another tortoise in 
order to strike another gong. This one 
summons a platform. 

There are two circular paths around 
large rotating hammers. At the first, a 
platform leads to a big gong that you 
should ring to access the next section. 
Ordinary gongs have to be rung to move 
platforms and obtain keys. After the 
second circular path, avoid the sweepers 
then run down the spiral, leaping over 
hammers. You soon have to do the same 
on an upward spiral. A line of sweepers try 
to push you from the home straight. 


9. EGG! EGG! 

Password: AEEABIIH 

This boss is King Egg. Run past his legions 
of bouncy pink followers and onto the 
small circular platform. Jump when either 
of King Egg’s hands come near and collect 
the weapon. 

When he turns around to expose his 
yolk, fire into his shell—you should be able to 
get three or four shots inside his shell, though 
when he spins, a single shot can sometimes 
get through. He adds a new attack, clapping 
his hands together. Simply duck to avoid 
them. King Egg eventually runs away, 
defeated. Follow him and he blows up, his 
vast crown dropping around you. 


10. HUEVOS LIBERTAD! 

Password: NOAGCBMJ 

Now that their leader is no more, you are 
the pink eggs’ guardian! There’s a cage with 
them packed inside; jump onto it to break it 
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ALuckily, the Hate Tank isn’t fast, so just keep 
your cool and time your jumps to avoid 
obstacles. 


As with the first Pandemonium, Nikki is the 
best character to control. Although there are 
places where Fargus’s attacks are very 


useful, jumping is the name of the game, and 
Nikki is far superior in this respect. Without 
her double jump, most levels become 
frustratingly difficult, so only use Fargus 
when you discover that enemies are providing 
significantly more trouble than leaps. 


open, earning you a heart ring. Below you 
and a little further on is an extra life. 

Jump onto the two bouncy eggs to 
proceed. Avoid or kill the bulldog and jump 
over the pools of slime. Inside the 
patchwork room, there’s a section where 
your character acts like a pinball. It’s hard 
to control them but there are no dangers 
so just keep riding with it until you have all 
the coins and have landed on one of the 
upper platforms. There’s a section now 
where you jump between jellyfish 
platforms. They can’t be stood on for long, 
but you can hang on after you sink 
through, like with monkey bars. This 
doesn’t take you any nearer the exit but it 
should be explored for the goodies it holds. 

After more egg cages, swaying flower 
platforms, and eggs to bounce on, run 
along the railings to the exit. If you use 
them as monkey bars, there are some coins 
and hearts rings to collect beforehand. 


11. PIPE HAUS 

Password: NOACCCMJ 

There are further eggs to liberate and 
bounce on in the sewers. There are secrets 
to find, too: Early in the game, you have to 
catch a lift on a rising platform. 

If you ignore the logical path and go 
right, there’s a bonus game. Collect the 
weapon power-up, bounce on the 
trampoline, and fire at the target to make 
coins rain upon you. Back in the level, when 
you see a sign pointing up, go to the right 
on the monkey bars to collect an extra life. 
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A Watch out for the baddies on the later levels— 
they get bigger, nastier, and harder to avoid. 


As you work your way rightward, deal 
with the bulldog and Goon miner and avoid 
the oil drills. Go up, left, then right using 
monkey bars. Drills come through the floor, 
too. Use bars and a platform to reach a 
transparent tube full of coins. When you have 
them all, continue right and drop down. After 
a second tube, run on the pipe then go 
down one column and up the next. There’s 
an extra life, if you can catch it! There’s a 
Goon miner and Goon Vader down the mine. 
Activate the lever to lower the platform then 
bounce off the egg onto it. You'll find a life 
and a key on the next platform. 

Use monkey rails and find the key to 
raise the giant piston that’s blocking your 
progress. Free more eggs, carefully timing 
your movement along the rails to avoid the 
shuttle, and you’re home free. 


12. HATE TANK 

Password: JEEBJMPB 

A giant machine with fearsome rotating 
blades for a hand chases you. It isn’t fast 
though, and your path is only blocked by 
small obstacles that are easily leapt, so you 
should be able to leave it behind. 

You find a small tank, so climb aboard, 
wait for the robot to catch up, and have 
your revenge! Use ŒD and R3 to rotate the 
turret, press # and + to angle the barrel, 
then let rip. After a few hits, the top of the 
robot blows up. Turn the turret to face the 
door ahead of you and destroy it. 

The rest of the level consists of 
combinations of various hazards. Grenade- 
throwing Goons can be shot or, if on they’re 
on the ground, run over. Guns in the 
background or foreground can be destroyed 
if you aim the tank’s barrel into or out of the 
screen, as applicable. It’s easy to synchronize 
your movement to avoid the jets of flame. 
Hovering mines are easily destroyed, as are 
robots, and their shots can be blocked by 
your own. If a cannon is in your path, target it 
first —they inflict most damage. 

Most enemy fire is slow and 
predictable, so you can drive forward or 
back to avoid it. After taking several hits, 
the tank flashes, meaning a further hit will 


All Levels: To open up all 19 levels, use 
GETACCES as a password. 


Full Health: There are several stages of 
health, denoted by color. To max out your 
health meter, enter HORMONES on the 
password screen. 


Extra Lives: The password IMMORTAL is 
misleading: you actually start with a mere 
31 lives. 


Immortal: If you enter NEVERDIE as a 
password, you have infinite energy. Should 
you get trapped in part of a level that would 
normally kill you, you'll have to quit. 


Keep Weapon: If you don’t want to lose any 
weapon power-ups you collect, input 
MAKMYDAY on the password screen. 


Endless Enemies: If you find Pandemonium 2 
too easy, use the JUSTKIDN password and 
any enemy you kill instantly returns to life— 
bosses excluded. 


Bonus Levels: To access the between-level 
surfing stages, no matter how little treasure you 
collect, the code SKATBORD should be entered. 


Mutant Heroes: After you enter GENETICS as 
a password, holding Œ and pressing @ 
distorts your character into a variety of 
hideous poses. ©2) and X restores them. 


Rotate Screen: Input GONAHURL on the 
password screen, then when you hold © and 
(2), pressing € and > rotates the screen. 
Pressing + restores normality. Try leaving the 
screen completely upside-down—that way, 
the € and > controls are reversed! 


destroy it. Try to make it to the next restart 
point before it blows. 

Obstacles have to be blown from your 
path and some doors need opening. Point 
the barrel into the screen and shoot the 
orange activation panels. There are three 
such panels in the last section, along with 
three cannons! 


13. FANTABULOUS 
Password: GEJAOHBM 
You seem to have appeared inside a vast 
clockwork machine, full of cogs and fans. 
Spiral upward, avoiding the fan blades and 
using the cogs as rotating platforms. If you 
don’t keep walking forward, you will slip back 
off the cog, often to your ultimate doom. The 
whole thing is made much trickier by the fact 
that they often appear to be in the 
background, so it can be difficult to know 
which part of the machine is your next landing 
point. Luckily, however, there are only a few 
enemies— Goon spacemen and Goon Vaders. 
You arrive in a tall circular room, at one 
side of a cross-shaped platform. Get into the 
central rotating cage and get out when you 
can access the section of the platform at “2” 
(there are markings on the wall). Climbing on 
the cogs, you can get a key and heart ring. 
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Be careful of the laser beam platforms — after 
a second or so they activate an electrical 
discharge. Jump up to a platform nearer the 
hub of the chamber and run into the lever to 
activate it. A trampoline appears at “3.” 

Use the cage to reach that trampoline 
and operate the lever near the hub to lower 
an elevator. Catch a ride and use the next 
lever up. This moves a cog into position at 
“4,” so go there and make you way up to 
the higher cross-shaped platform using 
cogs, laser platforms, and trampolines. 
Head back to the wall at “4” for an extra life. 

Go across the laser platforms at “2” 
and operate the lever to add platforms at 
“1.” Go there and press the button handily 
labelled “Button.” The viewpoint pans back 
to reveal the words “Don’t press” above it! 
Havoc breaks loose but don’t panic—that 
was meant to happen — really. 

Run directly across the platform to “3,” 
where an elevator waits. Use Left and Right 
to steer the ascending machine away from 
sparks and up to safety. 


14. MR. SCHNEOBELEN 
Password: OICCGEMJ 
When you are standing in a rusting chamber, 
the floor gets beaten in from below! Jump 
into the tube and you find yourself 
controlling a metal paddle. You can angle it 
left and right with ŒD and R3, and up and 
down with the logical joypad movements. 
Use it to deflect metal balls onto Œ, RD and 
downward arrow signs, then Mr. 
Schneobelen arrives—this is a boss level! 
The paddle is on the bumper of a 
futuristic vehicle that Schneobelen chases, 
firing balls at it. You have to deflect them 
back, hopefully to strike the maniacal 
machine; if five get through and strike the 
bumper, it drops off and you must start 
over. First angle the paddle fractionally to 
the left, then if you get in front of 
Schneobelen when he launches a ball, it’s 
directed at his chest. When the rate of balls 
speeds up, you have to concentrate on 
reaching the balls and trusting your luck. 
After several hits, he rushes the 
bumper and swings a spiked fist at the 
paddle. However, it’s easy to steer to one 
side when he approaches, and even when 
he brings his arm back to punch, it’s still 
possible to slide out of range. 


LEVEL CODES 


15. Collide-o-scope: FJKEGCDC 
16. Zoul Train: IGABIIHB 

17. Lick the Toad: NOACCCMJ 
18. Bitter End: NVACCBMJ 

19. Rub the Buddha: MAECCBEJ 


Coins 800ABD7801F8 
Infinite Health 800ABD760010 
Infinite Lives 800ABD740010 


SO, YOU WANNA BE 


A RAPPER? 


Think you have what it takes to wax smooth 
on the mike? Well, you just might, but you 
won't know for sure until you step up and 
unseat the six masters of rap that teach you 
how to be the best. From your first lesson in 
the Dojo to your last on center stage, you'll 
discover a totally unique universe of wacky 
characters and unique rapping styles on your 
way to stardom! 


RAPPIN’ BASICS 


e You gotta get with the rhythm, and fast! In 
the beginning, follow the graphics on the 
beat line to see when to press the buttons 
on time. However, as you get better at the 
game, ignore the beat line and trust your 
own rhythm. The more you try to be perfect, 
the more likely you are to mess up your 
timing. 

e You can't achieve “Cool” status on your first 
time through each level, so there’s no 
reason to earn extra points by improvising 
unless you’re already familiar with the game 
and the dance moves. Take it slow and 
master the button timing. This helps when 
you improvise on future runs through the 
levels. 

e If you’re having severe difficulty finishing a 
particular level, analyze the problem. The 
most common problem is timing, although 
sometimes it can be a problem with getting 
the buttons right. If your timing is off, press 
the buttons a little sooner or later than 
usual, and note the results. Usually a slight 
adjustment solves the problem. If you are 
having problems with the button presses, 
keep plugging away. You will eventually 
memorize the patterns if you keep playing. 

e In most of the latter levels, the songs have 
sections where one button press makes 
PaRappa say several words in a row. It’s 
actually wrong to press the button for each 
syllable, because PaRappa gets ahead of 
the lyrics this way, potentially wreaking 
havoc with your timing. If PaRappa sounds 


funny, you’re probably hitting the button too 
many times and interrupting him before he 
can finish speaking. Watch the beat line to 
help diagnose and correct this common 
problem. 


ALL THINGS “COOL” 


e When going for a “Cool” rating, keep your 
button presses in time to the beat. Off- 
timed sequences are rejected as often as 
they’re accepted. 

e To get a “Cool” rating, throw in extra button 
presses either between lyrics or at the end 
of a line. Quite often, doubling the button 
presses in time to the beat results in very 
high scores. 

e After you start rapping “Cool,” keep using 
the same pattern to maintain your status. 
The game isn’t checking to see if you 
repeat yourself, but it does care that you 
stay in time to the beat. 

e If you fail to keep your timing in “Cool” 
mode, your teacher returns and leads you 
again. You can go back to rapping “Cool” 
again if there’s enough time left in the song. 
Just do the same things you did to get the 
“Cool” rating the first time. 

e In some of the later levels, the buttons form 
phrases, and each button press results in a 
different word that can throw off your 
timing. To make sure you don't lose the 
beat, press © or © while pressing the 
buttons to shorten your words. Also use 
buttons that result in short words to keep 
your timing right. 

e When trying to achieve “Cool” status, you 
can press buttons that don’t even appear 
on the beat line. Although PaRappa says 
“Oops!,” the button presses still count as 
long as they’re in time with the beat. Try it— 
you might be surprised by the results! 


BREAKING DOWN 


THE LESSONS 


| NEED TO BECOME A HERO! 


Teacher: Chop Chop Master Onion 
Song Style: Kung Fu Groove 
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THE RAPPER 


Lesson 1: This is a warm-up. Each button is 
used once for single syllable words, and then 
the pattern repeats. No sweat! 

Lesson 2: This lesson teaches you how 

to use (3) and RJ. Be ready when Chop 
Chop alternates these buttons on the 
second stanza. 

Lesson 3: Chop Chop makes things harder 
by doubling the number of commands in 
each beat line. Keep an eye out for the 
changing combinations during the second 
stanza. 

Lesson 4: The final lesson involves three 
quick button presses in a row, so you'd better 
know where all those buttons are! 

How to rap “Cool”: The best opportunity to 
rap “Cool” is within the first few beat lines. 
Chop Chop is only looking for one word, so 
give him about five or six instead and you're 
sure to impress! Don’t get sloppy, or you'll be 
back in the front row taking lessons again. 


YOU GUYS SIT IN THE BACK 


Teacher: Instructor Mooselini 

Song Style: Piano Groove 

Lesson 1: Instructor Mooselini starts right 
where Chop Chop Master Onion left off, 
challenging you with three lines of three 
button presses. After the short pause, she 
expects you to repeat right after her, so as 
soon as she finishes a phrase such as “Step 
on the brakes,” you follow. 

Lesson 2: Instructor Mooselini gives you 
driving instructions, which is OK because 
she’s in the front seat. The second stanza is 
the same as the first, except that you turn left 
with ŒD instead of right with RD. 

Lesson 3: This is the most complicated 
lesson so far. The timing of “Do you know 
why we stopped the car” is tough because 
phrases such as “Do you” are activated by 
one button press, so use the beat line as 
your guide if you aren’t familiar with the 
timing. Also, when Instructor Mooselini says 
“Guess” and “What,” you need to respond 
immediately, just like the end of Lesson 1. 
Lesson 4: This lesson mixes up everything 
you’ve learned from Chop Chop Master 
Onion and Instructor Mooselini. After a repeat 
of checking and turning, you have to “Step 
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on the gas, now turn to the right.” It’s the 
same timing as the end of Lesson 1 and 
beginning of Lesson 2, just spread across 
more buttons. Also, be sure to repeat right 
after Instructor Mooselini when she says 
“Step on the brakes.” 

How to rap “Cool”: This is the hardest stage 
to rap “Cool” on. Your first opportunity comes 
in the beginning, during the long pauses after 
“Step on the gas” and “Step on the brakes.” 
If you can't get it to happen that fast, double 
some buttons in the quick repeat section of 
Lesson 1. Still having trouble? Don't give up. 
Although it’s hard to fit in anything 
complicated during the remaining lessons, 
throw button presses between beats and see 
what you can come up with. Keep trying and 
you'll eventually pass this test. 


MY DAD’S GONNA 


BITE ME! 


Teacher: Master Prince Fleaswallow 

Song Style: Slow Reggae 

Lesson 1: Master Prince Fleaswallow has a 
different recipe for success than your other 
teachers. Like he says, even though the 
rhythm is slow, it doesn’t mean you can’t 
flash some wicked stylings. Fortunately, the 
words in the first stanza are all one syllable, 
so press the buttons in seven even intervals 
to get “In the rain or in the snow.’ When you 
go for “Got tha got tha funky flow,” 
remember that “funky” is one word, so you'll 
have to skip a button press on the sixth beat 
to rap right. The last stanza involves some 
two-syllable words and also some strategic 
pauses. To get “All you ever” takes three 
straight button presses, then after a one-beat 
pause, five more quick button presses make 
“need is to be nice.” After that, wait one beat 
to say “and,” then wait one last beat before 
saying “friendly.” This is quite a departure 
from the other lessons you’ve learned so far, 
so don’t get discouraged if you have to try 
several times to get it right. 

Lesson 2: Lesson 2 is nearly identical to the 
end of Lesson 1, except that this time, you 
alternate between RI and ŒD from one beat 
line to the next. Remember to leave room for 
one-beat pauses near the end of the line. 
Seven consecutive button presses gives you 
“I will try to sell a cap,” then wait one beat 
before saying “like,” and one last beat before 
saying “this.” 

Lesson 3: This lesson is an extension of the 
previous one. When Fleaswallow says “The 
skunk over here will bring you luck,” you 
follow with two quick button presses to get 
“The skunk,” wait one beat, say “over,” wait 
another beat, say “here,” then do two quick 
presses for “will bring,” wait one last beat, 
then immediately make two last quick 


presses to get “you luck.” It’s all broken into 
single syllables, but the timing is tricky. 
Remember that although the words are 
different between the first and second 
stanzas and the button changes from RI to 
1), the timing is the same. 

Lesson 4: This is pretty much a rehash of 
Lesson 1, with the exception that the last line 
changes to “Got tha funky funky flow.” So, 
instead of skipping one beat at the end, you 
have to skip one in the middle as well 
because “funky” is a two-syllable word. 
Lesson 5: Master Prince Fleaswallow imparts 
a couple of trade secrets to you in this final 
lesson; another twist on the pause tactics 
that you’ve learned so far. In the beginning, 
you start with “I have never sold everything, 
everything.” This is just a modification of 
Lesson 1’s “All you ever need is to be nice 
and friendly,” just with more one-beat pauses 
in-between. Three quick button presses gets 
you “| have never.” Wait one beat, then say 
“sold,” wait another beat, then say 
“everything.” When the second stanza begins, 
teacher tells you that “Money, money, money, 
is all you need.” This is actually easier than 
the previous beat line, because all the 
multiple presses come at the end. Each 
instance of “money” is separated by a short 
one-beat pause, while “is all” and “you need” 
are two quick presses in a row followed by a 
one-beat pause. 

How to rap “Cool”: Rapping “Cool” in this 
stage is pretty tough. There isn’t a lot of 
opportunity for you to improvise, but add a 
couple of extra button presses at the 
beginning or end of a beat line, or mix up the 
timing by adding short pauses, then catching 
up with extra-quick bursts of button presses 
at the end of the beat line. Keeping the 
“Cool” rating after you have it can be very 
hard, so timing is everything. Stay on the beat 
and you'll be OK. 


m 


GUARANTEED TO CATCH 


HER HEART 


Teacher: Cheap Cheap the Cooking Chicken 
Song Style: Smooth Hip Hop 

Lesson 1: Cheap Cheap is a master chef, 
and the timing of her raps is extremely 
difficult to reproduce on a regular basis. This 
is the tip of the iceberg, so concentrate and 
keep the beat in your head. Whether you’re 
mixing or cracking, the third button press 
always has the word “the” at the end. Always 
wait for “the,” because if you press the 
button on that beat, you move ahead in the 
rap and can lose the timing for the rest of the 
beat line. It’s always “crack the” or “X the,” 
so wait that one extra beat before pressing 
any more buttons. 


PRIMA’S UNAUTHORIZED STRATEGY GUIDE 


Lesson 2: This lesson continues the fun 
tradition of having multiple words activated 
by one button. The first beat line is a slight 
modification of Lesson 1, and the second line 
is reminiscent of a Master Prince Fleaswallow 
line. The third line is tricky because the first 
two button presses activate a two-syllable 
phrase, “Heat up,” and “the oven.” The next 
two button presses activate single syllable 
words, “now,” and “we,” then finally, the last 
two button presses activate “on a” and, 
finally, “roll.” The timing for these presses is 
tricky, so take the time to really analyze the 
layout of this beat line. The last beat line 
should look familiar, but be ready to go 
straight from RD to ŒD at the end to 
complete “your soul” on time to the beat. 
Lesson 3: The first beat line alternates 
between two-word phrases and single words, 
so wait for that second word to come out 
before moving ahead. “Put the,” then “cake,” 
then “in the,” then “oven,” then “for a,” and, 
finally “while.” The timing for the buttons on 
the second beat line are all evenly spaced, so 
get the rhythm and go with the flow. In the 
last two beat lines, PaRappa says things 
differently than Cheap Cheap, but the timing 
and syllable counts are the same, so don’t 
get distracted. Instead of saying “Here, | got 
a little sample,” you say “Here, | don’t have a 
sample.” And instead of saying “Cause ample 
time’s just what we don’t have,” you say 
“Cause money and time’s just what we don’t 
have.” Again, the button presses are identical, 
even if the wording is a little different. Both of 
these beat lines continue to feature 
alternating syllable counts on each button 
press, so pay attention. 

Lesson 4: The first few beat lines of this last 
lesson should be familiar to you, but the last 
two beat lines are really complex and, even if 
you’re rapping “Good” at this point, you can 
lose the entire round if you mess them up. In 
the second-to-last beat line, Cheap Cheap 
says “Whatever you like’s in the middle, 
fiddle.” The first button gets you “Whatever.” 
Two beats later, hit the buttons quickly 
(without skipping a beat) to get “you like’s.” 
Another two beats, and the next button gives 
you “in.” One beat later, the next button gives 
you “the middle,” and finally, at the end of the 
beat line, the last button gives you “fiddle.” 
Study closely to get it right. If it’s too hard, 
fudge it by improvising. On the last beat line, 
Cheap Cheap says “Seafood cake comes 
just like the riddle.” The first three buttons 
give you “sea,” “food,” and “cake,” 
respectively. The next two presses (without 
skipping a beat) give you “comes just.” After 
a one-beat pause, the next button gives you 
“like the,” and the last button at the end of 
the beat line gives you “riddle.” Again, these 
two lines are crucial to passing this stage. 
Drop the ball here and you'll have to start all 
over again. 


How to rap “Cool”: You'll have to resort to a 
lot of repeat button presses to get your mojo 
working in this stage. Don’t go overboard 
with too much activity. There’s a sweet spot 
between “not enough” and “too much,” and 
the judges are really picky about it. You 
should be able to rap “Cool” by the end of 
Lesson 1, but if not, keep trying. One-button 
beat lines are especially good candidates for 
racking up big points. 


FULL TANK 


Teacher: Chop Chop Master Onion, 
Instructor Mooselini, Master Prince 
Fleaswallow, and Cheap Cheap the Cooking 
Chicken 

Song Style: Electric Funk 

Lesson 1: Chop Chop Master Onion is in 
pretty bad shape, so his rap is carefully 
measured to an even beat. This is just like the 
second line of Lesson 2 with Cheap Cheap, 
so it ought to be familiar. The slow rhythm of 
this song makes the timing tricky, so do your 
best to keep the beat even if you mess up 
once or twice. 

Lesson 2: Instructor Mooselini’s rap is very 
similar to the “Check and turn the signal to 
the left” beat line, so you shouldn't have 
much trouble with it. The second stanza has 
the same buttons, but the timing of the last 
two are spread out to make even intervals 
between all of the buttons in the beat line. It’s 
just like Lesson 1 all over again. 

Lesson 3: Master Prince Fleaswallow is 
pretty desperate to get to the toilet first, so 
his rap is complicated. The first beat line is a 
combination of his entire first lesson back at 
the Flea Market, so string them together in 
one beat line to get by. The second beat line 
is a little more complicated, but it’s just a 
combination of techniques you’ve already 
learned. Watch the beat line carefully and you 
should make it through. 

Lesson 4: Both of the beat lines presented 
by Cheap Cheap are filled with evenly 
spaced button presses, especially the first 
one. The second beat line is a little more 
complex because there are alternating 
instances of one-beat and two-beat pauses, 
but if you’ve mastered these instances from 
past lessons with Cheap Cheap, you can get 
through this one as well. Improvise, especially 
if you make a mistake along the way. Even if 
you didn't plan for it, you might convince the 
judges that you meant to do what you did. 
How to rap “Cool”: Your best chance for 
rapping “Cool” comes in the Lesson 1 with 
Chop Chop Master Onion. It’s critical to get a 
good score on the first and/or third beat line, 
and break out with something special on the 
second and/or fourth beat line. The even- 
numbered beat lines only require one button, 


and you can get off a nice rap because the 
beat is so slow. If you fail to get started 
against Chop Chop, you can still make it, but 
you'll have to work a little harder to impress 
the judges. 


| GOTTA BELIEVE! 


Teacher: MC King Kong Mushi 

Song Style: Old School Party 

Lesson 1: This lesson is about as simple as it 
gets! Of course, much harder things await 
you in the next few lessons, so get a good 
feel for the beat early on. You’ll need to be on 
top of your game to finish this stage! 

Lesson 2: Things start to get hard. The timing 
for the beat lines in the lessons from here on 
are too difficult to describe, so trust your 
timing and the beat line. To make things even 
tougher, the beat lines are split in such a way 
that it’s hard to tell when the beat line tracer 
is going to switch, and PaRappa says 
completely different things than MC King 
Kong Mushi. If you haven't heard the right 
word before moving on to the next button 
press, wait as long as you can before moving 
on. If you lose the beat, you can always catch 
up on the “I gotta believe” stanzas near the 
end of the lesson. 

Lesson 3: This lesson is even more complex 
than Lesson 2. Again, nearly everything 
PaRappa says is different than what MC King 
Kong Mushi says. Luckily, some of the 
phrases, like “M.I.X. the flour into the bowl” 
should be familiar enough to flow smoothly, 
so follow the beat line and the tracer as 
closely as you can. 

Lesson 4: The beginning of this lesson is 
mysteriously without direction, so it’s all your 
show! By leading the crowd in the 
“Everybody say ‘Ho!” chant, you can rap 
your way straight to fame and fortune (and 
Sunny’s heart, too!). The trickiest part of this 
lesson is making the switch from one beat 
line to the next, mostly because the switch 
from the first beat line to the second is very 
quick and you have to run smoothly to get 
the judges behind you. To continue with 
another “Ho!” on the second beat line, use 
m. The same thing happens between the 
second beat line and the third, except that 
this time, the button you press at the 
beginning of the third beat line is the same 
one pressed on the last beat of the second 
beat line— ŒD. On the third beat line, press 
(ta) again to get “scream!” The beat lines 
repeat a second time and, thankfully, the 
button presses remain the same. 

How to rap “Cool”: Believe it or not, this is 
probably the easiest stage to rap “Cool” in. In 
Lesson 1, all you have to do is double up on 
the “I gotta believe” button presses in time to 
the beat, and you can go solo as few as two 
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beat lines into the rap! It should sound 
something like this: “I got-I gotta beli- 
believe!” If you can’t make it on the first try, 
don't worry. There are so many other chances 
that you’re almost guaranteed a “Cool” 
rating! 


SECRETS 


ACCESS KT AND THE 

SUNNY FUNNY BAND 

By rapping “Cool” in every stage (you'll know 
you’ve done this when you see a golden 
crown icon on each stage on the Stage 
Select screen), you earn access to a stage 
where you can see Sunny Funny and KT 
dance to a special song! But you can do 
more than just watch. You can change their 
costumes by pressing 4 and X, change their 
dance steps by pressing ® and ®, rotate the 
camera by pressing © and =, raise the 
camera by pressing ®, lower the camera by 
pressing %, zoom the camera out by pressing 
t1), and zoom the camera in by pressing R3. 
Give it a try! 


801C368E0000 
8010367003E7 


Always Rap Cool 
Always Score 999 Points 
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ETERNAL PUNISHMENT 


PERSONA 2 


THE BATTLE SYSTEM 


Persona 2 features a unique battle system. 
You assign each of your characters a 
command, then when you start fighting, 
that character performs the same 
command repeatedly until you either 
change the command, he or she dies, or 
the enemy dies. You can change the 
character’s command at any time by 
pressing @. This differs from the “auto 
modes” that some games feature. If the 
situation changes, you can adapt to it. It’s 
a far more efficient method than pressing 
the same button over and over. 


GIVING AND CHANGING COMMANDS 


When you first enter combat, you are 
presented with several options. “Start 
Battle” starts fighting, and the second 
option, “Strategy,” assigns commands. 
“Action” allows you to assign commands to 
each character. “Order” allows you to 
rearrange your party. This is used to 
arrange Fusion Spells. “Fusion Spells” 
reassigns all existing commands to those 
needed to perform the Fusion Spell chosen 
from the list. The fourth option switches 
between Normal and Single modes. 


NORMAL MODE AND SINGLE MODE 


The game starts out in Normal mode, 
which is the semi-automatic combat style 
of fighting. In Single mode, the command 
window is brought up after every turn— 
after everyone has attacked—instead of 
only when prompted. This allows for a more 
classic RPG approach to the game. 


PERSONA 2: ETERNAL 
PUNISHMENT 


CONTACTING THE ENEMY 


ACreatures that can’t be contacted often just 
taunt you or ignore you. 


When you use Contact mode, you try to 
talk to the enemy, making it your friend and 
getting key items from it, such as Tarot 
Cards. Success depends on which 
characters you speak with, how you 
answer questions, and the demon’s 
attitude. A colored circle underneath the 
demon depicts the attitude of the demon 
you are contacting. The most common 
result is the enemy becoming enraged. He 
or she then has an open shot at you. 

The possible benefits far outweigh the 
possible consequences, however. 
Contacting the enemy is the only way to 
earn enough Tarot Cards and gain new 
Personas at the Velvet Room. There are 
other benefits, too. Sometimes you may 
even befriend a demon, prompting it to 
give you items and tell you secrets. 
Befriending demons is an integral part of 
gaining some of the game’s most 
important secrets. 

Some enemies, however, can’t be 
contacted at all. Non-demon enemies such 
as Humans and Zombies are examples of 
these, as are Rumor and boss demons. 

Colored circles appear under the 
demon after you speak with it. Each color 
means a different thing. The Red circle is 
the most common. It indicates that what 
you said is making the demon angry. The 
Blue circle is uncommon; it’s arguably a 
neutral effect. It causes the demon to be 
sad and flee, and although it saves you 
from combat it also prevents you from 
getting one of the two positive outcomes. 
The Yellow circle is your desired effect of 
contact. It prompts the enemy to give you 
Tarot Cards matching the type of demon it 
is. If the demon is signed to a contract, it 
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also gives Free Cards. The Green circle is 
hard to come by, but it’s important. It allows 
you to sign a contract with the demon. 

When you first speak with a demon, 
you are given a choice of characters to 
use. You may choose any combination of 
the characters in your party, up to three 
characters at once. The combination that 
prompts a certain response varies between 
demons. 


GAINING TAROT CARDS 


You can gain Tarot Cards by prompting the 
Yellow circle response from demons during 
contact. The number of cards they give 
depends on the demons’ levels. Higher 
level demons (those you find later in the 
game) give more than the first demons you 
encounter. 

In addition to the standard Tarot Cards, 
you can gain Free Cards from demons. To 
do so, you must first sign them to a 
contract with the Green circle response, 
then after battles, prompt the Yellow circle 
response to get cards. The same rules 
about the amounts given apply for Free 
Cards as for the standard Tarot Cards. 
Some types of Tarot Cards can’t be gained 
from demons, thus you must use Free 
Cards to summon Personas from that type. 


DEMON CONTRACTS 


Although you could go through the game 
without signing a demon to a contract, it’s 
not ideal for you to do so. Contracts are 
the only way you can gain some secrets, 
special spells, and numerous items. The 
foremost use for contracts is to gain items 
and money. First, sign a contract by 
achieving three Green responses. You are 
given a choice to contract with that 
particular demon. You can have only three 
demons signed to a contract at once. If 


you attempt to sign one while you have 
three already, you'll be prompted to drop 
one of your current contracts. 

The next time you come across that 
demon, it will have a Blue icon underneath 
it. Speak to it again and get three Green 
responses to trigger a dialogue. You are 
given several choices of things for which to 
ask it. The default three available are items, 
money, and information. 

Asking for items gives you one of the 
two items you can also gain from defeating 
that demon. It’s a great way to stock up on 
rarer items you would not normally be able 
to buy. Clean Salt is a good example. 

Asking for money is exactly what it 
sounds like. The demon gives you a sum of 
cash—the same amount that you would 
get for defeating that demon in combat. 

Information is the trickiest of the three 
basic choices. Often it provides nothing of 
any value, but sometimes it can provide 
integral bits of data. For example, in some 
dungeons there are secret rooms, and to 
access them you must ask the local 
demons for information. This information 
can be used to gain items needed to 
access the secret areas or open up the 
paths to them. Sometimes the information 
provided leads to the gaining of new 
special spells or even information about 
legendary weapons. 

In addition to the three basic options, 
certain information may open up new 
choices. These new choices vary 
depending on the situation. Most 
commonly they are the end result of 
information gathering and contract signing 
that opens up secret areas. 


FUSION SPELLS 


At times during combat, you are given the 
opportunity to perform a combination 
attack with two or more of your characters. 
When these chances come, you’ll be 
prompted to either go ahead with the 
attack, or to pass and continue doing 
single attacks. In general, Fusion Spells do 
far more damage than the attacks 
combined, but there are situations when 
combo attacks aren't called for. For 


example, if one of the participating attacks 
creates a certain status effect or a chance 
for an instant kill, such effects are often 
lost. Also, in cases where elemental 
defenses are involved, the combined attack 
may not do the damage equal to one 
specific attack. 

To actually use such an attack in 
combat, perform the spells involved in the 
attack in the correct order. The spells 
involved are not always individual spells, 
but are most often any spell from the 
general element. 


GAINING LEVELS 


AND RANKS 


CHARACTER LEVELS 


To be successful in any game, becoming 
stronger is necessary. As in most RPGs out 
there, levels are raised as you gain a 
certain amount of experience from fights. 
Aside from the normal level gaining, 
however, you gain statistic bonuses based 
on which Persona you have equipped. 
Some Personas may give an STR bonus, 
while others may give an AGI bonus. 


ASun Personas give a boost to AGI. 


Characters gain their basic statistic 
upgrades based on their level. Baofu may 
gain 1 STR, 1 TEC, and 1 LUC on one level 
for example, but he gains different 
statistics at the next level. 
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Maya is different from all the other 
characters. You can customize her 
statistical upgrades. You are given three 
points each level in addition to those 
gained from your Persona bonus, and you 
can assign these points to whichever 
statistics you want. Because of this, Maya 
can evolve into whatever style of character 
you wish. 


PERSONA RANKS 


Ranks are essentially the Persona 
equivalent of character levels. Each 
Persona can attain up to a Rank of eight, 
and as it gains Ranks, it gains new spells 
and higher statistical bonuses. Persona 
Ranks are just as important as the 
character levels—in some cases more so. 
No matter how powerful your character is, 
you can only go so far with physical 
attacks and Magna. 

Personas don't gain experience points; 
they go up in Rank by being used in 
combat. The higher their Rank, the more 
use it takes to raise them to the next. 


THE RUMOR SYSTEM 


WHERE TO GET RUMORS 


Places around the city give you rumors. 
There is generally one rumor source per 
district, except for Aoba District. 


Chunky: Chunky is a patron of the Sushi 
Gatten in the Rengadi District. He gives 
quite a few rumors, and he’s available early 
in the game. 

Double Slash Cafe: When people fail, turn 
to machines...even if just to talk to more 
people. Such is the case when you log 
onto some message boards from the 
computer at the Double Slash Cafe to get 
the latest juicy gossip. 

Johnny Roger Bartender: Bartenders 
have the edge when it comes to rumors. 
Chika: Chika hangs out at the fast-food 
restaurant Peace Diner all the time, and is a 
prime source of what’s happening in 
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PERSONA 2 
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AShiraishi’s resident gossiping bum is Toku, a 
strange little man who can give you some very 
juicy tidbits. 


Sumaru. 
Ebony Bartender: The bartender at the 
Ebony bar is the last person from whom 
you have easy access to rumors. She gives 
you useful rumors that set you on the road 
to the ultimate Personas. 
Nekomata: This little demoness is hidden 
away in the detective’s office. After you pay 
or identify the Lucky Cat statue, Nekomata 
becomes available to you, and she gives 
you some unique rumors. 

Quite a few random people on the 
street also pass along rumors. 


HOW TO USE RUMORS 


After collecting a rumor, pay a visit to the 
Aoba District detective’s office. Speak with 
the detective there, and he offers to 
spread the rumors you have learned. It 
generally costs about 3,000 to 5,000 Yen 
to spread a rumor. 


RUMOR EFFECTS 


Each rumor shows its effect differently. The 
most common effect is increasing a store’s 
inventory or services. Access these new 
things by going to the affected store. Other 
rumors are more vague. Their effects do 
things such as making a certain demon 
available to be fought in dungeons or 
acting as setups for secrets. 


Magazine Contest Rumors 

You can obtain three multiple part rumors 
that allow you to win prizes from 
magazines. The various parts of the rumor 
affect which prizes you can win—most 
commonly, these are weapons, armor, or 
items. To enter the contests, first buy 
copies of the magazine from Satomi 
Tadashi stores. Then take the magazines to 
Tammy at the detective’s office. She takes 
care of everything else and sends them to 
the magazines for you. You can send in up 
to 99 entries to each magazine at a single 
time, increasing your chance of winning. 
After you have entered, go out and do a 
few things to pass time. Complete a 
dungeon before the prize arrives. To pick 
up your prize, go to Kissmet Publishing. It'll 
be upstairs by Maya’s desk in the brown 
box on the floor. 
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PITFALL 3D 


Another classic returns in full PlayStation 3D style, resulting in the most 
challenging Pitfall adventure ever. The first level shouldn’t pose too many 
problems—it’s little more than an introduction, after all—but you might need 


some help after that. 


THE CITY OF SHENRAK 


Step back from the edge of Shenrak to collect 
a flash bomb. Go through the gates but don’t 
be too hasty—missiles fly from the left and 
right. There are large barrels on the left-hand 
wall that you can smash open for goodies. 
There are several of these throughout this 
level, so always look what’s inside. 

A discolored patch in the right-hand wall 
indicates the entrance to a secret room. 
Inside are crystals and two flash bombs. 
You’re likely to disturb the ape-like Papwa 
Ipo that guards the room. In this confined 
area, it’s best to quickly get within range 
and take care of him with a flash bomb. 

Back outside, there are three missiles to 
get past—one from the left, then two from 
the right. Go across the bridge and through 
the gates, where the path widens. Step left 
to collect a big crystal hidden by a pillar, 
then run ahead and pick up the first orb 
key. This magically appears in one of four 
keyholes that sit at each corner of a cage. 

Three paths lead from the cage—let’s 
take the left path. Collect the crystals and 
then crouch, ready to kill the scorpion. 
Activate the restart arrow and get aboard 
the elevator. At the peak of its movement, 
the elevator meets a horizontally moving 
platform, so step onto it. 

When the second platform “docks” 
with the gantry, step off and activate the 
restart point. There’s a gantry opposite but 


A These arrows point the way ahead—but by 
ignoring them you can sometimes find secret 
bonus areas. 


no platform meets it, so head down the 
screen, collecting crystals. When the path 
widens, kill a scorpion, then crouch-walk to 
the right of the “L’-shaped section and kill 
the scorpion that guards an extra life. 

Follow the arrow to the left and jump 
aboard the moving platform. At the extreme 
left of its movement, jump onto the next 
platform, taking you down the screen. Jump 
onto another moving platform, then to the 
segmented platform at the gantry. Run off 
it, fast—it’s an exploding platform. On safe 
ground, kill the Ipo, then go left and take 
the elevator down. 

Go up the screen to use the health 
station, then collect the crystals and extra 
life and activate the restart point. Go up the 
screen and jump the stone wall. On the 
other side, missile ports line the walls of a 
corridor. They come from these directions: 
right, left, both, both, left, right. Jump over 
the missile ports to get a gold ingot! 

Retrace your steps back down the 
corridor and proceed to the left. Through 
some gates there are missiles coming from 
left and right simultaneously, but don’t run 
between them yet. Stand as close as you 
safely can to lure a scorpion toward you. Kill 
it, then dash between the missiles and over 
the bridge. A pyramid-shaped cannon 
tracks your position, so keep moving, then 
head straight over for it and use the pickaxe. 

Go left, then up. Run across the 
closing tar pit and get the big health 
crystal. Huge boulders drop onto the next 


ASmash up the barrels—you never know what 
you might find lurking inside them, do you? 
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A You need space to fight effectively, so try not 
to get trapped on narrow bridges, platforms or 
corridors. 


area. Shadows appear a second or two 
before a rock lands, so it’s easy to predict 
when and where the boulders will strike. 
Collect the crystals and extra life, then 
cross the bridge. 

There are more falling boulders, then a 
wooden bridge leading to a restart arrow. 
Ignore it at first and go directly across, 
where there’s a health station. Now follow 
the arrow, get the big crystal, and make your 
way through an area with campfires and 
falling boulders. Across the bridge is an Ipo. 

Collect crystals and a flash bomb, then 
take the right-hand bridge and jump over 
the fire to get another flash bomb and a 
gold ingot. Go back and jump over the fire 
onto the other bridge. There’s a health 
station on the other side. There are more 
pesky boulders, but also a big crystal and 
the second orb key. Go up the screen and 
kill the Ipo. 

After a save point arrow, follow the 
arrow to an area of falling boulders and a 
few darters. There’s a flash bomb to collect 
as you follow the path that leads to that 
vine. Now swing across the chasm to 
another path where rock regularly falls. 

Where a wooden bridge leads to a 
narrow stone path, go briefly left to collect 
an extra life, then right, killing an Ipo on the 
way. Leap over a fire, axe another Papwa 
Ipo, activate a restart, and use a health 
station. Follow the arrow, twice jumping up 
the screen between moving platforms, then 
dash right three times, jumping up the 
screen, then down twice till you find an 
extra life. Next go left, then down the 
screen onto a flashing platform. 

This takes you back to a gantry that 
wasn't used earlier. Get off quickly before it 
disappears! Jump onto the moving 
platform opposite, then step onto the 
elevator that it meets. When you get off the 
elevator at the bottom and follow the arrow, 
you’re back at the rift gate. 

Go up the screen. Almost immediately, 
there’s a doorway on the left. This is a 
dangerous secret room, as it contains a 
scorpion and an ipo. The treasure is a gold 
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ingot. Outside, ignore the elevator next to 
the restart point and kill the two scorpions 
ahead. The path narrows, and there’s a 
health crystal, a missile firing from the 
right, a big crystal, a missile from the left, 
and an extra life. Jump over the missiles 
that fire from both directions, take the 
elevator, and go right at the top. 

Use the health station and restart 
point, then go down, keeping ahead of the 
large spinning blades. You can also jump 
over them. There’s an elevator to the upper 
left of the first blade with a flash bomb on 
it. Below you find a door to a secret room 
that contains a flash bomb, time bomb, 
gold ingot, and an extra life. 

Back at the first pair of blades, go 
down the bridge at the bottom and past 
two more spinning blades. There are 
crystals to collect from around the next 
blades and gold at the bottom. It’s safe to 
stand in the corners of the rectangular 
areas in which the blades are set. 

Take the left-hand bridge, but be 
careful of the exploding platforms on each 
end. Leap over the gaps in the shiny bridge 
and go up to activate a restart arrow and 
find a secret room, where two scorpions 
guard some gold. 

Go back and follow the arrow to the left, 
collecting crystals as you jump to a moving 
platform. Jump left again, then down twice. 
The moving platform takes you to a narrow 
walkway with a single spinning blade. The 
path turns 90 degrees, where you should 
get onto another moving platform. 

Jump left, over an exploding platform, 
then past the blade to get gold. Go back to 
the gantry that points down the screen and 
jump onto the moving platform, then step 
left onto another platform, twice. You find a 
big crystal and a darter. A little farther 
down the screen is the third orb key! 

Follow the path to find a health station 
and save point. Go right, over the bridge, 
and use the elevator. Go down the screen 
and you’re back at the rift cage. Now it’s 
time to take that right-hand path. 

Beyond a restart point and some 
crystals, dash for the cannon to stop the 
missiles it fires. Go up the screen to find a 
secret room that has crystals and a flash 
bomb, but two spinning blades, too. 

Retrace your steps and run to the right. 
There’s an alley leading up the screen with 
missiles firing down it. Bear to the left till the 
end, then after a missile is launched, get the 
time bomb, and then quickly move away 
from the missile port. Run down the screen, 
past a left-firing missile port, and where the 
path goes right, go left through a door. 

You enter a secret corridor, with an Ipo to 
kill. On the other side are two more Ipos and 
another door. Inside are two scorpions and 
barrels that hold crystals and an extra life. Go 
through the other door to find a gold ingot, 
then retrace your steps back to the arrow. 


10 lives GIVEMELIFE 
99 lives STEVECRANEME 
No speech STOPTALKING 
Low gravity ZEROGHARRY 
Flat Harry 2DHARRY 
Watch FMVs PLAYMOVIES 
View credits CREDITS 
Original Pitfall! CRANESBABY 


Run right, then up, past missiles and a 
barrel, to a health station. Go left, past 
missiles firing from both directions at once, 
over a wooden bridge and along a grassy 
path. There’s a restart point, cannon, and 
an extra life that is guarded by a darter. 

Over a vine swing, you can go up, 
beyond a tar pit and darters, for a big 
crystal. Run down the screen, careful of 
darters, and get another. As the path bears 
left, there’s a pair of tar pits. After two 
single pits and a darter is a restart point 
and health station. 

Over a wooden bridge, the level goes 
back to the right. A stinging combination of 
scorpion and darter has to be defeated, 
but after them is the final orb key. 

Follow the path down and left. There are 
several darters and a save point. Where the 
path turns up the screen, there’s a cannon 
to break, but also an extra life. Soon, you 
reach, a restart point and health station. 

Kill an ipo and swing to the left. Run 
down and left, killing the darter and Ipo. 
More darters and Ipos guard a narrow 
walkway with a flash bomb at the end. 
Heading back to the restart point earlier on 
the walkway, take the moving platform, then 
jump left twice to reach a glowing platform. 
Get off it quickly, then jump left again. 

After using a moving platform, you find 
yourself at the start of the level again. 
Simply avoid the missiles, as before, and 
enter the now-revealed rift. 


UNDERGROUND CAVERNS 


Whenever you see quartz, smash it for the 
pick-up it may contain. Run to the left and 
jump onto the cracked platforms. Run off 
before they explode! Ahead are steam jets; 
go over to the left of them and break the 
quartz for a Lightning pick-up. 

Kill the demon bat when it swoops 
down. Go down, then left, and jump up/left 
to grasp a vine. On the other side, quickly 
kill the bat. Activate the restart point and 
grab the vine. Press # to change direction, 
then leap into an area with an extra life, 
quartz to shatter, and crystals to collect. 
Go left, past quartz, and you find a pool of 
Lucense. Walk “onto” this unique 
substance and Harry will levitate. 
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A Follow the trail of crystals—like the arrows, 
these often indicate the direction you need to 
take next. 


Run up the screen into an area of 
Lucense pools and health crystals, then go 
right till you reach a restart point beyond 
some steam. Go up again, collecting 
crystals, into a larger area. 

Get the Lightning pick-up, then go 
right, beyond another pit. After the 
Lucense, kill the scorpion, then swing on 
the vines. There’s a restart point at the end. 
Continue right and kill the scorpion, but 
when you see the bridge, veer left. There’s 
quartz to smash and gold to find. 

Run to the far right and use the health 
station—there’s an Earth soldier ahead! Its 
boulders are easily avoided by running to 
one side or jumping. Use special weapons, 
if you can. As you run toward an Earth 
soldier, weave from side to side. It changes 
its aim, but not quickly enough. 

Jump into the area beyond, collect the 
extra life from the left, then jump up to 
activate the hook switch on the right. Cross 
the energy bridge that appears on the left. 
On the other side is a restart point, health 
station, and a save point. 

Get the boot from the octagonal 
platform and jump up to hang from the 
hook. As he swings gently, press the Jump 
button when his feet face forward and he 
somersaults to the next hook. Rotating 
hooks send him spinning around, and you 
have to jump at the right time to aim Harry 
at the next hook. Above the rotating hooks 
are health crystals and a Lightning 
collectible, so release him into them and he 
grabs back onto the hook on the way down. 

Continue down and left until you have 
to jump from a hook to another mounted 
on the side of a stone column. From there, 
grab the next hook, jump left, then press ® 
so you can leap up the screen and latch 
onto the next hook. Follow the series of 
hooks to the right, up, then right again. 

There’s an extra life when you land, but 
also a demon bat. Defeat it and jump over 
the barrier on the right to find crystals and 
a time bomb. Go over the bridge and left to 
reach a restart point and more hooks. This 
time there are descending hooks; wait until 


one of these is approximately opposite but 
not above the hook you’re hanging from 
and Harry’s feet are swung forward, then 
press Jump. 

Maneuver onto the hooks above, then 
diagonally up/left, skipping a hook to reach 
a gold ingot. You reach another column- 
mounted hook, then jump over to the extra 
life before more hooks take you left. A few 
column-hops later is a restart symbol. 

Up and right, past steam jets, are two 
Earth soldiers. Go left, across the bridge for 
crystals and a life, then take the bridge down 
the screen. Pull the hook to switch on a 
Lucense extractor, then use the save point. 

Cross the new energy bridge. Soon 
after some quartz is a restart point at the 
end of an extending bridge. Next is an 
extendible bridge that operates in two 
halves. Wait until the nearest half begins to 
extend, then run and jump over the gap left 
by the other half. Quickly kill the demon bat 
and proceed left. 

Two bridges extend from the rear of the 
play area. Hug the wall—the bridge sections 
nearest to it don't retract. Kill a scorpion and 
go down and left, over a restart point and a 
bridge, killing a demon bat. 

Hug the back wall to safely cross more 
bridges that extend from it, then run down 
and use a restart symbol and health station. 
Jump from the extending bridge onto the 
exploding blocks. The instant the right-hand 
bridge section extends, jump across before 
the blocks detonate. Kill the three scorpions 
and then grab the boot from above the 
steam jet as soon as it’s safe to do so. 
There’s a time bomb in the top-right corner. 

Go down and jump right, onto 
exploding platforms, then along and quickly 
down over more exploding platforms. Two 
Earth soldiers track you. Kill them and go 
right to activate a Lucense extractor. Quartz 
around the area contains a life. 

Run up, over the bridge, and jump onto 
the column and hook. Jump right when you 
can see a platform. Now there’s a health 
station and a save point. 


A Look out for tiles and walls of slightly different 
colors or textures—secret doors and traps abound. 


If you go down, there are two pairs of 
platforms moving up and down in 
sequence from which health crystals and a 
time bomb can be gathered. Over the other 
side are two Earth soldiers, but beyond 
them, an activation hook! Go left, over a 
bridge, then run up the screen, over 
sideways-moving exploding platforms. 
Retrace your steps, past where the soldiers 
were, and return to the junction. 

Save your game and follow the right- 
facing arrow. A hook carries you to an area of 
steam jets. Lucense carries you over most of 
them. Down, beyond an extra life, is a narrow 
path of Lucense bearing right. There’s a tar 
pit, so carefully control the floating Harry. 

If you’re confident in your levitation 
ability, briefly take the downward turn to 
fetch gold; otherwise, continue right. From 
the open area with Lucense, scorpions, 
crystals, and Lightning, go up and left, past 
two tar pits. After a tricky 90-degree 
Lucense turn, you find the final hook, 
guarded by two Earth soldiers. 

If you can face another 90-degree turn, 
go up the screen, to the right of the 
activation post, then left for a life and gold. 
Otherwise, go down and left, then use 
hooks to climb onto a column and go left. 
When you land, run down, left, then up and 
over the bridge to complete the level. 


MOKU TEMPLE 


The shimmering hexagon acts like a 
springboard. Use it to get an extra life and 
crystals. Break the barrel in the bottom-left 
corner and step onto the moving platform. 

Across the way are some spinning 
blades. Stay on the left and jump over the 
barriers. When there are blades to the left 
of the path, run down the right-hand side, 
along the edge, following one end of the 
blade. Past some Lucense, hide behind the 
tall wall to get two health crystals, then 
jump over the short part. 


AThe larger monsters are often immune to most 
attacks, but all have at least one weak spot. 


| 
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BESTFORLAST 


A Roller rolls toward you. When it’s 
close to you and takes humanoid form, 
strike with your pick. Follow the arrows to 
the springboard; on the other side of the 
wall, use the health circle and use the 
restart point. Walk along the edge, in the 
foreground, past the spinning blades. Hit the 
trampoline and collect crystals. There are 
more blades here and elsewhere in the level, 
where you can choose to run with or against 
their motion, or even jump over, but many 
have springboards that you should aim for. 

After the initial set of blades are three 
platforms next to a restart point. A platform 
moves near to one of these, taking you to 
an area with seven health crystals, gold, and 
an extra life. You have to stand on the very 
edge and time your jump perfectly to reach 
the moving platform. Head left, over the 
wall, and use the health station. As the path 
turns up the screen, rocks fall from the sky. 
Don't run away from the Roller—you might 
blunder into the path of a falling boulder. 

Run to the lower-left corner and 
diagonally along the path, over two 
springboards, to get crystals, an extra life, 
and an It power-up. Go back and run up the 
screen, over the low wall, to another area of 
falling boulders, then a spinning blade. 

Ahead are six barriers to leap; as 
before, there are health crystals to gather 
from nearby blades. Next is a double 
blade, so stand as near as you safely can, 
slightly to the right of the trampoline you 
see ahead, then as one of the blade’s ends 
passes by, run! Proceed, gathering 
crystals, and kill a Papwa Ipo. A health 
station and restart point are just ahead. 

Go up on the elevator. At the top, 
there’s a secret area if you go right. Jump 
between a series of moving platforms to 
find an Ipo, a life, and crystals. From the far 
left corner, jump on more floating platforms 
and discover gold and a life! 
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Back at the initial elevator’s peak, run 
left the instant the disappearing platforms 
reappear, then jump onto the moving 
platform. Continue up the screen, jumping 
from platform to platform. You have to 
make a precisely timed jump onto 
disappearing platforms on the left, but then 
there’s a restart point. 

Use a pair of springboards and collect 
crystals from over Lucense. Go past the 
elevator, breaking barrels and collecting 
crystals, an extra life, and a flash bomb. 
Beware of darters and be careful you don't 
float over the edge. An extra life is on 
the brink. 

Now use that elevator. Jump to the next 
platform then left, up on an elevator and 
right. Go up again, then make a difficult 
jump where you have to land on 
disappearing platforms. Wait till the solid 
one that you’re on has reached its rightmost 
point, then jump onto the leftmost 
disappearing platform just as it materializes 
and quickly run to the right and slightly up! 

There’s a save point and the first 
alignment tile here. Simply stand on it. The 
blue line which beams from the top of the 
pyramid is a zip ring. Hook it with your pick 
to go to a new area. Jump over the barriers, 
then run back, close past the spinning 
blade, if you want to get some crystals. 

Use the springboard to get over the 
steaming barrier and use the health station. 
Kill the demon bat and break open the 
barrels. Past the darters and a barrier, run 
counter-clockwise around the rotating blade 
and jump to an extra life. Use the restart 
symbol and get aboard the elevator. Jump 
left then down the screen twice and step 
onto a platform moving left and right. Go 
left on hooks and jump between platforms 
till you reach an elevator. Jump to the right 
onto a second elevator and you’re taken to 
a walkway around a pyramid. Ignore the 
arrow and run left. Hug the wall and jump 
over the barrier, then kill an Ipo. Use a 
springboard to get over a moving wall then 
kill the darter that’s guarding gold. Return 
to the right and spring over a high wall. 


booi — A 


A You can jump from skyhook to skyhook while 
on the move, using your pickaxe to hang on. 


A x <H 


A Watch for crumbling platforms—there are 
plenty of them around, and you need to run over 
them fast. 


Go around the corner and step onto the 
platform that meets the gantry. Jump 
rightward on moving platforms high above 
ground and latch onto a zip ring. From the 
platform you’re dropped on, step onto an 
elevator. It takes you down to another, which 
in turn leads to disappearing platforms. 

After a restart point, run ahead of the 
moving walls then dash to one side when 
it’s safe to do so. If you go left then right 
and down when the first wall moves away, 
you get a flash bomb. The long sequence 
of moving walls is easily conquered as long 
as you watch where the walls stop and find 
safe points. Move with the motions of the 
walls, not against, and stop every time you 
reach a safe point. 

When the path goes up the screen, look 
for the conspicuous beige walls—inside is 
gold! Further on, a barrel contains an extra 
life. Get onto the elevator and transfer to 
another, then jump rightward, onto a hook. 
Go right again and you’re atop the second 
pyramid. Step on the tile, save your game, 
then catch a ride on the zip ring. 

Step back from the restart symbol to use 
the health station, then wait for a boulder to 
fall before running over the springboard. 
More springboards carry you over more 
rocks. Retrace your steps a little to get an 
extra life, then step off or jump over the 
disappearing platform onto one that moves 


A Make the most of healing stations and power- 
ups when they’re available—you’ll need them. 
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ASometimes it’s worth climbing up to high 
spots, just to get a good view of the surrounding 
area. 


in a square pattern. Jump right when it stops 
in the lower-right corner of its pattern. You 
reach a chain of disappearing platforms that 
head right then up the screen. Begin running 
when the nearest ones reappear and you 
should be fine, as long as you’re ready for 
the jumps at the end. 

Jump left and follow a moving wall up 
the screen. A springboard takes you over it. 
Kill the Ipo then use springboards to get over 
two more moving walls. From the restart 
point, jump right, onto an elevator, ready with 
your pick to kill the darter. The next platform 
moves up the screen, where you should 
jump right twice, then up four times, 
between disappearing platforms. Simply 
jump onto the first as it reappears, then 
immediately onto the next when that 
appears. 

There are disappearing platforms on the 
right now, then hooks, static and spinning, 
that continue right then go up the screen. 
When you reach the last hook of the 
sequence, press + to change Harry’s 
direction, then jump that way onto a platform. 
If you don't attack the demon bat in time, it 
lifts you off the platform and you miss a pair 
of hooks. This doesn’t matter, as you’re taken 
to where you want to go anyway, except you 
miss out on the extra life. 


AAs with nearly all platform-style games, timing 
is of the essence at many points in Pitfall 3D. 


Go left and up to use a health station, 
then go back, past the lift, killing the 
demon bat and breaking barrels. Jump 
over the low wall to find health and gold in 
the bottom-right corner. Return and use 
the elevator, jumping up the screen to a 
static platform the left to a moving one. 
Jump up the screen, then step onto an 
elevator that carries you up to the top of 
the third pyramid. 

With the pyramid aligned and the 
game saved, return to the elevator that 
took you to the top of the pyramid, jump 
left, step left, jump left twice, and jump 
right twice. Crystals, gold, and an extra life 
are yours. Return to the top of the pyramid 
and save your game again. 

Run down the narrow path, stopping 
to let the boulders drop harmlessly, and 
float over Lucense. Use the springboards, 
but before the next Lucense pools, 
backtrack a little to collect gold. At the 
corner is a health station, then you have to 
jump down the screen five times, then 
right twice, down, and right twice, 
stepping onto adjacent platforms, when 
necessary. 

After a restart point, follow the trail of 
platforms as they appear to the right then 
down, then jump and step between 
platforms that interweave, then a group 
that take you rightward, finally taking you 
down to an area of Lucense, moving walls, 
and a restart point. 


3 


Follow the left wall down, go to the 
right when the other moves up, then dash 
into the safe point in the bottom-left corner, 
where there are crystals. As you head right, 
there’s a tricky section where you have to 
drift off Lucense, onto a springboard, at 
the right time to clear a moving wall. A 
restart point and more Lucense lead to a 
turning and more moving walls to 
negotiate. 

A springboard throws you onto a hook. 
Ignore the one to the left and swing off, up 
the screen. Break open the barrel to reveal an 
extra life, use the springboard to get back 
onto the hook, then press € and jump onto 
that second spinning hook. Jump at the right 
point and Harry’s flung to the top of the final 
pyramid! Step on the tile and use the zip ring. 

Run to the left, killing the darter. If you 
run past the elevator, your reward for 
defeating an Ipo is a big crystal. From the 
elevator, jump up the screen, right, then 
right onto an elevator, three times. Wait 
until your elevator is a little lower than the 
one you’re jumping to; at the peak of their 
movement, jump in the air to get crystals. 
One elevator meets with another, so hop 
over then jump up the screen. 

Go left and exit the level, or run a 
circuit of the area. There are a demon bat 
and Ipo to fend off, but the rewards are 
crystals and gold. 


fh 


A What lies through this darkened doorway? There’s only one way to find out, so go take a look. 
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POCKET FIGHTER 


POCKET FIGHTER 


GAMEPLAY OVERVIEW 


GEMS AND POWER LEVELS 


You can hold up to three items at 
once. Your current items appear as icons 
beneath your life bar at the screen's top, 
with the largest icon representing the 
currently selected item. Press Taunt to 
cycle through them and press Kick+Special 
to use the item. 


Food 


Food items return health to whomever 
picks them up. These items can easily turn 
the tide of a battle, so grab them before 
your opponent does! Food is used 
= d , automatically, so does not appear 
O . _ "i: i ag underneath the top bar like other items. 


e # Fire 


After the Fire Orb touches the ground, it 
shoots a blaze of fire upward, damaging 
any nearby opponent. 


APlayer 1 is at max power, whereas Player 2 is still very low 


Unlike most fighting games, in Pocket r 
Fighter your special moves can grow more ; — 
powerful during the match. Your three basic 
special moves start the match at Level 1, 
and as you collect the gems that appear 
during the fight, the levels increase. 
The three gem colors correspond to the 
three color bars at the screen’s bottom: 
red, yellow, and blue. When you pick up a 
gem, the corresponding bar rises a certain 
amount, depending on the gem’s size. 
Each bar corresponds with a particular 
move of your character’s. Icons showing a 
picture of what the move does and the 
motion needed to use it appear on the bar 
every few seconds, so you can tell which 
bar affects which special move. 


ITEMS 


In addition to gems, you can also pick up 
various items on the battlefield. These 
items are primarily weapons, which you 
can throw toward your opponent and 
create various effects. 


A Various items are on the ground. 
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Ice 


When hit with Ice, the opponent becomes 
temporarily frozen and vulnerable to attack. 


Lightning 

Wherever the Lightning hits the ground, a 
bolt shoots from the screen's top to the 
floor. The opponent will be electrified and 
take damage if hit. 

Poison 


Poison temporarily incapacitates the 
enemy from dizziness. 


Banana 

The Banana is tossed in the air to land on 
the ground. If the opponent walks or is 
knocked into it on the ground, he or she 
slips and takes damage. 

Bomb 

The Bomb creates a particularly large 
explosion, though is otherwise comparable 
to Fire in its effect. 


Stone 


Stone temporarily turns the opponent 
to stone. 


RYU 

Special Moves 

e Hadoken ¥,y,>+@ 

e Shoryuken >, 4, 9+ m 

e Tatsumaki Senpukyaku ¥,“,¢+® 
Super Combos 

e Shinku Hadoken ¥,»,>+@ 


e Hohu Tatsumaki Senpukyaku +,“,¢+@ 
e Reppujinraisho >,4,3+x 


KEN 

Special Moves 

e Hadoken +,s,>+ m 

e Shoryuken >, 4, 9+ m 

e Tatsumaki Senpukyaku +,£,&+Xx 
Super Combos 

e Shoryureppa >,4,%+@ 


e Shinryuken ¢,4,4+@ 
e Shippujinraikyaku ¢,v,+,4,3+@ 


CHUN LI 

Special Moves 

e Kikoken ¢,¢,+,¥,3+8 

e Hishokyaku >, 4,%+X 

e Hyakuretsukyaku x Repeatedly 
Super Combos 

e Kikosho ¥,4,3+@ 


e Rinkaisho >,4,+,“,¢+@ 
e Hazanhishokyaku >,+,3+@ 


SAKURA 

Special Moves 

e Hadoken ¥,¥,3+@ 

e Sho Osan >, 4,9+m 

e Shunkashuto €,£,4,%,3+X 
Super Combos 

e Shinku Hadoken +,%,3+® 


e Mida Re Harusame >,4,%+@ 
e Haroranman 3,¥,4,¢,¢+@ 


MORRIGAN 
Special Moves 
e Soul Fist +,%,->+m 


e Shadow Blade >,4,9+ m 
e Parasite Roll 4,£,¢+Xx 
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Super Combos 
e Darkness Illusion ¢,¥,4,4,9+@ 


e Death Blade 3,4, s+@ 
e Parasite Tempest 4¥,“,¢+@ 


HSIEN-KO 


Y3LH914 13X90d 


Special Moves 

e Ankihou +,¥,>+@ 

e Henkyoki 4, ,&+ m 

e Jireito €,x,4,%,2+X 
Super Combos 

e Tenraiha >,%,4,£,&+@ 


e Rairaikyu ¥,¥,>+@ 
e Tenkaisan >, 4,%+@ 


FELICIA 


Special Moves 


e Sand Splash +,%,>+X 

e Rolling Back Claw +,»,>+@ 

e Delta Kick +,4,3+x 

Super Combos 

e Please Help Me ¢,v,+,5,3+@ 
e Crazy For You >,¥,¥,",¢+@ 

e Dancing Flash >,4,s+@ 
Other Moves 

e Rolling Scratch 4, , 4+ m 


e Hysteric Star m Repeatedly 
e Gamo Screw >,%,4,£,&,R, t, A, >+E+X 


TESSA 
Special Moves 
e Dragon Blow +,%,3+m 


e Revelry Sword >,4,%+ m 
e Dragon’s Roar +,%,3+X 
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Super Combos 
e Astron Cannon ¥,y,>+@ 


e Antachable Force ,y,+,“,¢+@ 
e Dragon Apocalypse >,4,s+@ 


IBUKI 

Special Moves 

e Kunai ¥,¥,3+m 

e Kazekiri >,4,%+Xx 

e Hien ¢,+,2+x 

Super Combos 

e Kasumisuzaku +,»,3+@ 
e Jiraiya >,4,¥,4,¢+@ 

e Hayate 9,4, s+@ 


Other Moves 


e Tsumuji +,4,¢+X 


ZANGIEF 

Special Moves 

e Screw Pile Driver ->,%,4,£,&,R, t, A, >+m4+X 
e Double Lariat m+@ 

e Banishing Flat >, 4, 9+ m 

Super Combos 

e Russian Beat >,4,%+@ 

e Heavy Bite &,£,4,%,>+0 

e Final Atomic Buster >,%,4,£,&,R,?,a,>+0 
Other Moves 

e Hammer Throw > or ¢+™+X 


e Pile Driver + or » or e+m+X 
e Aeon Press (In Air) +,++@ 


DAN 


Select Dan by moving the cursor to the 
right of Ken. 


Special Moves 


e Gadoken ¥,y,3+@ 
e Koryuken >, 4, x+ m 
e Dankukyaku 4,£,&+x 


Super Combos 


e Shinku Gadoken +,u,>+@ 

e Oyaji Blast &,£,4,%,3+@ 

e Koryurekka >,4,%+@ 

e Junkokusatsu 3,4,+,",¢+@ 

e Chohatsudansetsu +,»,>,+,»,>+Taunt 


AKUMA 


Select Akuma by moving the cursor to the 
left of Ryu. 


Special Moves 


e Zankuhadoken (In Air) +,»,>+m 

e Gohadoken ¥,y,>+m 

e Goshoryuken 3,+,s+@ 

e Tatsumakizankukyaku 3,4,+,",€+X 


Super Combos 


e Messatsugohado ¢,¥,¥,4,3+@ 

e Renmagozanku (In Air) ¢,¥,+,4,3+@ 
e Messatsugoshoryu >,4,4+@ 

e Shungokusatsu >,¥,4,4,¢+@ 


Other Moves 


e Hyakkigozan +,¥,3,2+m 

e Hyakkigosho +,»,>,2+m@ then m 

e Hyakkigosen +,»,,a2+m then x 

e Hyakkigosai +,»,-,2+m then (Up Close) m 
e Hyakkigotsui +,»,+,2+m then (Up Close) x 
e Gotomoenage ¢,+,4+m+X 
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801AB3062400 
P1 Infinite Health 801E1DF80090 
P1 Infinite Strength 801E2B3C0090 
P1 Infinite Mighty Combo Energy 801E1F180900 
P1 Infinite Gem Energy 801E1F120200 
801E1F140202 
801E1DF80000 
801E2B3C0000 
801E1F180000 
801E1F120000 
801E1F 140000 
801E20E00090 
801E2B3E0090 


Hit Anywhere 


P1 No Health 

P1 No Strength 

P1 No Mighty Combo Energy 
P1 No Gem Energy 


P2 Infinite Health 
P2 Infinite Strength 


P2 Infinite Mighty Combo Energy 801E22000900 
P2 Infinite Gem Energy 


801E21FA0200 
801E21FD0202 
801E20E00000 
801E2B3E0000 
801E22000000 
801E21FA0000 
801E21FD0000 
500020010000 
801FE55A0101 
D01E00981723 
801E1DF80001 
DO1E20E00001 
801E20E00001 
DO1E00981723 
801E1DF80001 
D01E00981723 
801E20E00001 
D01E00981723 
801E2B3C0000 
D01E00981723 
801E2B3E0000 
D01E00981723 
801E1F 180000 
DO01E00981723 
801E22000000 
DO1E00981723 
801E1F120000 


P2 No Health 

P2 No Strength 

P2 No Mighty Combo Energy 
P2 No Gem Energy 

Have All Cards 


Sudden Death Mode 


SUPER Sudden Death Mode 


a 


SELECT 


A Penguin Pong is just like the original 
game of Pong. 


OPTIONS 


Penguin Pong is just like the original game 
of Pong. However, a few new things have 
been added to spice up the game. These 
include power-ups and weather. The winner 
is the first player to reach 10 points. 


POLAR POWER 


The Polar Power 
game has power- 
ups. For this level, 
the top has an 
image of a polar 
bear head on it. 
Activating the 
power-up brings a 
polar bear over to 
help you. It picks up 
the ice floe on your side, tilting it toward 
your opponent and creating a ridge in the 
middle. The player on the down side of the 
floe cannot hit balls across the ridge, and 
the balls accelerate toward the downward 
player. The best time to use this power-up 
is when several balls are in play and 
approaching the other player’s side. 


SOCCER STARS 


Instead of one 
paddle against one 
paddle, each player 
has two paddles — 
one forward and 
one as a goalie. 

The winner is 
the one to reach 10 
points first. In case 
of a tie, a Penalty 
Shootout is used to 
break the tie. 


A Activating the power- 
up brings a polar bear 
over to help you. 


A Each player has two 
paddles—one forward 
and one as a goalie. 


Who can forget one of the very first video games created? The Pong of the new millennium 
has changed a lot since its humble beginnings. It now contains lots of colors, 3D graphics, 
and better sound effects. In addition, there are several creative games spun off from the 


original (and even the original is available to play). Here’s a few for you to get your teeth into. 


PLAIN PITCH 


You move both paddles at the same time. 
The ball passes right through your forward 
paddle when moving toward the goal. 
However, moving the paddle as the ball hits it 
changes the ball’s course a bit—sometimes 
enough to get past the opposing goalie. 


This area can be 
very fast paced. 
Stay on your toes. 


ONE WAY 


The first level in this 
area consists of two 
goals on each side 
with four logs in the 
center. The object is 
to score 10 goals 
against your 
opponent to win. 
fo There are two 
AThe object is to types of power-ups 
score 10 goals against in this level. The red 
your opponent to win. tops give your 
paddle a slam-shot 
ability. Each top allows you to use three 
slam-shots. Hold down the power-up 
button to cock the paddle. Then release it 
when the ball is just about to hit the top 
part of your paddle. The slam-shot flings 
the ball quickly back at your opponent. The 
yellow tops, when you hit them with your 
paddle, start the logs spinning toward your 
opponent. Each additional yellow top 
increases the speed of the logs’ rotation. 
These yellow power-ups are truly the key to 
winning this level. 


CLOWN AROUND 


— LOG JAM 


age nce 


Clown Around is a single-player game— 
however, you can still play it with other 
people. 

In order to win this game, you must 
earn eight points by putting balls into the 
bins lining the table. 


TWO TONE 

For this level, you 
must get the colored 
balls into the correct 
color pockets. 

When you move 
the paddle left and 
right, it tilts the 
table in the direction 


A You must get the 
colored balls into the 
correct color pockets. 
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of movement. In the first level, position 
yourself far left, center, or far right. This way 
only when you move is important. 


In Puck Pong, the object is not to get balls 
into a goal. Instead, you must use the balls to 
push a puck across the opponent's goal line. 
Take care in aiming at the center of the puck 
so the ball comes straight back at you. You 
must score five points to win a game. 


FOUR-PLAYER 
TEAM GAME 


Unlike other four- 
player team games, 
both players on the 
same team defend 
back at the goal line 
instead of one playing 
forward. This can be a 
lot of fun, and the 
team with the better 
teamwork wins. 


FISHING FRENZY 


Tue What does fishing 
have to do with 
Pong? You must 
catch eight fish to 
win this single- 


A This can be a lot 
of fun, and the team 
with the better 
teamwork wins. 


player game. 
AThe fish don’tall FOOLISH FISH 
come up at once, sO This level is a bit 
your aim has to be tougher. The fish 


good atthe beginning. Gort all come up at 


once, so your aim has to be good at the 
beginning. In addition, the fish tend to 
swim out into the crocodile’s path. 


HOPPING MAD 

The raft is full of frogs as well as holes. 
Watch the frogs carefully and time your 
moves to get past those nearest the gold. 


+ + 


A This is a very 
different type of game. 


A The raft is full of 
frogs as well as holes. 
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PORSCHE CHALLENGE 


PORSCHE CHALLENGE 


With everyone driving the same type of car, this racer comes down to skill. Here’s a guide to each track. 


STUTTGART 


The first level, as usual in racing games 
these days, is set in the countryside. 
Except this time it’s in Deutschland, and 
you’re gonna have to be aware of ever 
moving road barriers in the later stages. 

Really, the Stuttgart course should be a 
bit like going for a Sunday drive, only at 
250 mph. It doesn’t offer you any real 
hazards apart from a few sudden turns that 
should be child’s play to navigate your way 
around, and the only two optional routes 
don’t offer a lot in the way of shortcuts or 
change of scenery. Simply test your skills 
on this track, and once you’ve cut your 
teeth, try to tackle a real course. If you 
can’t win this one, you’re definitely not 
ready to move on. 


USA 


Cruising through the streets of America 
may sound cool, but you’ll be scared to 
death when you take some of the corners 
here. Throughout the course you'll speed 


through lonely outback roads, up busy 
highways where you'll have to dodge boxes 
and buses, through the Las Vegas lights, 
and even right across a palm-tree- 
festooned beach. 

To be honest, this track isn’t going to 
cause you that many headaches, but you’ve 
got to be ready for any changes of course 
in the Interactive Mode. You can either take 
a ride across the pier or around by the 
docks at the end of the beach area, and it 
will take only a second to see if the barrier 
to the pier is up or not. If it is, hang a sharp 
right. Also on the Interactive Mode, look out 
for a white truck in the car park after the 
first bend. If it’s there, hang an extremely 
sharp left through the iron gates to have a 
short cut through the drainage area. It may 
not smell nice, but it’ll save you some time. 


JAPAN 


It’s not unusual that a racing game gives 
you a track in which you race through 
streets in the dead of night, but the Japan 
track is so much more than that. The best 


When the main menu screen 
first appears, get ready to 
type these in at your leisure: 


All Cars Jump 

Hold + and press m, @, m, 
©, m, @, m lets all the cars 
jump at times. Lighter 
gravity results in tremendous 
crashes. 


Fish Eye Lens 

Press m + 4 + @ together 
then press ŒD, C3, R3, RI 
to put a fish eye lens on the 
camera. 


Chipmunk Drivers 

Tt, 4, t, 4 if entered 
correctly results in all voices 
in the game rising an octave. 


Hyper Car 

To supe up your motor a 
little, try pressing c + m, 
SELECT] + e, GET) + B+ @, 


Interactive Tracks 

To open up all those extra 
areas, and make the most of 
the tracks you've been given, 
tap in 4 + a>, t + fa, 


Invisible Cars 

Enter the code m + @, (£2) + 
RJ, Æ + @, CI + R3, w+ 
@ and as if by magic, the 
cars will have completely 
disappeared! 


Long Tracks 

If the races seem to be over 
in a flash to you, you can 
either choose more laps, or 
enter +f, +4, 


pa , GEE 


Mad Race 
For an absolutely crazy race 
against some of the worst 
lunatics ever allowed behind 
a steering wheel, try entering 
T, €, 9 + e, 


Mirror Mode 

Completed the game? Bored 
of the tracks? No problem, 
justtapin € + @, 4 +4, 3 
+ m@ and the whole game will 
have been swapped around. 
It ll be like a brand new 
experience. 
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Black Porsche 
To get a chance to play the 
test driver’s sleek black car, 


>+E, é+ 0+ Gua should 
get good results. 


Tune Driver 

If you fancy making Nikita a 
super fast driver, or giving 
Dan extra grip, tap in € + @, 
> +m + Gz, Now you've 
got the option to change all 
the driver variables. 


Unlimited Retire 

+ (2), + +o 
carefully entered should 
result in you getting as many 
goes at the game as you 
want. Nothing can stop you 
now, except for a basic lack 
of driving ability. 


Your Car Jumps 

If you alone want the gift of 
lightness, enter m, @, m 
and you will stand alone. 


ZED STR 
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thing about racing here is that there are 
lots and lots of flashing lights and 
computer boards littered about the course 
to help you on your way. Also, you must 
listen out to hear a repeated message in 
Japanese. This means there is a serious 
dead end around the corner, and you’ve 
got to get ready to hang a very sharp left. 

On later levels, because of the winding, 
mixed up nature of the track, there are 
quite a few tricky little paths and short 
cuts. If you firmly hit the first basket placed 
on the left of the track, a door to the 
approaching temple opens. This takes you 
to the mouth of the underpass and cuts 
out quite a lot of unnecessary track. If you 
keep aiming at the baskets, you will 
eventually hit the key ones. This will open 
flashing gates with “IO” on them, cutting 
out more of the level. 


ALPINE 


It’s cold but, funny enough, not very 
slippery out there in the snow today. This 
track is very long, rather dull, and 
extremely fiddly to drive on. 

At first, your biggest problem is going 
to be navigating your way through all the 
tiny roads that twist and turn so much, but 
the troubles get bigger as you progress 
through the game. The first crossroads is 
the hardest. Don’t trust the arrows, and 
hang a sharp left. You have to make your 
way through sharp rocks, annoying 
puddles, and, inevitably, mini blizzards. In 
the Interactive Mode version, there are two 
great shortcuts. Eventually, the gates on 
the left of one of the first straightaways 
open and let you through the Lord of the 
Manor’s estate. Keep to the road here and 
you will reemerge just before the 
underpass. Also, when you see the 
snowplow, aim for the right and knock over 
the cones. This will open the gates to the 
village, right by the bell-ringing church. 
Here you can quickly make your way 
through the winding streets, emerging not 
far from the finish line and victory. 
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POY POY 


Get your friends round and blow each other to bits in this brilliant little game. 


BASIC COMBAT 


e At the start of every round there are 
different objects lying around the battle 
area, but you should always go for the 
missiles first. These weapons do the most 
damage. Causing heavy damage early on 
puts your rivals on the back foot and 
gives you an advantage through the 
remainder of the round. More importantly, 
if you’re using missiles, your opponents 
aren't, and this means you’re taking away 
the biggest threat in the game! You can 
also use them to detonate other missiles. 

e The Hokkyu supplier robot that hovers 
above the arena constantly replenishes the 
missiles as they’re used, so it pays to keep 
one eye on its location at all times. If you’re 
close to the spot where the missiles appear, 
you’re in a great position to grab them and 
immediately launch a punishing attack. 

e Using the scenery in each arena is an 
essential part of the game to learn if you 
want to survive in the Senior and Master 
Cup competitions. You can hide behind 
rocks, logs, and other scenery. This is an 
excellent way to avoid danger when you’re 
running low on energy or you just want a 
breather. By the same token, attacking 
from behind a section of scenery is also 
very useful, as you make it difficult for your 
opponent to return an attack. 


GLOVES AT THE READY! 


There are 14 types of 
glove in Poy Poy, each 
with its own attack 
strengths and 
weaknesses. In this 
section we look at all 
the gloves and give you ATry to use 

tips on how best to use Obstacles to your 
them. Note that you advantage. 

can power-up your gloves to make their 
effects more deadly, but no matter how 
much you modify them, the basic way they 
attack remains the same. 


This basic glove is self-explanatory; you 
grab a rock and it’s turned into a bomb that 
you can throw at your nearest rival. The 
beauty of this glove is its simplicity, so while 
it’s not the most powerful of weapons, its 
certainly one of the most effective! 


KNIFE 


This weapon is quite useful and very easy 
to use. Grab an object, then press the 
Lethal Throw button to throw it in a straight 


x 
= 
Op, 


line. This glove is easy to use and is quite 
powerful, but your target must be directly in 
front of you if you want to make a contact, 
so it’s an attack that can be easily avoided. 


SEEKER 


Once you're holding a pick-up, use the Lethal 
button and the item glows yellow, then rises 
into the air. It floats slowly across the screen 
toward the closest opponent before crashing 
down on his or head. This move is self- 
homing so it’s very difficult to avoid and you 
don't need to worry about lining up the attack. 


CRUSH 


Use this Psyche Glove and your character 
throws the object through the air in the 
direction you’re facing. The distance it 
travels depends on the amount of time the 
button is held. Before it hits the ground, the 
object explodes in a shower of red flames, 
all of which cause damage on contact. The 
Crush weapon has an excellent blast 
range, making it easy to use. 


HOP 

This is similar to the 
Seeker glove; 
immediately after you 
press the button, the 


gd É 
item you’re holding 
A Try not to get 
glows yellow. Now your trapped at the side. 


character throws it onto 
the ground, where it 
bounces around the battle arena, homing 
in on the nearest foe. This glove is very 
easy to use, so it’s very helpful when 
you’re under pressure. 


THUNDER 


This move isn't self-homing, so to score a hit 
you have to line it up yourself. Take extra care 
or you'll waste it. Once you have grabbed an 
item, press the Lethal Attack button and your 
character leaps into the air, then in a flash of 
green energy immediately launches the item 
in a straight line. Thunder is a good glove 
attack, but remember to aim it carefully. 


CHASE 


This attack basically turns your object into 
a homing missile. Grab an item and tap the 
Lethal Attack button. The object your 
character is holding glows yellow then 
speeds toward the closest foe. This move is 
easy to use, requiring no form of manual 
aiming, making it perfect in any situation. 


SHOUT 


This is another one of those cool self-homing 
weapons, so it’s a piece of cake to use. 
Simply grab an item, hit the button, and your 
character leaps into air, throwing the item 
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toward the closest opponent. A flash of red 
energy accompanies this move, just in case 
you need an indication that it worked! 


HURRICANE 


Your character throws the object into the air, 
making it spin around rapidly. As the object 
drops to the ground, it continues to spin all 
over the battle arena. It’s very difficult to 
predict where it will go and therefore it’s 
difficult to avoid. Not a bad weapon, but the 
uncontrollable effect it has makes this Psyche 
Glove too hit and miss to be really useful. 


HAIL 


When you activate this glove, your 
character throws the item he or she is 
holding in a straight line across the entire 
arena, accompanied by a trail of magic 
dust. This attack inflicts large amounts of 
damage and is easy to use, but you have 
to line up the attack yourself so you may 
need a little practice with this one. 


STAR 


When you’re holding an object, tap the 
Lethal Attack button and your character 
leaps into the air before throwing it back 
down to earth a few steps away from his or 
her current position. This move has a very 
short range and is therefore difficult and 
dangerous to use effectively. You must be 
close to your opponent for this move to be 
successful. However, the out-and-out power 
of this glove makes the risk worthwhile. 


MAGIC 


This is probably the best glove in Poy Poy, and 
it gets better and better the more you power it 
up! Grab an item, then press the Lethal Attack 
button; your character lifts the item above his 
or her head, then it disappears! The item 
reappears above the head of the nearest 
opponent and crashes onto him or her! And 
because the item disappears, your opponents 
won't know where the attack will come from 
until it’s too late! 


POISON 


This weapon only has a short range, but 
more than makes up for it with real power! 
Your character throws the object he’s 
holding halfway across the battle area at 
ground level. It’s very difficult to avoid, and 
any character hit by the object loses lots of 
health. This glove is very useful, as long as 
you don't forget that it has a limited range. 


HUNTER 


This Psyche Glove is excellent—one of the 
most useful around. When you throw an object 
with this glove, it homes in on an opponent, 
making it almost impossible to miss your foes. 
The higher the Hunter level, the better the 
homing ability and the longer the range. 


Infinite Health P1 
Infinite Health P1 


800DCB6800C8 
800DCB6A00C8 
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RAGE RACER 


The third incarnation of Namco’s hugely successful Ridge Racer series was designed specifically for the 
PlayStation, and sees the addition of more tracks and many more cars—all of them upgradeable. Find out which 
to buy, which to avoid, and how to beat all the different courses in this complete guide to the game. 


A BIT OF CLASS 


The classes in Rage Racer function as 
skill levels. Classes one and two have 
three tracks, classes three, four, and five 
have four tracks. Complete class five in 
Normal GP mode and you’re given a new 
option: Extra GP. This has you racing the 
five classes again, but going in the 
opposite direction. Your car and money 
are reset, too, so you’re effectively 
starting again. 

Complete all five classes in Extra GP 
mode and you get a sixth class to race. 
You’re only up against four other cars 
this time, but they’re all incredibly fast. 


A Your basic car may look nice, but its 
performance is terrible. You just have to put up 
with it, though. 


THE CARS 


Here’s a guide to the ace race vehicles you 
can buy. The grades refer to their initial rating: 


GRADE 1 

GNADE ESPERANZA 

Engine: 1,927cc 

Weight: 1,020kg 

Power: 240bhp 

Cost: Free 

This is the car you start with. It looks like a 
real winner, but appearances can be 
deceptive: it drives like a dog, and 
performs very poorly in all categories. 


GRADE 2 

AGE ALOUETTE 
Engine: 1,300cc 
Weight: 580kg 
Power: 160bhp 
Cost: 2,300eg 


AA real step up from the disappointing 
Esperanza, the Aloutte is small and fast—but 
slow to accelerate. 


A great little car. Cheap, fast, and highly 
maneuverable, it’s the ideal first purchase. 
It has poor acceleration, so try not to bump 
too many opponents or obstacles—it takes 
time to regain speed. 


LIZARD INSTINCT 

Engine: 4,200cc 

Weight: 1,160kg 

Power: 285bhp 

Cost: 4,000eg 

Although this car accelerates well, it has a 
low top speed and handles like a brick. Not 
recommended, even at this price. 


GRADE 3 

AGE ABEILLE 

Engine: 1,800cc 

Weight: 820kg 

Power: 170bhp 

Cost: 14,400eg 

This improved Age Alouette has great grip. 
The Abeille handles well and has a 
reasonable maximum speed. Its acceleration 
is poor, though, so be careful on the corners. 


LIZARD BAYONET 

Engine: 4,800cc 

Weight: 1,210kg 

Power: 310bhp 

Cost: 15,500eg 

An improved Lizard Instinct, this car is fast 
and accelerates well, but is sometimes 
awkward to drive. When cornering, slow 
early and block opponents. You can get 
real results with this machine as long as 
you don’t skid on the turns. 
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AA little hard to control in the turns, the second 
Lizard car is still pleasingly fast and powerful. 


ASSOLUTO FATALITA 

Engine: 2 x 652cc 

Weight: 1,130kg 

Power: 325bhp 

Cost: 20,000eg 

Good acceleration and an incredible 
straight-line speed make this car a force to 
be reckoned with. Its steering is poor, 
though. A super-fast car, but not 
recommended for tracks with lots of tight 
corners. Great on the Extreme Oval. 


GRADE 4 

AGE PEGASE (MANUAL GEARS ONLY) 
Engine: 1,800cc 

Weight: 580kg 

Power: 160bhp 

Cost: 20,000eg 

This babe handles brilliantly, sticks to the 
racing line like bubble gum sticks to your 
favorite jacket, and has excellent 
acceleration. The best standard car for 
everything but the Extreme Oval. 
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A The external view is the easier one when 
you’re learning to play the game, but not as 
much fun. 


LIZARD HIJACK (MANUAL GEARS ONLY) 
Engine: 5,000cc 

Weight: 1,260kg 

Power: 340bhp 

Cost: 136,700eg 

A sluggish car that doesn’t really make the 
grade at this level. When modified to Grade 
Five, it comes with a neat engine block and 
rear spoiler. 


ASSOLUTO INSTANTE (MANUAL 
GEARS ONLY) 

Engine: 3,500cc 

Weight: 1,430kg 

Power: 380bhp 

Cost: 110,000eg 

This incredible speedster is too fast for 
comfort. The extra top speed it enjoys over 
other cars in its class is scant consolation 
for its poor handling. Ignore the Instante on 
all courses except the Extreme Oval. 


GRADE 5 

ASSOLUTO GHEPARDO (MANUAL 
GEARS ONLY) 

Engine: 5,000cc 

Weight: 1,300kg 

Power: 600bhp 

Cost: 635,000eg 

A real powerhouse car, this Le Mans- 
inspired speedster eats the tarmac on the 
Extreme Oval, but doesn’t cut it on the 
corners. Buy only if you’ve money to burn. 


A Over Pass City has a few great straightaways, 
but its tight corners mean that good handling is 
required to win. Bide your time, and pass the 
opposition where there are no bends. 


ULTIMATE CARS 


These are the last word in super 
speedsters.They are available only when 
you reach Class Six and they’re graded 
as “?”. These cars can’t be tuned. 


AGE VICTOIRE 

Engine: 3,500cc 

Weight: 700kg 

Power: 500bhp 

Cost: 2,300,000eg 

The fastest automatic on four wheels. An 
incredible car that taxes every ounce of 
your driving skills. 


TOGGLE MIRROR ON/OFF 
When viewing the race from inside the car, 
pause the game and hold 4. Press ©) to lose 
the rear-view mirror and 4) to get it back 
again. There is no mirror in “chase” mode. 


SPIN CARS & COURSES 

When selecting your track or vehicle, the 
course/car rotates. By pressing EY or 44, 
you can spin it right or left at increasingly 
faster speeds. 


MIRROR MODE 

To play in Mirror Mode (as opposed to just 
racing the tracks in reverse), select “Race 
Start” from the main menu and hold &4, C3, 
Seer) + until your race begins. The tracks 
are mirrored—notice the reverse writing. 


LIZARD TEMPEST (MANUAL GEARS ONLY) 
Engine: 9,000cc 

Weight: 1,100kg 

Power: 750bhp 

Cost: 2,800,000eg 

The acceleration on this weird-looking 
number would scare a rocket scientist. 
Its grip is appalling, though—it takes a 
top driver to keep it on the road. 


ASSOLUTO DRAGONE (MANUAL 
GEARS ONLY) 

Engine: Unknown 

Weight: Unknown 

Power: Unknown 

Cost: 6,666,666eg 

This mysterious motor is the fastest and 
most expensive vehicle available. If you 
can afford this, you’re doing well. If you 
can drive it, you’re doing brilliantly. 


ON THE RIGHT TRACK 


There are only four circuits in the game, 
but with so many cars on offer, that’s a 
good thing. Here’s how to race to win.... 


MYTHICAL COAST 


There are some speedy straightaways here, 
so acceleration and speed are essential. 
There are a couple of tight curves, though— 
if you’re driving a rocket that takes until 
Tuesday to steer, release the accelerator in 
plenty of time to take the turn. It’s faster to 
lose speed on the approach, allowing 
tighter turners to overhaul, than to bounce 
off the outside wall and come to a virtual 
standstill. The faster you come out of the 
corner, the sooner you hit top speed. 


OVER PASS CITY 

Despite the long straightaways, this circuit 
demands turning power, due to its tight bends 
and loops. Don't be afraid to slow down and 
tuck behind the car in front, then look for 
passing opportunities on the straightaways. 
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It’s better to wait and take your chance when 
it arises than to be slowed up by bumping an 
opponent or leaving the track. 


LAKESIDE GATE 


This is a course full of straightaways and 
gentle curves, with only one serious bend. 
You can afford to take the corners with speed 
here, and even at full pelt when driving slower 
cars. Be careful as you progress into more 
powerful vehicles, though. 


THE EXTREME OVAL 


This is an extremely speedy course, raced 
over six laps instead of four. There are no 
sharp curves, so most cars can take an 
entire lap at full speed. When behind the 
wheel of a powerful car, be careful when you 
turn: drifting into the wall can be disastrous. 


FINE TUNING 


You can improve most cars by taking them 
to the Engineer Shop for a tune up. This 
usually improves every aspect of the car, 
and is worth doing. However, it costs 
money. Do you spend cash on improving 
your current car or save and buy a new one 
later? Because you can re-race earlier 
events, winning prize money once more, it’s 
wise to tune up and build your bank balance 
with higher winnings. But if your car is 
streets ahead of the pack, don’t bother. 


CUSTOMIZING CARS 


Set your tires to suit the course. If you want 
to drift around the corners, emphasize this. 
If you want tighter grip for the sharp bends, 
move the other way. Higher speeds can be 
achieved with manual transmission, but the 
drive is harder. Use automatic gears if you 
wish, but remember the highest grade cars 
are manual transmission only—you must 
use gears eventually. You can customize the 
car’s paintwork, too, but it won’t improves 
performance. 


Darwin Awards’ 
JATO Car 
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Extra Cash 
Infinite Cash 
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Infinite Race Tries 
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RALLY CROSS 


RALLY CROSS 


Racing on nice smooth tarmac roads is all very well and good, but for the ultimate driving experience, you really need 
to get out in the mud, sand and snow—which is exactly what this action-packed arcade rally game lets you do. This 
comprehensive guide to all six tortuous courses will ensure that you reach the line ahead of the pack. 


THE TRACKS 


OASIS 

The programmers of Rally Cross have been 
very unkind. The first course in Rookie 
season mode is set in a hot desert, with 
deep sand dunes and dusty roads. The 
dunes are arranged around the edges of 
the course, though, so you can avoid them 
if you race down the center. Sliding your 
car into the dunes is disastrous—it loses 
traction and bounces around. 

Version “A” of Oasis has two routes. 
One follows the long sandy curves, the other 
takes a shortcut over the scorched rocky 
cliffs, cutting out a long stretch of track. You 
must take the shortcut if you want a good 
finish time—your competitors surely will! 
Version “B” blocks off the shortcut, forcing 
you to drive the long way around, and “C” 
blocks the main track so you have to race 
along the cliffs. Watch out for the large rocks 
just before the cliff entrance—you’ll hit them 
if you follow the racing line, so slow down 
and steer around them. 

Don’t be afraid of using your brakes on 
the corners and banks in Oasis. It may be 
sandy, but the momentum of your car 
makes it skid rather than flip over. The trick 
to winning the race is learning to control 
your skids. Keep the acceleration going as 
you brake, then the car powers out of the 
corner as you release the brakes and stop 
the skid. 

Racing Oasis backward doesn’t throw 
up any extra hassles—you’ve just got to 
reverse everything you’ve learned about 
the track! 


ISLANDS 
The Islands contain a tropical muddy track 
surrounded by trees, with death-defying 
jumps to take, and plenty of winding, 
narrow roads. This is more of a traditional 
rally course, except for the tropical part. 
The only differences between the three 
versions of Islands are at a crossroads on 


a 


AConsidering that it’s the first track, Oasis is hardly easy going—but it does teach valuable lessons. 


the western side of the track. “A” gives a 
direct route, “B” a direct course along a 
new road, and “C” opens up both routes, 
leaving players to choose their favorite. 
Braking can be deadly. It’s very dusty and 
muddy all around the course, so touching 
the brakes for a fraction of a second while 
turning flips the car, crashing you out of the 
race for vital seconds. Inside the caves is a 
particularly treacherous area for braking. 
Simply let go of the accelerator instead, 
slowing the car down to steer through 
unscathed. Whether you race the Islands 
forward or backward, you’ve really got to 
have your wits about you where the road 
drops dramatically, leaving all speeding 
vehicles to sail through the air. If you take 
off at an angle, the car lands on the edge 
of the track, and flips over. Take off 
perfectly straight to land safely. 

Jeeps are best suited to the Islands; 
their chunky tires can get more of a grip in 
the mud. 


tO 
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LOST MINES 


If you thought the first two courses were 
tough, you’re in for a shock here. Most of 
Lost Mines is made up of muddy puddles, 
with jumps immediately before them. 
Catching the jump carries you over the 
puddle, but miss and you’re stuck for a 
while! Versions “B” and “C” add even more 
bumps to the track, and it starts raining, 
swelling the mud pools. The main danger 
point is inside the mines themselves. 
Races can be won or lost down there, 
where carts and props protrude from the 
walls, catching cars as they go by. Stick to 
the center route, pushing competitor’s cars 
into the mine carts when you get the 
opportunity. 

This is a course where your car is sure 
to be bounced around like a pinball. If you 
feel you’re about to lose control, let go of 
the accelerator for a few seconds until the 


A Stay off the brakes when taking a corner on the muddy Islands course, or you'll spin out. 


vehicle’s momentum has calmed down 
again. When you put on the power again, 
the car should have stabilized and you'll 
accelerate away instead of flipping over. 

Racing backward around the Lost 
Mines is a radically different experience. It’s 
less dangerous, for the most part, as you’re 
now climbing the hills, rather than jumping 
from them! 


ALPINE 


Packed with snow and ice, the Alpine 
course is as hazardous as you would 
imagine! Tight roads wind their way around 
the mountains and waterfalls are 
transformed into deadly slides! 

The “B” and “C” versions of the track 
open up shortcuts, shown as thinner roads 
on the map. These aren't immediately 
apparent when racing around—you must 
plow into snowbanks to access them! 

It probably goes without saying that 
you should avoid heavy use of the brakes. 
The slightest touch on a corner spins the 
car, or worse, flips it over. This is 
particularly likely when racing through 
waterfalls—you shouldn't even try to alter 
your steering when approaching them. 

Before tackling the more advanced 
versions of the Alpine course, make sure 
you study the map carefully and decide 
which way you’re going down those 


shortcuts. One climbs up the side of the 
mountain, cutting out a large chunk of the 
course, but has two directions you can 
take at the top. Get it wrong and you’ll end 
up with egg on your face! 


GARDENS 


This course’s name suggests grassy 
tracks and rose bushes, but it’s mainly 
played out on asphalt roads, winding 
through a traditional English setting of 
black-and-white timbered houses and 
double-decker buses. 

The course whips through a castle 
portcullis and winds through a market 
town, where a roundabout must be 
negotiated. It continues down a muddy 
lane or wide open road, depending on 


Clap 4 of 1 


A Tight, twisty and covered in snow and ice, the 
Apline course is not for the heavy-handed driver. 
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which version you’ve chosen, but both 
paths lead to the same destination. To 
finish, you get a windy lane where leaves 
are blown up to obscure your view. 

Selecting the harder versions of the 
course blocks off the left-hand route around 
the roundabout and one of the finish line 
arches— forcing competitors to squeeze 
together. There are no major jumps or nasty 
surprises; Gardens simply tests your steering 
skills as you wind through the town. Don’t be 
afraid to use brakes heavily—flipping the cars 
is tough to do here. 


STADIUM 


The grand finale of Rally Cross is a glorious 
motocross-style stadium with muddy 
puddles and a course that twists and turns 
back on itself. 

Versions “B” and “C” add even more 
mud to the proceedings, and “C” also 
takes racers on a trip through the corridors 
and rooms behind the stands. 

Treacherous lumps and bumps cover 
the course, bouncing the cars in all 
directions. Your worst enemy in the 
Stadium is your own driving—take some of 
the jumps too fast and you have no option 
but to ditch straight into the barrier! 

Heavy vehicles such as the jeeps are 
best suited to this course. They stick to the 
track more, and don’t bounce as high as 
the zippy smaller cars, so are much more 
controllable. 

The trick to success in the Stadium, 
though, is learning how to skid around the 
180-degree bends, where the track doubles 
back on itself. Don’t let off the accelerator, 
just hold the brake as you turn in order to 
slide out the back of the car. Then let go of 
the brake to speed off. Keep as close to 
the inside barrier as you possibly can to 
slice valuable seconds off your time. 
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L - 
A The Stadium course may look simple from this 
aerial view, but don’t be fooled—it’s very tricky. 
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A Just keeping your car on the ground is challenging enough on the ultra-bumpy Stadium circuit— 


keeping all four wheels down is almost impossible. 


There’s a wide variety of cheat passwords 
for Rally Cross—some are useful, others 
downright silly! Input all of them as a name 
on the one-player season screen, then 


cycle back through the menus and select a 
single race or other option, rather than 
playing through the entire season. 


INSTANT VICTORY 


Save yourself the trouble of having to 
actually play the Rookie season by entering 
VET_ME on the name input screen. The 


A You thought that the cars had big tires already? Try the FAT_TIRES code out, and think again... 


(lap 1 of 6 


AThe FEATHER code reduces gravity, leading to 
simply huge leaps and incredible rolls and crashes. 


Veteran ranking will be accessible. In a 
similar vein, use IM_A_PRO to gain access 
to the Professional season. 

If you’re really daring, try WEEOO. 
This cheat completes the game on 
Normal, Head-On, Mixed, and Pro 
settings, giving access to Suicide Mode 
for an extra tough race! 


CRAZY CARS 


If you want more fun from your game, try 
tinkering with your car, then racing your 
favorite tracks again. By entering your 
name as WHEELS, you can race along with 
nothing but a set of four wheels as your 
vehicle. Input NO_WHEELS and the effect 
is reversed—the car races along without its 
wheels, like some futuristic hover vehicle! 
FAT_TIRES gives your car big, chunky tires. 


PLAY GOD 


The last set of cheats allows you to mess 
around with the forces of nature—and 
enhance your video game experience at 
the same time! By inputting STONE you 
increase gravity, keeping your car down on 
the ground instead of bouncing around in 
the air. Entering FEATHER decreases 
gravity, adding an extra spring or two to 
your suspension. 

Or if you really want to fly, FLOAT radically 
decreases gravity, making the cars almost 
uncontrollable! Inputting SPINNER reduces 
tire friction, making all vehicles slide and skid 
around each course, and finally BANZAI turns 
the collision detection off, so the cars can 
drive through one another! 


800552780014 
800564560114 


Extra Cars 


Extra Tracks and Cars 
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In Rally Cross 2, the cars are fast, durable, 
and love to leave the ground. Don't worry 
about landing on your roof; a quick turtle 
flip has you right side up and on your way. 
With 10 tracks (20 if you count Suicide 
mode), 10 cars (and trucks too), and a 
track designer, Rally Cross 2 gives you 
even more ways to get dirty than the 
original game. 


e Your car spends as much time in the air 
as on the ground, so don't try to stay on 


the track. Go with the (air) flow and floor 


it when your car comes back to earth. 
e Rally Cross 2 could be called “Bumper 
Pool Rally.” You can knock other drivers 


out of the way, off the track, or onto their 


backs with carefully timed collisions. 


e A head-on collision flips over your car. To 


avoid this in Suicide mode, play chicken 
with the oncoming car. Stay head to 
head until the last second, then veer off. 
The idea is to deliver a side blow and 
cause the other car to spin out. 

e Although you can flip your car right side 
up by tapping Œ or R3, you lose 
valuable seconds each time you land on 
your roof. Aside from avoiding head-on 
crashes, be especially careful in tunnels, 
where the walls are steeply banked. To 
avoid crawling up the side walls, make 
slight corrections in the chicanes (S 
curves), and use the power-slide to get 
through sharp turns (see next tip). 


e You can negotiate some turns in Rally 
Cross 2 with wheel corrections. However, 
others require a more aggressive 
strategy because of slippery surfaces 
and extreme angles. As you head into a 
sharp turn, release the accelerator and 
cut the wheel hard in the direction of the 
turn. The back end of the car slides 
around. Continue the slide until the car is 
lined up with the exit of the turn. 
Resume acceleration and power out of 
the turn. As you learn how your car 
slides, use this technique to pass other 
cars in the turn by sliding inside or 
outside. 

Don't be afraid to bounce off straight 
walls and other objects. On certain 
tracks, you can bounce off an object and 
redirect your car into the next turn or 
around an obstacle. We note specific 
examples in the Track Tips section. 

Look for opportunities to broadside 
other cars and knock them out of the 
way or off the track. If you get an 
opposing car on its side, continue 
ramming it until it flips over. 


HORSEPOWER 


CAR 

Apex 215 
Baja 150 
Orbit 220 
Icon 260 
Trace 280 
Trail 150 240 
Aerial 300 
Axis 300 
Vapor 330 
Radia 330 


Vapor and Radia are unlocked after you win a 
Rally Championship or when you use the 
cheat codes (see list). 
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RALLY CROSS 2 


RODUCTION 


CONSTRUCTION 


This primarily dirt track circles around a 
construction site complete with jumps, 
water-filled ditches, and heavy equipment. 
The first critical point is after the start, where 
the road veers right, then left, through a 
water hazard, and around a backhoe. Take 
the left-hand route, cutting alongside, then 
through the water to reach the road (don't hit 
the backhoe). If you stay to the right, the rest 
of the field leaves you behind very quickly. 


TOP SPEED 


After a short stretch on blacktop, 
you’re back in the dirt and through the 
water. Don’t ride too high up the dirt walls 
of the canyon, or you'll flip. When you leave 
the canyon, you return to the starting line, 
but this time you’re really moving. You 
catch serious air on the jump past the 
starting line, and your car’s momentum 
takes it straight ahead into a barrier. As 
soon as you land off the jump, release the 
accelerator slightly; make a hard left 
through the water, and head for the paved 
road. You’ll go faster this time through, but 
don't overcorrect or you'll slide off the road. 


WEIGHT 


(IN MILES PER HOUR) (IN POUNDS) 
91 4,056 
86 2,689 
93 3,124 
102 3,230 
105 3,403 
95 4,695 
119 2,985 
119 2,995 
128 2,980 
128 2,986 


1 
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RALLY CROSS 2 
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SWITCHYARD 


This track is shaped like a giant, upside- 
down “U.” Trains are everywhere, but don’t 
worry about hitting them—you can bump 
alongside a long freight train without losing 
speed, and it’ll keep you on course through 
a narrow opening at the northeast corner 
of the track. The trains might not pose a 
problem, but there is an annoying water 
tower on the left side of the road as you 
head north on the inside of the first leg. 
Stay right to avoid a time-wasting collision. 


Other than the tower, there’s little to 
worry about on this fast, entertaining track. 
The train yard sound effects are great, and 
the fences are all straight and solid. If you 
hit one, it redirects you back onto the 
track. Your only potential for flipping is if 
you oversteer in the turns, but after your 
first time around, it won't be a problem. 


BLACK FOREST 


This giant track has several challenging S 
curves and four serious hairpins. Stay away 
from trucks and jeeps on this track; you’ll 
do better with a low-slung coupe that has 
more power and extra weight, like the Icon 
or Trace. Cars frequently jam on the first 
turn as the road heads into the forest, and 
you can move to the front of the pack with 
a more powerful car. 

Unlike Switchyard, you need to pick 
your spots carefully for acceleration or your 
car will spend a good deal of time on its 
roof. The race begins on an asphalt road 
winding through a thick forest. No 
problems at first, but as you pick up speed, 
your car creeps up the side walls, increasing 
the likelihood of a rollover. Keep your car 
under control and don't drift too far. 

This race is decided through the 
chicanes, where you must resist the urge to 
steer back and forth. Pick a straight line in 
the middle of the track and fly through these 
S curves to shave seconds off your time. 


DRY VALLEY 


It’s off to the desert for a tough spin 
through the sand. Traction is hard to find on 
this track, and your car’s tires slip and slide 
trying to grip the road. If you lose control in 
one of the many canyons, expect tumbling 
flips that take you high above the side 
walls. Keep your car in the center of the 
road at all times, where it can slide back 
and forth through the sand without 
climbing the walls. Also, watch for boulders 
in the center of the road. Some of them 
stop you, while others send you airborne. 


ROCKY PASS 


It’s snow time! Just like the sands of Dry 
Valley, this course provides little in the way 
of traction. However, your car can maintain 
amazing speed through the powder if you 
slide through the severe turns. You have an 
opportunity to move up in the pack early in 
the race, when the CPU cars have trouble 
reaching top speed. Your first challenge 
comes after the hairpin turn in the 
northwest corner of the map. The road 
looks worse than it is, and you can use the 
guardrail on the right to your advantage. 
Stay close to the rail and power your way 
around the curves, passing the CPU cars 
that drift to the left. 


The most difficult turn in the race is a 
360-degree loop at the extreme southwest 
corner of the map. Slow down here or you 
will flip. Don’t get too aggressive when you 
emerge from the loop, because you face 
another hairpin. Get through this second 
curve to pick up speed in the gentle curve 
and straight that follow. 
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The next hot spot is a series of four 
hairpins as you come back down the 


mountain. Use the guardrail! It helps keep 
you moving forward, even if you take this 
stretch too fast. 


Before the last hairpin that spins you 
toward the starting line, you fly through a 
beautiful ice tunnel. Your car will feel like it’s 
getting ready to break loose, but don’t 
worry. The steep walls keep you from going 
airborne, so floor it until you reach the end 
of the tunnel. Decrease your speed as you 
exit, or this last turn will flip your car. 


COUNTY AIR 


In case the name didn't give it away, this 
course is loaded with jumps, especially in 
the opening section of dirt track. The traction 
is excellent, so push your favorite speedy car 
to the limit. You emerge from the country 
road onto the asphalt, where you wind 
through a large hangar. The CPU cars have 
trouble making this transition from dirt to 
asphalt, so be alert for passing 
opportunities. When you enter the hangar, 
stay in the middle of the road. Otherwise, 
you can hit the helicopters on either side. You 
can zoom through the tunnel that follows, 
but don't slide up the walls or you could flip. 


0 52 40 


0 66°00 
0 00 OF 
00000 
000 00 


When you leave the tunnel, you’ll wind 


through a curvy, bumpy stretch of dirt road. 


If the opposing cars are around, things can 
get ugly here because of all the moguls. 
Keep your cool and don’t let your 
opponents push you around. 


REFINERY 

This course may be shaped like a bunny 
rabbit, but it’s not soft and cuddly. The 
track is built for speed, so floor it all the 
way or the CPU cars will leave you behind. 
This nighttime course has plenty of great 
visual effects, including steam coming out 
of overhead pipes, oil slicks, and exploding 
gas barrels. The oil slicks present the only 
real flipping hazard. If you hit one while 
turning hard, the tires break loose and 
you'll go over. 


current 041 16 best 0 59 44 told 0 4316 


600 00 


RC STADIUM 

This is your classic stadium dirt track with 
100,000 rowdy fans and an assortment of 
jumps, hills, and obstacles. To win here, 
drive hard and aggressively. Above all, 
keep moving. Getting through this course 
without rolling over is difficult, so focus on 
damage control and making the other 
drivers pay whenever the opportunity arises. 


curre @ 45 40 bestio 35 46 tote 138 46 


OASIS 

The first of the secret courses is shaped 
like a sideways “U” with an alternate inside 
course. The track is soft sand, surrounded 
by dunes and pyramids. This is treacherous 
terrain, and you'll flip at every turn if you 
slide carelessly up the sand dunes. The 
CPU cars have the same problem. Watch 
out for the inside track on your left. It’s 
shorter, and if you have position, the other 
cars are forced to the right. 


JUNGLE 


The second secret course is a large semi- 
rectangular layout with a crisscross section 
that invites dramatic collisions. From the 
start, the road is fast and narrow, and the 
jungle foliage keeps you on the track. 
However, everything falls apart quickly as 
the cars jostle for position. The sides of the 
road change suddenly to dirt, and they no 
longer provide a safe haven as cars jostle, 
flip, and slide through the jungle. 


dth lap? l5 
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The next tunnel is almost circular, and 
your car can easily go up the side and over 
onto its back. You’ll have a beautiful view of 
the ocean when you emerge, but don’t take 
too long of a look. The road dips sharply 
downward and everyone picks up speed. 
Alternate paths you can take depend on 
where your car is when you reach the 
crossroads. There’s little advantage to 
taking one side over the other, but the 
dramatic crisscross creates the ever- 
present thrill of a potential crash. 


CHEATS AND CODES 


CHEATS 

All Cars: Start a new season and enter 
your name as MOOBMOOB. 

AllTracks and Cars: Start a new season 
and enter PREALL as a name. Press X to 
accept the name, then select a single race. 


The All Tracks and Cars cheat doesn’t unlock 
the Vapor or Radia cars. You'll start with the 
final race of the pro season with a large lead 


in the standings. After the race (you don’t 
need to win), the hidden cars are unlocked. 


Low Gravity: Start a new season and enter 
your name as AIRFILLED. 

No Collisions: To disable collision 
detection, start a new season and enter 
your name as INCORPEREAL. 

Original Physics: To play with the physics 
from the original Rally Cross game, start a 
new season and enter your name as 
LEADSHOT. To return to normal, start a 
new season and enter your name as 
MOONEY. 

Pro Level Tracks and Cars: To unlock the 
professional tracks and cars, start a new 
season and enter your name as PREPRO. 
Veteran Level Tracks and Cars: To unlock 
the veteran tracks and cars, start a new 
season and enter your name as PREVET. 


Bonus Tracks 
Enter these codes at the New Season 
Enter Name screen. 


FOSTER: Little Woods track 
NIVEK: Frozen Trail track 
MIT: Dusty Road track 
KCIN: Rock Creek track 
CIRE: Dry Humps track 
BSIRHC: Hillside track 


800721c00001 
80059bfe0003 
800606be0104 


Always Place First 
Extra Tracks and Cars 
One Lap to Race 
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RASCAL 


Having trouble getting started in this time-hopping 3D adventure? This guide to the first few levels will point you in 


the right direction. 


MY HOUSE 


Rascal’s mission begins in his funky room, 
but there’s nasty work afoot, so there’s no 
time for lazing around! Through the little 
door to the landing, you can save the game 
in Rascal’s parents’ room, or continue 
downstairs. Enter the front room by either 
door and, as there’s not much going on in 
the house at the moment, leap into the 
time transporter to the medieval Castle 
Hackalott. 


CASTLE HACKALOTT: 
1243 


Avoiding all the spiders and bats that 
materialize if you hang around too long, 
take the small door out of the first room, 
but be warned—Stokes the Blacksmith lies 
in wait for you there. Keep your distance to 
launch bubbles at the defiled serf or he will 
gladly jump on your head. Kill him and pick 
up his handy piece of timer. 

To open the blue door around the 
corner, enter the wooden door in the 
corridor, go through the next few rooms 
(look out for the guard in the second room), 
until you reach the yellow key in the next 
room. This is guarded by Sir Hackalott 
himself, so you may need lots of energy to 
kill him. Now you can reach the blue key by 
entering through the yellow door. 


AThe key to Rascal’s adventures is the time 
machine that’s rather handily lying around in 
his house. 


Hang a left along a stone corridor to a 
lava pool. Position yourself carefully and 
leap across the wooden platforms to get to 
another winding corridor. Collect the 
goodies and step through the transporter. 

You re-materialize in front of Gordon 
the Good-natured Dragon, who is less than 
hospitable now. You don’t have to kill him, 
but if he’s bothering you, hit him when he 
isn’t facing you snout on. Position yourself 
on the lava rafts and shoot at him until he 
faces you. Don’t hang around or he’ll toast 
you! You’re here to pick up the blue 
timepiece. 

Go back through the yellow door, open 
the blue portcullis, and zip up the stairs. Sir 
Hackalott’s twin brother is in here, but you 
should have the heat-seeking bubble gun, 
so he won't last long. Now go along the 
corridor, rushing past the swinging maces 
one by one, and into the cannon room. 


¥ Watch the animated sequences for clues about what to do in each time zone and location. 
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Be careful not to get a cannonball in the 
face while another Sir Hackalott clone tries 
to kill you! Find a space safe from cannon 
fire against the back wall and shoot at 
Hackalott before he can reach you. When 
he’s history, collect another timer piece. 

Continue into the next corridor and 
maneuver carefully past the rotating spiked 
pillars to get to another well-guarded room. 
Kill the guard and proceed to a long, fiery 
room where once again you must destroy 
the blacksmith and avoid the spouting hot 
coals to reach the water fountain. Jump 
around the duckboards here to exit to the 
kitchens. You can kill the guard safely, but 
watch out for the hot coals and vermin as 
you make your way toward the door. 

The next room is almost the same, but 
now you meet Mrs. Washboard as you try 
to get to the stock cupboard. Killer rats 
flank a huge mountain of grain in here. Take 
the right door to the banquet hall, where 
there’s another piece of timer to collect. 

Now make your way back to the first 
hot coal-slinging kitchen, where another 
door reveals some stairs. Step through to 
the next room, kill the guard, and you’re in 


A Rascal keeps useful maps in his notebook, which 
can prove very useful when exploring large areas. 


the throne room. Collect the red key and 
zoom back outta there. Retreat a little more 
and you can enter the other door. In the 
bedroom, bounce across the bunk beds to 
flick the switch and enter the raised door. 
Take the walkway across. It doesn’t 
matter much if you fall, because the store 
room platforms below have activated and 
you can use them as elevators. If you inch 
across the gangplank, you’ll reach the red 
door. Stride through and head for the 
teleporter out. Back to the future! 


MY HOUSE 


Your molecules 
reassemble in your 
hall. Jump up the 
AKeep moving to stairs and save your 


avoid the monsters that Progress in your 
appear. father’s bedroom 


before entering the 
living room for another adventure! 


CASTLE HACKALOTT: 


1998 


You’re in another wing of Castle Hackalott, 
where a time-box sits awaiting use. 
However, you’ve got a lot more to explore 
before messing with this. 

Take the door opposite the banquet 
stage to a room filled with laser beams. Try 
to negotiate safely between these and 
enter the door to the right of the one you 
came through. You end up in the old 
kitchen. Flick the switch against the wall 
and use the far door. 

In this second reconstructed kitchen is a 
German Shepherd. He’s only doing his job, 
poor thing, but it’s a good idea to kill him 
before he kills you. Collect the goodies while 
avoiding the usual critters and the automatic 
dustpan before entering the next door. 

You appear in a tower with a pool at its 
base. Climb up the tower, falling off to get 
the blue clock piece and the blue key. Now 
climb back up the tower before leaping into 
the pool. This is where your swimming 
capability becomes very important. 

You end up in the now waterlogged 
dungeons of Hackalott Castle. Follow the 
same path as you did 800 years ago to 
reach the now-extinct dragon’s domain. 
Here you find another clock piece, but 
unless you keep filling up with oxygen via 
the air bubbles, you’ll never make it. 
Explore as many other routes as you dare 
to get oxygen, but make sure you can 
swim back up to the top of the pool intact, 
with the clock piece. 

Now it’s time to enter the other door 
here, continue through the well-protected 
kitchen (ignore the robot) until you reach 
the next room. Get across to the next door. 
Although it’s not so spikily protected, the 
corridor beyond is still well guarded by a 
psychotic security guard. Destroy him and 
look for a switch. Throw this to “daytime” 
and then backtrack. 

Now the lasers are off, but the lethal 
robotic guards and blacksmiths are on. It 
shouldn't be too difficult to dispatch this 
pair of enemies and collect the two clock 
pieces they so kindly leave behind. 


A Look in, under and behind everything you i 
come across—some items are very well hidden. 


Go through the door that was 
previously guarded by lasers and go down 
the stairs. You end up in the preserved 
bedroom, with an exit to the control room 
roped off. Jump over the rope and kill the 
security guard waiting for you. Take the 
other exit from the bedroom — beyond here 
is a yellow door that you can’t open yet. 

Make your way to the blue portcullis, 
throwing the switch in the kitchen to get 
through, and you eventually find yourself in 
the dingy corridor where you started in the 
Middle Ages. The left door leads to nowhere 
but the horrid, haunted boiler room, so take 
the other door and get the yellow key. Race 
back to the yellow door and run in. 

You arrive at the perfectly preserved 
throne room, but this time you will find you 
can leap over the barrier to the next room 
from the throne itself. 

You exit the next door on the 
gangplank that ended the last era at the 
castle. Tiptoe around until you reach the 
jutting-out, tiled platform—don’t bother 
with the door behind, it only leads to an 
ancient dead-end—and leap into the 
transporter. 


MY HOUSE 


Again, it’s time to dash up to the good 
professor’s personal estate room to save 
your position on the Memory Chip Machine 
that he has kindly provided for his 
mischievous son. Return to the time warp 
in the lounge.... 
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A Despite his name, Gordon the Good Natured 
Dragon isn’t always in a friendly mood, so be 
careful you don’t get toasted by his fiery breath. 


CASTLE HACKALOTT: 


2136 


You reappear in a very different Castle 
Hackalott, hundreds of years in the future, 
when all that’s left of the once-proud home 
is a crumbling ruin. And now you stand 
face to face with the despicable Chronon. 

Hopefully, you’ll have enough energy 
and firepower left to send him back to his 
own time zone, if he has one. He’s 
protected by an energy field but has to 
drop this every few seconds to attack you 
with a jet of ancient fire. Avoid this at all 
costs, jumping up to shoot at the time- 
traveling villain. 

Three power-ups located around the 
room come in handy in your effort to 
dispatch your father’s abductor. Finish him 
off so you can move on to the next place... 
and time. 


AThe bubble gun makes short work of baddies. 


RAYMAN 


RAYMAN 


Can you guide the little superhero to success in his first PlayStation outing? You can with this selection of vital hints 
and tips for each of his powers and the trickier levels. 


GENERAL HINTS 


e Games can be saved using a memory 
card or with passwords. 

e Rayman begins with three lives, but there 
are plenty of extra lives to be found early on 
and five continues to catch him if he falls. 

e With 65,000 colors, 60 frames per 
second, and up to four scrolling 
background layers, Rayman makes great 
eye candy. 


FRIENDS OF RAYMAN 


Rayman is the hero of this adventure, but 
without some considerable assistance he 
wouldn't get very far. A variety of kind souls 
chip in to help get Rayman to his 
appointed encounter with Mister Dark. 

e Betilla the Fairy bestows special skills— 
such as a telescopic fist,helicopter-like 
abilities, and the capability to run—upon 
you after certain levels are completed. 

e The Wizard’s top hat serves as the 
entrance to a bonus round. Pay the 
Wizard ten Tings and he grants you 
access. 

e Tarayzan offers you some magic seeds 
that grow as soon as they’re planted, 
giving you a platform to stand on. 

e The Musician gives you a magic flask 
that activates super-helicopter abilities, 
allowing you to fly. 

e Joe the Extraterrestrial provides you with 
firefly power to light your way through the 
dark areas of the Cave of Shops world. 

e Flying blue elves shrink you so you can 
get through narrow passages. 


THE WORLD OF 


RAYMAN 


THE DREAM FOREST 


This is an easy level, but it still should be 
played seriously. You can find valuable 
power-ups and 
make a few friends! 
In addition to 
enemies, you also 
meet Rayman’s 
friend, Tarayzan. 

| The boss of this 
level also befriends 
you, but only after 
a stinging loss. 


AThe Dream Forest 
isn’t too tough, but be 
careful. 
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BAND LAND 


Carefully avoid the wrong notes and watch 
your step! The final boss, Mister Sax, is 
easy to defeat. Just memorize his pattern, 
and keep your attack coming. 


BLUE MOUNTAINS 


Don’t get caught between a rock and a 
hard place! You can get caught under 
falling rocks and stonewalled by rock 
creatures. Keep moving and use your 
special powers only in difficult situations. 
You meet the Musician and recover a lost 
guitar. Mister Stone, the level boss, is a 
pussy cat. 


PICTURE CITY 


This world is as deceiving as it is beautiful, 
and Rayman becomes starstuck when he 
hits the small stage, so be prepared. Space 
Mama, the level boss, is another enemy 
with an easy pattern. Learn it and you'll 
breeze through her. 


THE CAVE OF SHOPS 


This underground level may be the game’s 
toughest offering. Here you meet Joe. Help 
him quickly and continue on your journey. 
Try and save your power-ups for the 
Scorpion boss—you’ll need them. 


CANDY CHATEAU 


Mister Dark is hiding in this delicious stage. 
You will need all your skills and powers to 
beat this menace and set the world free. 
Rayman has lots of handy tricks at his 
disposal. Some of these powers are 
permanent, some only temporary. Betilla 
the Fairy grants you most of your powers. 


RAYMAN’S POWER TRIP 


Telescopic Fist: The 

telescopic fist 

allows you to reach 

out really far and 

punch someone. 

| The longer you 
jhe Seed NOId down p, the 

A Making good use of farther Rayman’s 

Rayman’s different fist goes. 

powers is vital to 

success, so experiment 

with them. 


rae 
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Hanging Around: Rayman can’t grab onto 
platforms immediately, but eventually he’s 
given this power. This is especially useful 
when trying to collect Tings. 

Helicopter: After receiving this power, press 
to slow your fall. 

Running: This power is essential in later 
levels, where you have to jump wide gaps 
and areas. By pressing @, you can build up 
some speed before jumping. 

Grabbing Fist: Using the telescopic fist 
button m, you can grab things and pull 
items closer. 


WRANGLING RAYMAN 

Some of these codes help you restore order to 
the wonderful world of Rayman, others just 
do interesting stuff. 

TEN CONTINUES: When you get down to your 
last two continues or less, press t, +, >, € 
at the continue screen. Repeat this code 
whenever you need to. 

PICTURE IN A PICTURE: Pause the game, and 
while holding &), press ®, ®, ¢,@,@,A 
smaller game screen should appear in the top 
of your screen. To remove it, repeat the code. 
HIDDEN ANIMATION: At the Ubi Soft logo 
screen, press and hold ©), ©2), @3, and &9, 
and continue to hold them until the brick wall 
appears. While still holding, press f 
PASSWORDS: Still having a tough time? 
These passwords will help you reach areas 
you never thought possible before. 

PLAY GAME WITH 99 LIVES: XNB9FM!Z2?. 
LAST LEVEL: SD3BKFooMN. 


801F62000002 
801E4D500060 
D000853440A0 
800AE9C80D0D 


Infinite Health 
Infinite Lives 
Master Code 
Mega Glove Power 


RAYMAN 2 


Yet another great Rayman adventure and there’s more than one way to get out of this circus. Here’s how to get through 


that crucial final level. 


THE PRISON SHIP 


Captain Razorbeard 
has sent out for 
reinforcements, who 
have come up with 
the ultimate weapon. 
It’s called the 
Grolgoth. Razorbeard 
instantly decides to 
purchase the vicious 
automaton. 

Grab the Lums as 
you go whizzing by on the slippery deck, 
but watch out for the flames. Use the 
uneven places in the ship’s deck like 
waves. Change directions by taking 
advantage of those even places to switch 
back and forth across the deck more easily 


AThis level begins 
with a bang, and if 
you’re not careful, 
you’re the bang! 


Pull down on the control stick to slow your 
speed and get a little more control. 


Jump over the small bump in the deck 
to grab the Lum beside the windmill. 
Otherwise you’ll overshoot it every time. 
Once you get into the next section of the 
slide, you’ll have to throw your magic fist 
into the switch on the right to deactivate 
the deadly laser beams covering the 
doorway ahead. Leap up to avoid the 
exploding deck sections, then jump the 
gap and keep going. 


It’s going to take a number of trips through 


this level to get all the Lums, so for now just 
hunker down and try to get to the end. 


Shoot the next switch to the left of the 
spiked pole. A ramp drops into place to the 
left of the spiked pole. Go up it. Another 
switch on the left needs to be activated. 
Once you activate it, a ramp opens 
beneath the switch that allows you to miss 
the turning spiked pole. 

The next switch you have to hit lowers 
another ramp to go over. Throw your magic 
fist at the next switch on the left to drop a 
ramp there. Stay on the ramp after the next 
jump. Go around the hole in the floor to 


AThe next switch lowers another ramp for you to 
go over. 


gather the Lums there. Then go down into 
the hole. 

The console in front of you looks 
interesting, but there’s nothing you can do 
with it. Walk in front of it. A doorway lies to 
the right. And to the left, in front of the 
desk, is a teleporter unit. Walk through the 
doorway and out onto the catwalk. There’s 
a door on the other side of the room, but 
you can’t get there like this. Jump forward 
from the end of the catwalk. Glide down to 
the ledge on the right that has crates on it. 
Duck and dodge and blast the robo-pirate 
on guard here. 

Throw your magic fist at the switch on 
the wall. Climb the catwalk. Then turn left 
and glide out to the ledge with the magic 
fist power-up. 

Climb the catwalk again and up to the 
tallest ledge along the chains at the back. 


AClimb the catwalk. 


Look down at this catwalk directly behind 
the spiked roller to spot the five-pack of 
yellow Lums hiding there. You can’t get it 
yet, but you will. Take the yellow Lum in the 
corner and walk back to the teleporter in 
front of the desk. 
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A walking shell races from the 
teleporter, all revved up and ready to go. 
Saddle up cowboy! Aim for the doorway on 
the other side of the room. Gather the 
yellow Lums that are scattered under the 
bridges and between the big tanks. While 
you’re flying around, don’t forget about the 
five-pack of yellow Lums you spotted 
behind the spiked roller under the catwalk. 
Fly back out into the open. Once you’re 
through the open door, keep flying. 

A closed door ahead promises certain 
death—you’ll smash like a bug on a 
windshield. Make sure you’re right side up 
as you swoop toward the door. Look to the 
left to spot the opening. Fly through it. 
Keep grabbing the trail of yellow Lums. 

Fly under the gap at the bottom of the 
big skull door on the other side of the 


AFly up the stairs above the net hanging on 
the wall. 


room. Fly up the stairs above the net 
hanging on the wall. Then dive under the 
next skull-faced door. 

Fly along the corridor. Follow the next 
line of red steps. Fly through the beams 
ahead. Keep a loose 
touch on the control 
stick and don’t make 
any sudden moves. 

Follow the line of 
red Lums to another 
twist of crossed beams 
that lies ahead. 
Navigate your way 
through them as well. 
Once you fight your way free of the beams 
and enter a dark corridor, you’re assaulted by 
laser beams. Enter the door at the end of this 
corridor to get into the interior of the ship. 


AFly through the 
beams ahead. 
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Wind your way through the next corridor 
that’s filled with crisscrossed beams. Bear 
to the left because the right side ends ina 
wall just a little farther on. 

One of Razorbeard’s flunkies has to tell 
him that you’ve penetrated the ship’s 
defenses. Razorbeard knows he has to 
take matters into his own hands. 

The pirate ship hangs over the world, 
but everything is about to break loose. 
Captain Razorbeard pulls out his secret 
weapon. 


AThe pirate ship hangs over the world. 


In only a short time, Razorbeard has 
put his evil plan into effect. Seated inside 
the huge Grolgoth, Razorbeard sets his 
sights on you. The evil pirate captain uses 
Globox as a hostage. 

Once you and Razorbeard square off on 
the battleground, it’s doomsday! He topples 
the structure Globox is hanging from. 
Globox hangs precariously from the toppled 
structure. There’s no time to lose now. 

Razorbeard hurls three explosives at a 
time at you. Run around the makeshift 
battleground to get some maneuvering 
room. Beware of the edges or you'll fall to 
your death. 

Repel the explosives back at Razor- 
beard by throwing your magic fist into 
them. Hit Razorbeard to topple him. He will 
dodge sometimes, so make sure you get a 
good spread on the three explosives by 
shifting before throwing your magic fist at 
each of them. It takes a little practice, but 
you’ll master it quickly. 

After you hit Razorbeard three times, 
you won't completely finish him, but you 
will make him terribly angry. He jumps at 
you again, but this time he plunges through 
the decking. Unfortunately, the decking 
under your feet gives way too and you fall. 


Razorbeard’s usual attack consists of 


throwing the explosives then jumping on you. 
When you hit him, he shifts to fiery blasts 
from his feet that you need to avoid, followed 
by the big jump attack. 


In the forest, Ly hears your screams for 
help and contacts you. It does look like 
certain doom is waiting for you in the lava 
pit but the silver Lum halts your fall, 
floating you safely above the lava. 

In seconds, you’re transported to safe 

- ground inside the 
battleground where 
you’re joined by a 
walking shell that’s 
totally excited to see 
you. Ly speaks to you 
with her magic, telling 
you Razorbeard still 
has to be destroyed 
even though the robo- 
pirates have all been beaten on the planet. 

Unbelievably, Razorbeard and the 
Grolgoth have survived. Even with one leg 
blown off, the evil pirate captain has 
managed to catch himself between two 
support poles. Hanging there with his pet 
robot all beat up, Razorbeard still won't 
give up. Fly over the lava. Dropping into it 
will kill you. 


ALy speaks to you 
with her magic. 


A Even with one leg blown off, the evil pirate 
captain has managed to catch himself between 
two support poles. 


Part of Razorbeard’s arsenal includes 
heat-seeking missiles. They only last for a 
short time. Stay ahead of them, then when 
they start to close on you, pull a 180- 
degree turn to shake them loose. 

As soon as you’ve destroyed the 
Grolgoth, Razorbeard flies from the robot in 
a small aircraft. Razorbeard tells you it isn’t 
over yet. He has a final surprise for you. As 
he flies away, you get a really bad feeling. 

The explosives Razorbeard has planted 
throughout the pirate ship suddenly rip it to 
shreds in the air. Ly sits on her branch 
afterward. It’s easy to see she’s sad. 
Everyone else is sad, too. It seems that all 
that was found of Rayman after the huge 
explosion was one lone foot. Then, out of 
the shadows, supported on a crutch, 
comes our hero. Everyone goes from sad 
to glad! 
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Ly is satisfied, happy that all is right with 
the world again. But have you really seen the 
last of the evil pirate captain? Razorbeard 
may still be lurking out there somewhere, 
putting together his next evil plans! 


ALy sits on her branch. 


A Everyone goes from sad to glad! 


GENERAL STRATEGY 


Two tunnels branch off the main chamber 
where Razorbeard hangs. A cannon 
appears in them, in alternating places so 
you have to go search for it. Just fly by it to 
acquire it. The cannon has four shots, so 
use them well. Once you use them up, the 
cannon disappears and you have to go get 
another one. 

Use two of the four shots in a single 
pass on the Grolgoth’s hands to drop it into 
the lava. You’ll have to turn slightly from 
side to side to enable the auto-aiming 
feature to work. Save the final two cannon 
rounds to hit Razorbeard while he’s flailing 
around in the lava to do maximum damage. 

It'll take three or four passes to 
completely put him down. When you shoot 
the Grolgoth’s hands, pull up and fly into 
the tunnel above it to do a 180-degree turn 
and come straight back down at him. 

When you’ve got Razorbeard down to 
the last little bit of his life, he’ll scramble up 
into this upper passage and attempt to 
hide. You’ll have to go after him and knock 
him down again. 


READY 2 RUMBLE 


No matter what the aim of your game is, Ready 2 Rumble is 
the boxing game you’ve all been waiting for—over the top, 
in your face and tons of action. Here’s a run down of some 
of the fighters plus tips on how to beat each of them. 


THE FIGHTERS 


When you start Ready 2 Rumble you’re 
given 14 fighters. Get each of your boxers 
to the Silver Class in Championship mode 
and you unlock the 15th fighter, Bruce 
Blade, the Bronze Class Champ. Take each 
of the boxers to the Gold Class in 
Championship mode, and the 16th fighter 
becomes available, Nat Daddy™, the Silver 
Class Champ. Get all 16 boxers to the 
Championship level and you will unlock the 
final fighter, Damien Black™, Champ of the 
Gold Class. 


SELENE STRIKE 

The Stats 

Hometown: Brasilia, Brazil 
Weight: 130 Ibs. 
Height: 62” 

Reach: 80” 

Age: 24 

Notes 


Selene is, pound for pound, one of the best 
female boxers in the world today. Her 
graceful technique is backed by lethal 
power, particularly with her potent straight 
and right hook. Not particularly fast, this 
young veteran makes up for her lack of 
speed with awesome toe-to-toe tactics. 


How to Beat Her 

Selene’s punches are quick but don’t do a 
lot of damage. You can choose to fight this 
boxer toe-to-toe. Go for body blows, it 
helps counteract her quick defensive jab. 
Just like with any other boxer, enter 
RUMBLE mode when you can. Selene’s in 
trouble here. Avoid moves that take large 
amounts of time to execute. A quick jab 
can stop your move dead in its tracks. 
Watch out for Selene’s quick right jabs. 
They may not do much damage, but they 
hurt nonetheless. 


BORIS “THE BEAR” KNOKIMOV 


The Stats 

Hometown: Zagrev, Croatia 
Weight: 220 Ibs. 
Height: 6 3” 

Reach: 73” 

Age: 30 


Notes 

Boris is a folk hero in his country along 
with being a living legend all across 
Eastern Europe. He is arguably one of the 
most complete fighters in the circuit with 
both inside and outside attacks. With the 
support of the best Olympic coaches and 
gyms in Croatia, Boris trains intensely for 
every fight, believing that he must never let 
his country down. 


How to Beat Him 

Boris’s moves all seem telegraphed. The 
best way to beat him is to land a quick jab 
when you see him start to move. It takes a 
lot to stun him, so don’t throw too many in 
a row. He'll come back with a quick jab to 
interrupt your sequence. Boris is strong 
and can take a lot of punches. Hit him hard 
and hit him often to bring him down. Back 
off when he enters RUMBLE mode. The 
extra power is not something you want to 
deal with. Throw big punches to gain your 
letters for RUMBLE mode. It takes many 
powerful blows to knock Boris down. Boris 
likes to throw punches to the head. 


SALUA TUA 

The Stats 

Hometown: Waipahu, Oahu 
Weight: 358 Ibs. 
Height: 6’0” 

Reach: ta 

Age: 33 

Notes 


Salua is a former sumo wrestler who 
originally came from Hawaii but later 
moved to Japan to take on the world’s 
greatest sumo wrestlers. After becoming 
grand champion, Salua was concerned 
with the lack of recognition sumo receives 
from the rest of the world. A consummate 
disciplinarian, he has entered boxing and 
left his championship behind in an attempt 
to represent and bring respect to the sport 
he loves. 


How to Beat Him 
Attack the body of Salua. A punch to the 
gut opens up a punch to the head ora 
special move. Salua’s moves are slow and 
deliberate. Jet Chin ducks under his jab. 
Salua isn’t very maneuverable, once you 
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get him, you should be able to keep him 
pinned. You can duck out of the way of 
most of his punches. A quick blow to the 
body from Lulu does the trick. It takes time 
to knock Salua down, but punches to the 
gut are the best way to do it. 


TANK THRASHER 

The Stats 

Hometown: Guttersville, 
Alabama 

Weight: 290 Ibs. 
Height: 6'4” 

Reach: 80” 

Age: 26 

Notes 


Tank used to fight in the extreme sport of 
crocodile rodeo but soon got bored from 
the “lack of serious competition.” Boxing is 
his forte now, and he has become a 
leading contender, often misleading 
opponents with his apparent lack of 
conditioning. Talking trash and pummeling 
opponents into submission, Tank holds up 
convincingly against the better-trained 
boxers. 


How to Beat Him 

Tank can take a lot of punches. So to beat 
him, throw your most powerful punches 
and special moves to send Tank crashing to 
the canvas. An uppercut from Selene does 
the trick. Stay away from a lot of body 
blows. Tank is big enough to absorb them. 
Head shots get you more bang for your 
buck. When you see Tank back off, be 
prepared to dodge out of the way. He’s 
about to deliver one of his Rush moves. All 
those big moves (uppercuts, hooks, and 
specials) get your boxer to RUMBLE mode 
in a hurry. The extra power that RUMBLE 
brings can help you knock out Tank. 


“BIG” WILLY JOHNSON 

The Stats 

Hometown: Chester, England 
Weight: 172 Ibs. 

Height: 5'97 

Reach: TF 

Age: 108 
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Notes 

Willy comes to us from the late 1800’s 
where he was the undisputed fist-a-cuffs 
champion. Brought to the present through 
a mysterious rift in time, he resurfaces 
among modern-day gladiators in an 
attempt to remind the world where the 
sport originated. From a time where there 
were hardly any rules, no time limit, and 
little protection, Sir Johnson serves up a 
rowdy blast from the past. 


How to Beat Him 

The best way to learn how to defeat a 
boxer is to fight a few rounds as that 
character and see what the Al opponents 
do to you. Body shots seem to be the 
computer’s choice, so they should work for 
you too. A quick shot to the head will do 
Johnson in too. His slight frame means he 
can’t absorb a whole lot of punishment. 
Jabs are really quick punches for Johnson. 
His others are a little on the slow side. 
Johnson doesn’t have the stamina to go 
toe-to-toe with bigger fighters. Trade blows 
with Johnson if you are the bigger boxer; 
you'll come out on top. But be careful if 
you do; Johnson is quick and can counter 
with a quick left uppercut. 


BUTCHER BROWN 

The Stats 

Hometown: District of Columbia 
Weight: 232 Ibs. 

Height: 59” 

Reach: 82” 

Age: 23 

Notes 


Butcher is a goofy, cocky boxer who was 
once the undisputed champion, but lost his 
title in a controversial match with Boris 
Knokimov. After a leave of absence and a 
long bout with personal turmoil and 
disillusionment, an inspiring relationship 
with the spiritual Kemo Claw™ reunited 
him with the sport that once made him 
famous. Armed with newfound confidence, 
Brown is now determined to not only 
reclaim his belt, but to unify the 
championships as well. 


How to Beat Him 

Butcher’s problem is that most of his big 
moves are too slow. This gives quick 
opponents the option to either duck or 
counter with a quick punch of their own. 
Butcher can take a pounding, so you have 
to unload big moves to do enough damage 
to knock him down. Work the body of 
Butcher, its his weakness. Just make sure 
you get in, throw the punch, and move 
back quickly. One of Butcher’s blows at 
close range can ruin your day. 


JIMMY BLOOD 

The Stats 

Hometown: Oamaru, New 
Zealand 

Weight: 226 Ibs. 
Height: 6’2” 

Reach: 87” 

Age: 23 

Notes 


A furious and malicious fighter, Jimmy is 
uncontrollable at the sound of the bell. 
While he’s often criticized for his constant 
lack of discipline, no one can deny his 
fight-winning power and audacity among 
the professional ranks. His weapons of 
choice are devastating lunging hooks to 
the head. 


How to Beat Him 

Jimmy tends to be a pretty arrogant boxer. 
He calls out his taunts more often than 
other fighters. This leaves him wide open to 
a quick jab. Jimmy can go toe-to-toe with 
most boxers, but not Motar. Motar can 
match Jimmy blow for blow. The smaller 
boxers, like Afro Thunder, must use their 
speed and special moves to take out the 
larger Blood. When Jimmy drops his guard, 
pop him with a quick punch. 


ANGEL “RAGING” RIVERA 


The Stats 

Hometown: Monterrey, Mexico 
Weight: 155 Ibs. 

Height: 5’9” 

Reach: aA 

Age: 23 

Notes 


Angel is one of the toughest and most 
endearing boxers. Undefeated in the 
amateur circuit, he was known for adhering 
to the styles of boxing purists. His 
professional debut was no different, and 
after swiftly earning his first Championship 
belt, Angel lost it in his first title defense 
against a former classmate, the brutal 
Rocket Samchay. Puzzled by the new 
champ’s unorthodox fighting method, 
Rivera abandoned the confines of his 
traditional techniques in exchange for a 
more reckless path. Fueled by revenge, he 
has little respect for those he must defeat 
in order to again face his nemesis. 


How to Beat Him 

Work the body with special moves and 
combinations to knock him down. Watch 
out for a counter-punch; Rivera’s pretty 
quick. Johnson uses his speed to move in 
close, throw a right to the body, and move 
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back out again. If you hang in too close for 
too long, Rivera snaps off a quick jab to 
the head and sends you flying. Use your 
size to your advantage. If you’re one of the 
bigger boxers, throw your weight around 
and deal out a heavy-handed blow. 


AFRO THUNDER 

The Stats 

Hometown: New York City, New 
York 

Weight: 120 Ibs. 

Height: g7” 

Reach: 70” 

Age: 21 

Notes 


Afro Thunder is obviously a stage name for 
this ex-cab driver. Immensely agile and 
talented, he tried his hand at many careers 
before heeding the call to professional 
boxing. While not having the greatest 
record, he never fails to draw a huge crowd 
with his showmanship and trademark flare. 


How to Beat Him 

Afro Thunder is a lightweight. Deal out big, 
powerful blows. Be careful though. Afro 
Thunder is a very quick boxer and can 
sneak in quick jabs to upset your rhythm. 


LULU VALENTINE 

The Stats 

Hometown: Seattle, Washington 
Weight: 105 Ibs. 

Height: 5/2" 

Reach: 64” 

Age: 21 

Notes 


A graduate student in business and fashion 
design, Lulu Valentine supplements her 
world famous clothing line with her other 
profession—prize fighting. Her compact 
and efficient punches generate surprising 
power that often catches opponents off 
guard. This, along with her stunning looks 
and knowledge, is more than enough to 
help her climb the ranks, where she hopes 
to make a name for herself and her 
business. 


How to Beat Her 

Pick your spots to land punches against 
Lulu. She is a quick boxer and can score 
with a counter-punch when you least expect 
it. Throw the big punches against Lulu. She 
can’t absorb too much damage. Get your 
moves in fast. Boris is too slow and Lulu’s 
blow will land first, interrupting Boris’s strike. 
Fight your way through Lulu’s blocks. 


AFRO THUNDER 
Uptempo 

The Supa Stoopid Funky Punch 
Sucka Punch 
Rumble Flurry 


TANK THRASHER 

Shameless e+a 
Trash >, > (Must be far from opponent) 
Trash and Smash >3,9+4 
Trash and Slash >,>+@e 
Trash and Mash >,>+m 
Trash and Trash >, 9+X 
Rumble Flurry m+xX 


RAGING RIVERA 

Tree Stalk €, 9+4 

Mo’ Money 2,6+X 

Mo’ Money Mo Problems >, € + X, > + X, 
E, x 

E+ x 


Tap 4 repeatedly 
e 3+0 


4, 4 + 0 (Tap up to 3 times) 
m+xX 


Rumble Flurry 


SALUA 

Skewers Trio 

Luv 2 Luv Ya 

Luv 2 Luv 2 Luv Ya 
Rock Blockin Treat 
Rumble Flurry 


SELENE STRIKE 

Rush >, > (From a distance) 
Raging Upper ¢,>+X 
Overhead Punch %,€+X 
Windmill Attack 6, 9+4 
Rumble Flurry m+xX 


€¢,>+@ 
e+ 
3,6+A 
3,6,3+X 
B+x 


NAT DADDY 

The Stats 

Hometown: Las Vegas, Nevada 
Weight: 265 Ibs. 

Height: 6’ 9” 

Reach: 100” 

Age: 25 

Notes 


Intimidating and with an awe-inspiring 
presence, Nat has arrived in the boxing 
scene as one of the largest figures in the 
sport, physically and professionally. Relying 
on his super-long reach and frightening 
agility, he is regarded as a legitimate 
contender despite his limited arsenal of 
punches. Still, one can’t help but think that 
someday, he could take the Championship 
belt by force. 


How to Beat Him 

Work the body of Nat Daddy. You have to 
throw your quick punches or get caught by a 
counter-punch. Rivera is quicker than Nat 
Daddy, so his punch is the one to land and do 


LULU VALENTINE 
Spinning Assault 
Backhand 

Triple Upper 

Rumble Flurry 


BORIS KNOKIMOV 
Wind up Right Hook 
Justice Axel 
Reigning Axel 
Dividing Shaker 


©, > + A(x2) 
>, €+®@ 

t/+ + 4, @ (Only During 
Rumble) 

>+H,@,4 

> ¢+@, A (x2) 

m+xX 


Delta Axel 
Axel Combo 
Rumble Flurry 


BUTCHER BROWN 
Brute Disaster 
Disaster Blaster 
Scrape the Gutter 

Bad Manners 

Total Disrespect 

Wild Ride 

No Turning Back 
Rumble Flurry 


JET CHIN 
Firecracker 
Arch Protest 
Giving Order 
Arch Nemesis 
Great Fang 
Fists of Fuzzy 
Rumble Flurry 


the damage. It takes a lot of blows to knock 
Nat Daddy down. Watch out though; Nat 
Daddy can be sly and land a big right hook. 


DAMIEN BLACK 

The Stats 

Hometown: Unknown 
Weight: 250 Ibs. 
Height: TÌ? 
Reach: 1057 
Age: Unknown 
Notes 


Little is known about the strange 
abomination known as Damien Black. It is 
speculated that he is a being from another 
dimension and that he funds and promotes 
many boxing events, including his own. It is 
also rumored that the Blackheart Spear, his 
patented body blow, causes fighters to 
become ill the instant it connects. His goal 
is unclear, but few wish to stand in his way. 


How to Beat Him 

When you fight against Damien for the 
championship, he has tons of special 
moves that you don’t have when you fight 
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ROCKET SAMCHAY 
Rocket Punch 

Elbow 

Elbow 2 

Elbow Combo 

Rocket Twist 

Rumble Flurry 


NAT DADDY 
Daddy Smash 
Jumping Smash 
Daddy Smash & Bash 
Rumble Flurry 


FAZ MOTAR 
DoublePunch Smash 
Urban Attack 
Clothesline 

Rumble Flurry 


BIG WILLIE JOHNSON 
Double Uppercut 

Tea & Crumpets 

Rumble Flurry 


KEMO CLAW 
Warcry 
Arrowhead Punch 
Shaman Path 
WarPath 


GINO STILETTO 
Short Knuckle 
Knuckle Driver 
Bait the Stallion 
Hard Rider 

Bait Driver 


9, ,%+A+EH 
9,¢+a+a 
t, +0 
mw+xX 


3,3+0 
3,3,6 +4 
m+x 


€,3+A 

€,¢+A 

+, ¢,%+0 
€¢,¢,9+@,X, H, A 


as him. Absorb the hit and then dish out a 
counter-punch to teach him a lesson. 
Before you fight for the championship, 
make sure you hit the weights to increase 
your strength. As you get stronger, you can 
absorb more punches. Big moves, like left 
uppercuts from Afro Thunder, are what you 
need to knock out the Champ. 

An added bonus to throwing the big 
moves is that you collect letters fast. That 
gets you to RUMBLE mode where you can 
pile on the punishment. When fighting for 
the top spot in Champion-ship mode, you 
need a boxer with stats like this. Prize 
Fights will get you the cash so you are able 
to train hard enough to achieve these 
statistical levels. 
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ROUND 2 


READY 2 RUMBLE BOXING 


INTRODUCTION 


After spelling R-U-M-B-L-E in yellow (by 
hitting your opponent with damaging 
blows), you can either initiate a Rumble 
Flurry or continue acquiring letters. If you 
spell R-U-M-B-L-E again (changing the 
yellow letters to red), you can initiate an 
electrifying lightning knockdown combo. If 
you spell R-U-M-B-L-E a third time (before 
initiating RUMBLE Mode), the letters will be 
white, and you can knock your opponent 
out of the ring for a victory. 


READY 2 RUMBLE 
BOXING: ROUND 2 


THE FIGHTERS 


AFRO THUNDER 

Stats 

Age 24 

Weight 121 Ibs. 

Height 57” 

Reach 70” 

Hometown New York City, New York 
Arch Rival G.C. Thunder 

Notes 


Afro Thunder went Hollywood for a while, 
but he’s back. After spurning boxing for 
three years to pursue a career in action 
films, he’s returned with a purpose: 
upstaging his cousin, G.C. Thunder, who 
entered the boxing arena in an attempt to 
fill Afro’s void. The movie industry might’ve 
temporarily sapped him of boxing skills, 
but Afro’s stage presence and 
incomparable showmanship are fine-tuned. 
The bitter family rivalry has inspired a 
newfound motivation in Afro, who promises 
a headline-making return to the ring. 


ANGEL “RAGING” RIVERA 
Stats 

Age 26 

Weight 153 Ibs. 

Height 5’9” 

Reach aa 

Hometown Monterrey, Mexico 
Arch Rival Rocket Samchay 
Notes 


Although the word “showboat” usually 
precedes Angel “Raging” Rivera’s name, 
he’s far from being all style and no 
substance. He finally nabbed a 
Championship when he defeated Rocket 
Samchay in a grueling, controversial, 
twelve-round battle. Rivera began his 
career as a pugilistic purist, eschewing 
flashiness for a sound and conventional 
technique, but altered his approach after 
losing to an unorthodox foe. The 
transformation complete, Rivera proves 
that style points do count. 
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“BIG” WILLY JOHNSON 
Stats 

Age 41 

Weight 175 Ibs. 

Height 5'9” 

Reach T2 

Hometown Chester, England 


Arch Rival ROBOX RESE-4 

Notes 

“Big” Willy Johnson is in a time warp, but 
one that has served him well. A gritty, old 
school boxer, Johnson would prefer to fight 
without gloves, but has adapted to the 
modern age by utilizing some current 
boxing techniques. This combination of 
old-time boxing discipline and advanced 
technical method has made him a diverse 
and complete boxer and one who 
oftentimes confuses his one-dimensional 
foes. However, it’s somebody else’s job to 
convince him his look is about as stylish as 
a horse-and-carriage. 


BORIS “THE BEAR” KNOKIMOV 
Stats 


Age 33 

Weight 218 Ibs. 

Height 6’3” 

Reach 73” 

Hometown Zagreb, Croatia 
Arch Rival Butcher Brown 
Notes 


When describing Boris “The Bear” 
Knokimov, opponents use the word 
“sellout.” Knokimov prefers the term 
“opportunist.” Aware of the advantages of 
his boxing prominence, Knokimov has 
gone on a three-year endorsement blitz, 
advertising himself and his products on 
infomercials the world over, thereby 
garnering a strong following in his 
homeland. Realizing that a return to the 
ring would earn him more than 15 minutes 
of fame—and more money—Knokimov is 
back with logos, sponsorships, and 
renewed vigor. 


BUTCHER BROWN 


Stats 

Age 26 

Weight 235 Ibs. 

Height 59” 

Reach 82” 

Hometown District of Columbia 
Arch Rival Boris Knokimov 
Notes 


Butcher Brown was banned from boxing 
two years ago for using the mystical and 
deadly knockout punch dubbed “The 
Devastator” in an annihilation of “The 
Bruiser” Bruce Blade. Now Brown has 
been reinstated and is tanned, rested, and 
ready. He has one problem, however: His 
mentor (who sought to instill in Brown 
some much-needed mental stability) has 
retired. Although physically ready to 
rumble, Brown must follow the path of 
mental discipline to regain the 


Championship. 

J.R. FLURRY 

Stats 

Age 24 

Weight 150 Ibs. 

Height 511” 

Reach 75” 

Hometown Los Angeles, California 
Arch Rival Wild “Stubby” Corley 
Notes 


Maturity has done a lot for J.R. Flurry. 
Once dubbed “The Prodigal Pugilist” 
because of the manner in which he turned 
on his former coach, Gino Stilleto (who 
then met Flurry in the ring and handed him 
his lone defeat), Flurry has since tossed 
aside his arrogant, disrespectful ways. 
Make no mistake; you'll still find some 
attitude from Flurry, but now it only 
punctuates his refined skills and superior 
knowledge of the sweet science. Prodigal 
no longer, Flurry presents a big challenge 
to all of his boxing opponents. 


JET “IRON” CHIN 

Stats 

Age 23 

Weight 148 Ibs. 

Height 58” 

Reach 78” 

Hometown Taipei, Taiwan 

Arch Rival Johnny “Bad” Blood 


Notes 

Jet “Iron” Chin parlayed his homeland 
popularity and successful run at the 
championships of the Rumble Tournament 
into a prosperous boxing school. Using 
distinguished Chinese boxing techniques 
complemented by his own proven style, 


Chin has trained some of the greatest 
boxers in the world, including Afro Thunder 
and Rocket Samchay. Chin believes that 
his experience as a boxer combined with 
his savvy as a trainer has resulted in his 
becoming a more complete fighter. The 
“Beast from the East” is ready to rumble! 


JOHNNY “BAD” BLOOD 

Stats 

Age 26 

Weight 231 Ibs. 

Height 627 

Reach 7 

Hometown Papatoetoe, New Zealand 
Arch Rival Rocket Samchay 

Notes 


Johnny “Bad” Blood, brother of former 
Rumble participant Jimmy Blood, is a 
walking contradiction. Despite the fact that 
he’s lived the serene lifestyle of a 
sheepherder most of his years, Blood has 
also tempted death in his native New 
Zealand by engaging in the fierce battles of 
small pubs and back alleys. And although 
his Maori fighting ways are savage, Blood 
exercises a certain control, which is partly 
fueled by his disciplined desire to measure 
up to the past successes of his brother. 


JOEY T. 

Stats 

Age 38 

Weight 287 Ibs. 
Height 64” 

Reach 79” 
Hometown Milan, Italy 
Arch Rival Lulu Valentine 
Notes 


Joey T. honed his boxing skills as a ruthless 
hitman, so it shouldn't come as a surprise 
that he was completely embarrassed when 
he lost to the girly Lulu Valentine. After that 
humiliating defeat, Joey T. vowed never to 
get knocked down again and has improved 
on his formerly rudimentary boxing skills. 
With Mama Tua as a sparring partner, Joey 
T. has added a new arsenal of punches to 
complement his bone-crushing blows. The 
next goal for Joey T. is containing his 
legendary temper. 


LULU VALENTINE 

Stats 

Age 27 

Weight 108 Ibs. 

Height 5'2” 

Reach 64” 

Hometown Seattle, Washington 


Arch Rival 


Joey T. 
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Notes 

Lulu Valentine is no one-dimensional 
woman. But her two dimensions — boxing 
and fashion design —hardly seem 
compatible. Lulu Valentine possesses the 
fastest punch on the circuit. Critics wonder 
whether she’s coming back to the ring to 
take a legitimate shot at the Championship, 
or merely to promote her line of trendy 
sportswear. Either way, Lulu’s sure to bring 
excitement to the canvas ... whether it’s 
with her boxing prowess or her signature 
fashion statements. 


MAMA TUA 

Stats 

Age 55 

Weight 400 Ibs. 
Height 6’0” 

Reach 77” 
Hometown Kalopei, Oahu 
Arch Rival Selene Strike 


Notes 

Mama Tua entered the Ready 2 Rumble 
ring quite by accident, but her opponents 
will be mistaken if they take the 
400-pounder lightly. Mama took up boxing 
as a workout, but soon realized she had an 
affinity for handling heavyweights thanks to 
having raised son Salua, the famed 
boxer-turned-wrestler. The family skills are 
evident in Mama, who obviously doesn’t 
need to live vicariously through her 
children. Short on ring experience but long 
in the tooth (and heavy on the scale), 
Mama is an intriguing competitor. 


SELENE STRIKE 

Stats 

Age 27 

Weight 130 Ibs. 
Height 6’2” 

Reach 80” 
Hometown Brasilia, Brazil 
Arch Rival Mama Tua 
Notes 


The towering Selene Strike is fighting her 
way back. After suffering a serious setback 
when she went down at the hands of new 
boxer Mama Tua—a fighter she figured 
she’d dominate—Strike has been battling 
the demons of her lacking confidence. 
Now, training with Lulu Valentine, Strike has 
developed new techniques utilizing her 
gymnastic skills and strength training. The 
result is a restored assurance in her own 
abilities. She’ll start the Championship 
journey with some new weapons and faith 
in herself. 


CONTINUED > 
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AFRO THUNDER 
Special Moves 

Back, Forward + Right Jab 
Back, Back + Right Jab, Right Jab €,¢,4,4 
Back, Back + Right Jab E, 6&4 
Combo Maves 

Forward + Down + Right Jab, Left Jab, Right Body Blow 
Left Jab, Left Jab, Right Jab, Right Jab, Right Jab 
Up/Down + Left Body Blow, Right Jab 


ANGEL “RAGING” RIVERA 
Special Moves 

Back, Forward + Right Jab €,9+4 
Forward, Back + Right Body Blow ?,6+0 
Forward, Back + Right Body Blow, Right Jab >,6+0,4 
Forward, Back + Right Body Blow, Right Body Blow >,&+0,0,x,® 
Left Body Blow, Right Body Blow 

Combo Moves 

Forward + Left Jab, Left Jab, Left Body Blow 
Up/Down + Left Body Blow, Right Body Blow, Left Jab 
Up/Down + Right Jab, Left Jab 


“BIG” WILLY JOHNSON 
Special Moves 

Forward, Forward + Right Jab 3,3+4 
Forward, Forward, Back + Left Jab 3,3,6+m 
Up, Down + Left Jab or Down, Up + Left Jab T, 4+m ord, t+ 
Combo Moves 

Left Jab, Left Jab, Right Jab, Right Jab 

Forward, Forward, Back + Left Jab, 

Left Body Blow, Right Body Blow, Left Body Blow 
(Up, Down + Left Jab or Down, Up + Left Jab) 
Left Jab, Left Jab, Left Jab, Left Jab 


BORIS “THE BEAR” KNOKIMOV 

Special Moves 

Forward, Back + Right Jab Veta 
Forward, Back + Right Jab, Left Body Blow %,€+a,X 
Back, Forward + Right Body Blow €,9+@ 
Up, Down + Left Body Blow or %,+X or 
Down, Up + Left Body Blow v,P+X 
Combo Moves 

Left Jab, Left Jab, Right Jab a,8,4 
Forward + Left Body Blow, Right Jab, Left Jab 3+H,4,8 
Back, Forward + Right Body Blow, Left Jab, €,9+@, 08,4 
Left Jab, Right Jab 


BUTCHER BROWN 

Special Moves 

Back, Forward + Right Jab €, 2+4 
Back + Left Jab +m 
Back + Left Jab, Right Body Blow, Left Body Blow €+8,@,x 
Back, Forward + Right Jab, Left Jab, Right Body Blow ,>+4,@,@,X 
Left Body Blow 

Combo Moves 

Down + Forward + Right Jab, Right Jab, Right Jab w+A,A,4 
Right Jab, Left Jab, Left Jab A,m, E 
Back + Right Jab, Left Jab &+4, E 


J.R. FLURRY 

Special Moves 

Back, Forward + Right Jab €&,9+4 
Forward, Back + Left Jab >,6+m 
Back + Left Jab +H 
Combo Moves 

Forward + Left Jab, Left Body Blow, Left Body Blow, 
Left Jab 


x44 m @ 
BEA AA 
t/b4X, å 


>+H |x 
T/¥4X,0,8 
t/+,4 m 


O,6,A,4 
>,>,€40,X,@,x 


(t,448, or v, 
?+8) E, E, E 


3+m,X,X, E 
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Up/Down + Left Jab, Right Jab, Left Body Blow T/b+m,4,X 
Right Jab, Right Jab 4,4 


JET “IRON” CHIN 

Special Moves 

Forward, Forward + Right Jab 3,9+4 
Back, Forward + Left Jab e, 3+0 
Back + Left Jab +m 
Back + Left Jab, Left Body Blow, €+H,X,@,4 
Right Body Blow, Right Jab 

Combo Moves 

Up/Down, Left Jab, Right Jab, Left Body Blow, Right Jab */+,™,4,X,4 
Forward + Left Jab, Left Jab, Left Jab 3+0,0,8 
Down + Forward + Left Jab, Left Body Blow, Right Jab M+H,X,4 


JOHNNY “BAD” BLOOD 

Special Moves 

Back, Back, Forward + Left Jab ¢,¢,>+H 
Forward + Left Jab + Right Jab O+Mt+A 
Back, Back, Forward + Right Jab €,¢,9+4 
Combo Moves 

Up/Down + Right Body Blow, Left Jab, Right Body Blow */++@,#,@ 
Down + Forward + Right Jab, Left Jab x+, m 
Left Jab, Right Jab g,A 


JOEY T. 

Special Moves 

Forward, Forward + Right Body Blow >,3+0 
Back, Back, Forward + Left Body Blow €,€,9+X 
Back + Left Jab + Right Jab e+mt+a 
Combo Moves 

Right Jab, Left Jab, Left Jab A,m, E 
Up/Down + Right Body Blow, Left Body Blow, T/b40,X, A,A 
Right Jab, Right Jab 

Down + Forward + Left Jab, Right Jab x+m,A 


LULU VALENTINE 

Special Moves 

Back, Back, Forward + Right Jab €&,6, 9+4 
Forward + Left Jab + Right Jab 2+mE+A 
Forward + Left Body Blow + Right Body Blow 2+X+0 
Combo Moves 

Left Jab, Right Jab, Right Body Blow, Right Body Blow 
Down + Forward + Left Jab, Right Jab b+9+0m,A 
Forward + Left Body Blow + Right Body Blow, >+X+@,@, 
Right Body Blow, Right Jab, Right Jab, Left Jab 4,4,8 


MAMA TUA 

Special Moves 

Forward, Forward + Right Jab 

Back, Forward + Left Body Blow 
Back, Back + Right Jab 

Back, Back, Forward + Right Jab 
Combo Moves 

Left Jab, Left Jab 

Up/Down, Left Jab, Right Body Blow 


SELENE STRIKE 

Special Moves 

Forward, Forward + Right Jab 3,9+4 
Back, Back + Right Jab E,6&+A 
Back, Forward + Right Body Blow &,3+0 
Combo Moves 

Left Jab, Right Body Blow, Left Body Blow E,@,x 
Forward, Forward + Right Jab, Right Body Blow, Left Jab >,>+4,@,m 
Back, Back + Right Jab, Right Jab, Right Jab €,¢+A, A,A 


5,4,0,0 


REBEL ASSAULT IE 


In 1977, the world of cinema changed forever. Now you can take your chance to lend the Rebel Alliance a hand and 
help defeat the might of the Empire over a series of action-packed levels inspired by the films—what more could you 
want? Tips and hints? Well, we’ve got more than enough of those to keep you happy, as well. 


GENERAL H 


e Don’t worry about the scenarios, as they 
consist of just four styles: shoot 
Stormtroopers, shoot TIEs, avoid 
obstacles, and avoid and shoot targets. 

e When shooting Stormtroopers, follow the 
gunsights closely—they’re so small it’s 
easy to lose them. 

e Keep firing—you have unlimited ammo 
and your Accuracy rating isn’t affected by 
the number of shots you take. 

e When flying through tunnels, make small 
movements to set yourself back on a safe 
path (sweeping movements usually take 
you back into danger). 


STAY ON TARGET 


There are 15 levels between you and the 
defeat of Darth Vader’s latest plans. Follow 
this advice and he’ll soon be crying into his 
mask.... 


CHAPTER 1: DREIGHTON TRIANGLE 


At the controls of a B-Wing fighter, you run 
into a bunch of TIEs. View the battle from 
behind your ship or in the cockpit—it’s easier 
from the latter viewpoint, where gunsights 
show where your lasers are aimed. 

Try to shoot the TIE Fighters as soon as 
they appear, when they’re unlikely to fire at 
you. It’s also possible to hit two or more at 
once, when they’re grouped together. 

TIEs closest to you are the primary 
targets—let them past and your shields are 
likely to take a pounding. 


CHAPTER 2: CORELLIA STAR 


Crash-landing on a nearby planet, you 
travel on foot to an Imperial base, where 
you’re soon set about by Stormtroopers. 

Step out from the corridor corner and 
aim low at the nearest Stormtrooper. Adjust 
your aim upward till you kill him 
(Somewhere around the chest area), hiding 
when either ‘trooper fires. Keep shooting at 
the same position till no more 
stormtroopers appear, then repeat the 
process at the far end of the corridor. Don’t 
switch between the targets as you go 
along, as it reduces your accuracy. 


Stand up from behind a barrier and 
shoot at Stormtroopers appearing at three 
different positions. 
For the last part, 
step out to either 
side of a pillar and 
tackle three groups 
of ‘troopers. 


AWhen traveling ina 
friendly group, watch 


what the lead craft does CHAPTER 3: 


and follow its 
movements. 


MINING 
TUNNELS 


At the controls of a Corellian freighter, 
you’re forced to escape the base via a 
series of winding tunnels. You need to 
memorize this section to beat it on 
anything more difficult than “Easy,” in order 
to anticipate the dangers. 

Except to avoid conspicuous 
obstacles, try to stay in the middle of the 
screen. You’re pushed off course at regular 
intervals, so compensate to keep your 
central heading. Move up and down to 
avoid the pipes, turning onto your side 
when the path is particularly narrow. 

In the second section, viewed from the 
cockpit, your basic flightpath is set—just 

- , make minor 
adjustments to 
avoid colliding with 
walls and 
obstacles. There are 
speeder ships to 
shoot and energy 
barriers to 
disable— start 
shooting at one of 
the red buttons on 
either side as soon 
as you see them, or 
wave goodbye to a chunk of your shield. 
Later, aim for the empty section of the four- 
part barriers as soon as possible. 


CHAPTER 4: MINE FIELD 


Finally at the controls of an X-Wing, you 
and some teammates must navigate an 
asteroid field, with the added complication 
of patrolling Imperial mine droids. 

Like the second half of Mining Tunnels, 
you can’t deviate far from the chosen path, 
but you must make adjustments to avoid 
scraping against larger asteroids. When in 


AYou’ll come across 
many interesting 
locations in your 
adventures, but don’t get 
distracted. 
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doubt, match the course of the X-Wing in 
front of you—they always make it through 
safely. 

The mine droids are relatively easy to 
deal with—they’re like slower, larger, less 
aggressive versions of TIE Fighters. Be 
ready to shoot them right away, and don’t 
let them draw you onto asteroids by blindly 
tracking their movement. 


CHAPTER 5: INTERCEPTOR ATTACK 
Head out to the asteroid field into TIE 
Interceptor laser fire. Interceptors are 
slightly faster than standard TIEs, but 
otherwise identical, so follow the Chapter 1 
strategy. 


CHAPTER 6: MINING FACILITY 


Your first major target is this Imperial 
facility. Flying 
through tunnels, 
follow a fellow X- 
Wing pilot to avoid 
taking any collision 
damage and shoot 
the gun 

ADistant Stormtroopers emplacements as 


make tough targets, as soon you 

they’re small and fast- possibly can. 
moving. Concentrate on Your aim is to 
your sights. shoot out the shield 


generator units at one 

exchange junction, to give access to the heart of 
the building. There are six units to shoot, but you 
loop around a circuit and only have to complete 
one junction. If you’re 
fast, you can take out 
two or even three in a 
single pass. 

Your shields are 
replenished for the 
#) second section, 
= where you fly 
around an open 
area shooting 
smaller gun 
emplacements—it 
takes great skill 
and/or practice to hit these and minimize the 
damage they enjoy inflicting. You soon reach 
your target—more small panels to shoot— 
and destroy the base. 


CHAPTER 7: TIE TRAINING 


AYou’ll have to fly 
through some pretty 
tight gaps, so be smooth 
and steady with the 
controls. 
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Now you’re in the spherical cockpit of an 
Imperial fighter, flying around canyons full 
of jagged outcrops. 

It plays similarly to Chapter 3, except 
this time you have a guide. When you’re 
buffeted to one side, make small 
movements to set yourself back on a safe 
bearing; when you’re thrown badly off 
course, repeatedly press Left or Right 
rather than holding the direction button 
down. Swoop up or dive down to avoid 
horizontal obstacles. It isn’t easy, so you 
may have to play this level long enough to 
memorize its hazards. 


CHAPTER 8: FLIGHT TO IMDAAR 
Piloting a Y-Wing fighter, you’re set upon by 
TIE Interceptors. As in Chapter 1, try to 
shoot them down as soon as they appear, 
and tackle those nearest you first. 


CHAPTER 9: ASTEROID FIELD 


Head out of hyperspace, into an asteroid 
field. Obviously, 
this is similar to 
Chapter 4, except 
there are gun 
emplacements 
instead of roving 
= mine droids, so 
AYou'll even get the follow the tips for 
chance to fly an that section. 
experimental TIE The twist is the 


Fighter as you try to ee 
escape from a Star a of dae z 
Destroyer. ield barriers, whic 


take half your 

shields if you don’t 
first blast a hole in the middle of them— 
aim at the lower junction box of the central 
section. 


CHAPTER 10: SPEEDER BIKES 


Landing on the far side of an Imperial 
planet, make your way through a forest on 
speeder bikes and try to protect your 
colleague, Ru, from bat-like mynocks. 

Stay low at first, then fly at the same 
height as Ru, about halfway up the screen. 
Follow her to avoid colliding with trees, but 
you shouldn't have to worry on that score, 
as this level’s easier than it’s tunnel 
equivalent (Chapter 6). Make small 
adjustments by tapping left or right and 
watch out for tight turns later. Keep firing to 
keep the mynocks off Ru’s back. 


CHAPTER 11: ABOARD THE TERROR 
After disguising yourself as a Stormtrooper 
and stealing a shuttle, you dock with the 
Super Star Destroyer. However, you botch 
your disguise as soon as an officer asks 
awkward questions, so it’s time to let your 
rifle do the talking for you. 


For the first two parts of the level, use 
the same tactics as in Chapter 2: 
concentrate on clearing the stormtroopers 
from one section of the screen, ducking 
when necessary, then focus on another 
area. There are three attack points on the 
first scene, then three more from the right- 
hand junctions of the corridor. 

For the last section, continue with the 
same tactics, except you must shoot the 
three small round targets at the far end of 
the bridge above you. The bridge falls and 
can crush a ship—and a Stormtrooper as 
well—if you time it right. The targets here 
are much smaller than you’re used to, so 
minuscule adjustments are necessary to 
hit them. 


CHAPTER 12: SEWER 


Taking refuge in the sewers and wearing 
night-vision goggles to find your way, 
you’re soon discovered again, and have 
another Stormtrooper shooting gallery to 
face—but this time there’s nowhere to 
duck out of trouble. 

Keep your blaster at the height of the 
horizontal bar to the right of the screen and 
swing left and right to shoot ‘troopers as 
they appear. When a flying ball appears, 
immediately blast it down, then adjust your 
aim back to the level of the horizontal bar. 

In the next section, do the same. This 
time your target level is just below the 
small green panel directly in front of you. 
For the third part, aim at the top of the 
inner arc ahead of you. 

Hopefully you’ll be a good shot by the 
time you reach the final section, because 
Stormtroopers attack at two different 
heights, so there’s no focal point. With the 
flying balls to distract you further, the only 
tactic is to shoot new targets as soon as 
possible then immediately readjust your 
aim to the next one. 


CHAPTER 13: ESCAPING THE STAR 
DESTROYER 


Now at the controls of a new stealthy TIE 
Fighter, you must escape through hangars 
and tunnels, like a cross between Chapters 
3 and 6. Stay low, gaining altitude when 
necessary, and make small adjustments to 
stay in the center of the safe flight path. 
The energy barriers are deactivated by 
shooting out a number of the surrounding 
control units. Some require several hits, so 
target the units as soon as you see them. 
In the reactor, constantly fire at one 
side of the chamber—the majority of 
control units will fall directly into your 
sights, others only need minor 
adjustments. Shoot the electric ball ASAP 
whenever it appears, then go straight back 
to the main task. When one side’s dealt 
with, repeat the process for the other side. 
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CHAPTER 14: TIE ATTACK 


You move out of the Star Destroyer, straight 
into a fleet of TIEs. 

It’s the same game as Chapter 1 
again, except that these are the new 
Phantom fighters, so they keep 
disappearing out of view. 

When the screen is relatively clear, try to 
follow the flight path of disappearing TIEs, 
otherwise shoot them whenever you can. 


CHAPTER 15: IMDAAR ALPHA 


Inside the Phantom factory, the first section 
is straightforward and devoid of danger. 

Alternate low and high to avoid the 
mechanical arms, swerve away from TIEs to 
the top corners, and blast the blue-and- 
white crafts as they come into view. This 
sequence appears three times. 

The big finale is a huge laser beam 
surrounded by energy rings. 

Stay calm and make the usual small 
movements to avoid danger. 

Shoot the targets on the side of the 
laser base as you approach them to 
destroy the Phantom factory and complete 
the game. 


Choose a level and a difficulty setting. Enter 
the code on the password screen, or use a 
master code and choose any level from within 
the game. 


CHAPTER EASY MEDIUM HARD 
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RESIDENT EVIL 


The groundbreaking horror adventure is still a classic in its own right, and proved once and for all that, not only were 
games not just for kids, but they could be as tense, scary and involving as any movie. If you’ve never completed this 
wonderful atmospheric journey through a zombie-infested mansion, now’s your chance. 


COMPLETE WALKTHROUGH 


The following solution is for Jill Valentine’s 
story and assumes you’re familiar with the 
mansion and the surrounding area. 


Follow Barry into the dining room, where a 
pool of blood is discovered at the end of the 
table. Examine the shield above the 
fireplace—you get the emblem. Exit the dining 
room through the door to your right and kill 
the zombie. Pick up ammo from Kenneth’s 
corpse. 

Return to the dinning room. When Barry 


You see a shotgun on the far wall. Pick it 


up and return to the square room. Both doors 
are locked, and the ceiling begins to descend! 


Barry saves you in the nick of time. Once 
Barry has left the room, go through the 


double doors in front of you. Kill both zombies 


and walk forward until you see a door with a 
painting next to it. Open the door and enter. 
In this room are some crows and a 

number of paintings. Examine each in turn, 

but when you are asked if you want to push 
the switch below, just say “No.” Instead, flick 
the switches in the following order: newborn 
baby, infant, young boy, young man, middle- 
aged man, old man. Then flip the last switch 


Return up the main staircase and go 
through the single door directly above the 
blue double doors. Walk to the end of the 
small corridor and go through the door to a 
balcony overlooking a wood. Forest’s body is 
in the corner. Quickly pick up his bazooka 
and leave before the crows attack you. 

Back in the main hall, remain upstairs 
and run across to the double doors on the 
other side. You find yourself on the dining 
room balcony. Kill both zombies and head for 
the door in the top-right corner. Before you 
exit the room, push the statue off the ledge, 
onto the lower section of the dining room. 

Kill both zombies and then go downstairs 
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under the painting that displays a message to 
get the star crest. 

Leave the room and go right, through the 
gray door, and walk toward the staircase. A 
door next to the stairs leads to the storeroom. 
Pick up the chemicals then open the chest. 
Exchange your items—take the shotgun, 
Beretta, clips, and chemicals (herbs if you 
think you’ll need them). Save your game. 

Leave the storeroom and go upstairs. Kill 
both zombies then walk along the hall, turn 
left, and open the door. In the next hall, kill the 
zombie then head north. Go past the stone 
door (it’s locked) and keep walking until you 
reach the door at the end of the corridor. 

You are now on the main hall’s balcony, 
where Barry waits for you. He gives you the 
acid rounds. 


to kill two more. Go through the door next to 
the stairs; this is the second storage room. 
Pick up the ink ribbon that is on the bed and 
then save your game. 

Exit the room and head down the 
corridor. You can kill the waiting zombie or 
dash past to conserve much-needed ammo. 
Go through the door at the end into another 
corridor. Run past the zombie and go through 
the gray door at the end of the corridor. In the 
nursery, use the chemicals with the pump to 
kill the plant. Collect the first mansion key 
from the wall behind the fountain, and pick 
up a selection of red and green herbs. 

Return to the second storage room. 
Leave most of the herbs in the trunk and take 
the Beretta, mansion key, wooden crest, and 
a herb if you think you need it. Be sure to 
leave at least three empty spaces in your 
inventory. 

Go back down the corridor, past the 
zombies. Go through the door at the end of 
this passage, turn right, and then run past 


has killed the zombie, head back to the main 
hall. Wesker has vanished, so Barry suggests 
you split up and gives you the lock pick. 
Examine the typewriter to the left of the main 
staircase and pick up the ink cartridges. 
Leave the hall through the blue double doors. 
Ignore everything in the next room and exit 
through the door next to the picture. 

The following room is full of Hell Hounds. 
Two of the beasts leap through the window. 
Kill them with the handgun. When it’s safe to 
do so, push the empty cabinet to reveal a clip. 
Pick this up. Go through the door at the end 
of the Hell Hound room and pick up the green 
herb in the corner. Follow the corridor until 
you reach two doors opposite each other. Go 
through the single door into a small room. Exit 
through the other door. 


VThis walkthrough is for Jill Valentine, so make sure you select her as your character at the start. 


POLICE 
Jill Yalentine 


AThings are rarely quite as they seem in 
Resident Evil, so try to be on your guard at 
all times. 
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A Monsters just love sneaking up on you from behind, so be ready for them, and don’t get caught 


by surprise. 

the zombie. There’s a door to your right and 
another directly in front of you. Go through 
the door on your right. 

You’re now in the caretaker’s room. Pick 
up a clip and walk over to the desk. Pick up 
the diary. A zombie appears from the closet 
behind you—kill it! Pick up the shotgun 
cartridges, but make sure you still have at 
least two free spaces in your inventory. Exit 
the room and turn right. 

Unlock the door at the end of this 
passage. You should now be in the hallway 
where Kenneth’s body is. Turn left into the 
bar/piano room. Push the closet back and 
pick up the sheet of music. Use this with the 
piano to open a secret door. 

Enter the secret room and pick up the 
golden crest; the door closes. Use the 
wooden crest on the statue to reopen the 
door. Exit the piano room and head down the 
corridor. Go through the door that leads back 
into the dining room and place the gold 
emblem over the fireplace—you’re rewarded 
with the second mansion key. Run around to 
the other side of the table and take the 
smashed statue (the one you pushed from 
the balcony earlier). Pick up the blue gem 
that has been uncovered. 


A You should examine every painting you 
find—some hold clues or even form the basis 
for puzzles. 


Return to the hall where Kenneth’s body 
is, turn right, and take the first door on the 
left. You find yourself back in the hall. Go past 
the caretaker’s room and around the corner. 
Turn right and go through the door. 

You’re in a small room with a tiger statue. 
Use the blue gem with the tiger’s eye and 
collect the wind crest that is revealed. Exit 
the room and turn right. When you reach the 
bottom of the corridor, go through the door. 
Go through the next door to the right. Open 
the desk with the lock pick and collect the 
shotgun cartridges. Pick up the clip from the 
shelf by the door. 

Exit the room and return to the second 
storage room down the hall. Exchange 
items—take both mansion keys, ammunition 
for the Beretta, and the shotgun. Return to 
the lower level of the main hall and open the 
single door with the mansion key. 

Take the clip from the desktop and kill 
the zombie. Get the shotgun ammo from the 
locked desk and return to the main hall. Go 
up the staircase and head right, into the 
hallway. Dash down the hallway to a stone 
door. Open it with the mansion key and enter 
the room. 

Push the two bronze statues over the gas 
holes at either end of the room, then push 
the switch in the center of the room. This 
opens the display case, which allows you to 
collect the sun crest. 

Leave this room, turn right, and head for 
the door that leads to the attic. Unlock the 
door and enter the room where you see 
Richard, who has been poisoned. Return to 
the second storage room and get the serum. 
You may want to save your game. Exchange 
items, stocking up on healing products, 
shotgun, and ammo. Equip the bazooka and 
don't forget the mansion keys. 

Go back to Richard, who gives you the 
radio. Enter the attic and kill the snake, 
healing yourself occasionally. Pick up the 
moon crest and the shotgun shells. 
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Bazooka in 1st Pos. 
Colt Python 127 rounds 
Flame Thrower in 1st Pos. 
Infinite Health 
Rocket Launcher In 1st Pos. 
Shotgun in 1st Pos. 
Start w/Acid Bazooka in Chest 
Start w/Acid Bazooka in Chest 
Start w/Baretta in Chest 
Start w/Baretta in Chest 
Start w/Bazooka in Chest 
Start w/Bazooka in Chest 
Start w/Colt in Chest 
Start w/Colt in Chest 
Start w/Flame Bazooka in Chest 
Start w/Flame Bazooka in Chest 
Start w/Flame Thrower in Chest 
Start w/Flame Thrower in Chest 
Start w/Rocket Launcher in Chest 
Start w/Rocket Launcher in Chest 
Start w/Shotgun in Chest 
Start w/Shotgun in Chest 
4 Button Restores Health 
A Button Restores Health 
EZ) + A Button for Shotgun 
+ A Button for Shotgun 
+ © Button for Berretta 

+ © Button for Berretta 
EZ) + X Button for Colt Python 
E3) + X Button for Colt Python 
(£2) + E Button for Flame Thrower 
E3 + E Button for Flame Thrower 
(I) + 4 Button for Bazooka 
+ A Button for Bazooka 
TI + © Button for Acid Bazooka 
EI + © Button for Acid Bazooka 
[I + X Button for Flame Bazooka 
EI + X Button for Flame Bazooka 
(I + E Button for Rocket Launch 
EI + E Button for Rocket Launch 
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Leave the room. If you have been 
poisoned, Barry saves you. You wake up in 
the second storeroom. Exchange items, 
taking all four crests and weapons. Run 
across to the dining room and out into the 


adjoining hall. 


A Crows are very hard to hit, so watch 


your ammo. 


ABe extra careful when at the edge of 
the screen. 


Exit the hall via the metal backdoor and 
go to the outdoor passage. Kill the Hell 
Hound and find the medallion placement 
door. Place medallions in the plaque and 
enter the garden room. Push the metal 
staircase over to the shelf. Climb up the stairs 
and collect the crank. Then go out through 
the double doors and into the courtyard. 

Kill both Hell Hounds and pick up the 
herbs. Mix the red and green ones together, 
pick up the blue herbs from other side of the 
courtyard, and mix them with the others. Run 
across the courtyard and walk through the 
iron gates. 

Use the crank to open the flood gates. 
Climb down the ladder and up to the 
platform on the other side. Run to the 
elevator, avoiding the snakes. When the 
elevator stops, run past the Hell Hounds and 
go through the gate opposite. Kill the Hell 
Hounds that lie in wait, then collect and mix 
the herbs. 

Follow the passage and enter the 
dormitory. Push the statue along the corridor 
so it covers the hole; this stops the tentacle 
grabbing you. The door just before the 
tentacle hole is a storage area. Enter this 
room and pick up some ammo and a health 
spray. Go through the door opposite the 
storeroom, kill the zombies and collect the 
red book. 


ha 


A Most puzzles in Resident Evil revolve around 
levers, switches or buttons that must be used 
in the correct order. There’s always a clue to 
be found somewhere—not that you’ll need 
them with this complete solution. 


A Paintings aren’t the only things you should 
always examine—in fact, any art, including 
statues, should be closely scrutinized. 


Now enter the bathroom and drain the 
tub, which allows you to collect the C-room 
key. Go through the door beyond the statue 
(it should still be covering the hole). Go down 
the passage and enter the first room you 
come to. When you see the hornets’ nest, run 
past it and pick up the second dorm key 
from the table. Exit and continue along the 
corridor. 

Open the door marked “002” with the 
relevant key. Discard the key and go in. Push 
the closet aside to reveal a hidden ladder. 
Climb down and use all three crates to form 
a bridge across the water. 

Run down into the water and enter the 
shark room. Run directly to the far right-hand 
corner and open the left-hand door to the 
control room. Discard the key and enter the 
room. Push the lever to drain the water from 
the lower level. Push the button to open the 
other door in the shark room. 

Return to the shark room and enter the 
now-accessible door. Pick up two clips, two 
boxes of shotgun ammo, and the third dorm 
key. Return to the ladder. 

Once you’re back above ground, go to 
the storage room and stock up on healing 
medicines. You also need the third dorm key 
and the Red Book. Save your game. 


EnoLUA F 


AOnce you’ve used a key, the door stays 
unlocked. 


Enter dorm room 003 (it’s in the same 
room as the wasps’ nest) and go into the 
bathroom. kill the zombie and pick up the 
flame rounds. Go into the main area of the 
dorm and exchange the red book for the gray 
one in the bookcase. This reveals a secret door. 

Go through the secret door and kill the 
big plant. A few blasts with the shotgun does 
the trick. It withers but doesn’t die. Once 
again, Barry saves you. Run to the fireplace 
and get the key. 

Return to the mansion. A hunter follows 
you—kill it. Enter the room, flick the switch, 
and collect Doom Book 1. (No need to get 
ammo for the Colt Python.) Go next door and 
enter the storage room. Stock up on new 
ammo and items. Take the weapon, healing 
spray, and third mansion key. Save your game. 

Go upstairs and left. Follow the passage 
and go through the blue door into a small 
square room. Walk through the red door to 
your right. When you click on the piano, a 
giant snake appears. Kill it then look at the 
hole in the corner of the room while it’s dying. 
Barry helps you again. 

Climb down the hole and push the 
switch on the grave, then wait for Barry to 
return. Get the passcode and then go back 
down the hole. Make sure you have room for 
the elevator battery and explosive rounds in 
your inventory. If not, go to the storage room 
before returning down the hole. 

Climb into the grave. Kill the zombies and 
get the shotgun ammo lying on the left. Run 
down the hall to the door. Go down the next 
hall and skip past the man-eating zombies — 
they leave you pretty much alone. 

Enter the kitchen and go right, toward the 
elevator. Kill the zombie on the ground. You 
should have two spaces in your inventory. 
Use the elevator. When it stops, kill the 
zombie. Go into the closet and get the 
battery for the elevator and some explosive 
rounds. 

Backtrack to the room where you killed 
the snake, then return to the storage room 
downstairs. Exchange items—take the 
battery, crank, and weapons—leaving two 
empty slots in your inventory. 
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AAlways choose the right weapon for the job, 
and don’t waste valuable ammo on weak targets. 


Go into the garden and down the 
elevator as usual. Run over to the broken 
elevator and use the battery on it. Use the 
elevator. Head for the dam and use the crank 
on it again, which allows the water to flow 
back. Return to the newly-powered elevator 
and use it to descend. You should notice that 
a ladder has been uncovered—climb down it. 

Go into the door on the right and talk to 
Barry. Agree to go with him but have him lead 
the way. Follow him to the left, open the door, 
and enter the room. He kills a hunter and 
says he’ll cover you. 

Run into the back room and pick up the 
ammo and a health spray (make sure you still 
have at least one space left in your inventory). 
Go into the room where Enrico is and listen 
to his story. Pick up the clip on Enrico’s body 
and run back down the tunnel. 

Pick up the crank then return to the 
ladder at the start of the sewer network. 
Instead of climbing it, walk down the corridor 
directly ahead of you. Here you find a 
typewriter, so if you have a spare ribbon, save 
your game. Next, use the hexagonal crank on 
the hole, opening up the passage ahead. 

Go down the hall and through the door. 
Turn right and run to the boulder. It begins to 


ASometimes even a simple description makes 
it obvious what you have to do—but not often. 


roll toward you, so quickly run back to safety. 
Walk to the area where the boulder was and 
collect the flame rounds. Kill the hunter that 
appears in the hall. 

Climb through the hole the boulder made 
and go through the double doors. Kill the 
spider—it’s possible with two direct flame 
round hits. Pick up the knife and use it to 
swipe open the door that has been sealed by 
the spider. 

Go to the left and enter the storage 
room. Pick up the healing products and save 
your game. Exchange items—take Doom 
Book 1, weapons, and the hexagonal crank. 
Examine the Doom Book 1 using the 
“Check” option on your status screen to 
reveal the eagle medal. Leave the storage 
room, run down to the opposite end of the 
hall, and go through the door. 

Don't walk toward the second boulder; 
simply use the crank on the nearby hole three 
times. This opens a door to the left, allowing 
you to enter the room containing Doom Book 
2. Use the crank to activate a moving section 
of the wall and push the statue in the corner, 
then cover the square of light in the opposite 
corner with the statue. This opens up the 
compartment that is hiding the book. 
Examine it to uncover the wolf medal. 


V Itil be time for some major firepower when you take on the biggest and nastiest creatures later in 


the game. 
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Go back to the door that led to this 
second boulder section, but this time walk 
past the boulder and use the elevator, which 
takes you up into the garden. Use the wolf 
and eagle medals with the relevant pillars on 
the pond. This drains the pond and reveals an 
elevator. 

Enter the newly uncovered elevator. 
When it stops, climb the ladder to the right 
until you reach a room with a storage box. 
Go through the door, kill the zombies, and 
climb down the stairs. Kill the waiting zombie, 
then turn left, walk down the corridor, and go 
into the computer room. 

Examine the computer. When asked to 
log in, enter “JOHN” then “ADA” when the it 
asks for a password. Unlock the door on B2 
with the password “MOLE.” Return upstairs 
to the now-unlocked room. 

This room looks like a boardroom. Walk 
over to the panel on the far wall, open it, and 
push the button to get the lab key. Return 
downstairs and enter the door with a red 
symbol on the floor. Walk forward and go 
through the single door. This is a storage room. 

Leave the storage area, turn left, and go 
through the door. You don't have to kill the 
creatures on the ceiling, just run to the right 
and use the terminal to power up the 
blacked-out areas. Go through the single 
door in the corner of the room. 

Turn right and follow the passage until 
you reach a set of double doors. Activate the 
circuit computer to fix the elevator, then run 
out of the boiler room. Run all the way back 
to the now-operational elevator—it’s just 
down the corridor from the storage room. 
Barry joins you and has a story to tell. 

Your next task is to kill Tyrant. It’s easy if 
you shoot, run, then shoot again. When Tyrant 
is dead, head back to the elevator with Barry. 
After the elevator ride, run all the way back to 
the storage box and climb the ladder—the 
emergency exit is waiting for you. 

Go through the door and collect the 
battery on the way. Use the battery to power 
the elevator and then jump inside. When the 
elevator stops, pick up the flare and use it to 
alert the helicopter. Tyrant reappears for a final 
showdown. You must survive Tyrant’s attacks 
for about two minutes while you wait for the 
rocket-launcher to be dropped from above. 

The key to avoiding his attack pattern is 
to stand still and wait for him to dash toward 
you, then quickly dodge out of his way at the 
last second. When you have the rocket- 
launcher, you only need one shot to kill him. 

You’ve done it! Congratulations, the 
mystery of Resident Evil has been solved! 
Now try completing the second storyline. 


RESIDENT EVIL 2 


Save the town from the plague of zombies with these hints and tips for both characters: Leon and Claire. 


THE WORLD OF 


RESIDENT EVIL 2 


Interacting with the Resident Evil 2 
environment is no great feat, but it can be 
a little tricky until you start to get a feel for 
the game. If you’ve never had the pleasure 
of the first game, that confusion is 
compounded. In a nutshell: If you have 
some good reason to want to manipulate 
an element of the game, the game will let 
you know. 


MANIPULATING OBJECTS 

IN GENERAL 

If you want to pick something up, stand 
near it and use the Action button. If the 
object can be placed in your inventory, the 
game will ask if that’s what you had in 
mind. If there’s some clue you can obtain 
by examining an object, that, too will be 
imparted upon your character’s close 
inspection via the Action button. 


MOVING OBJECTS IN PARTICULAR 


Some objects in the game—certain statues 
and boxes, primarily—can actually be 
pushed by Leon or Claire. Position the 
character so that he or she walks into the 
object in question, in the direction you’d 
like to push it, and pushing will occur if it’s 
possible. 


A Pushing objects is simply a matter of 
walking into them in the direction you want 
them to move. 


AThere are times when only a close-range 
blast from the mighty shotgun will do the job. 
This is one of them. 


USING WEAPONS 


When battling the spawn of the G-virus, 
there’s little else you need do but point and 
shoot, and that process is even less 
complicated if you opt to activate the auto- 
aim feature. Equip your weapon of choice 
and fire away. Even with auto-aim in effect, 
however, you need to be mindful of an 
enemy’s relative height: Is it crawling along 
the ground, or perhaps sticking to the 
ceiling? If so, you'll want to angle your 
attacks downwards or upwards to score 
the hit. 


A WORD ON RELOADING 


In addition to the weapons you'll carry in your 
inventory, you'll likely have ammo of different 
types to refill each gun. If you fire a gun until 
it’s empty, then continue to press the Fire 
button on the controller, you'll eventually fish 
around for some more ammo and reload. 
Meanwhile, someone (or something) is usually 
gnawing away at one of your appendages. 
Opt for the manual reload. That is, after you’ve 
fired a few shots, assess the situation. If there 
is no immediate threat—a monster right next 
to you about to attach itself—call up the 
inventory, and use the Combine function to 
add ammo to your weapon. In that way, you'll 
avoid clicking on an empty chamber while the 
enemy gains ground. 
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AGetting surrounded by zombies is a bad idea— 
try and take out the one behind you quickly. 


FIRST AID SPRAY 


The small white canisters are the biggest 
healing agent in the game. One can will 
heal you completely. We tend to keep these 
in the storage Chests unless we know for a 
fact that a big battle lies ahead. Most of 
the time, you’ll be taking damage in 
relatively small increments, and using First 
Aid Spray is a waste unless your health 
meter is registering in the Danger zone. 


GREEN HERBS 


A single Green Herb heals incrementally, 
which is just the thing when your health 
meter is advising Caution. There’s plenty of 
Green Herbs to be had in and around the 
Police Station. Try and always carry one or 
with you, and count on the fact that you’ll 
find others close to most monster 
encounter areas. 
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BLUE HERBS 


Blue Herbs are used to cure the Poison 
condition. The giant Spiders that crawl 
through the sewers below the Police 
Station are notorious poison spitters, and 
you'll begin to find Blue Herbs as you edge 
closer to the underground. Occasionally, 
you'll find them growing in small planters: 
Those you can Use, but you can't collect 
them into your inventory. 


SAVING THE GAME 
You can choose to save your progress at 
any of the old typewriters scattered 
throughout the game, as long as you have 
an Ink Ribbon to type with. Ink Ribbons are 
plentiful, but not excessively so. Make sure 
that you don’t save the game in precarious 
health, or after every minor 
accomplishment, and all’s well. 


Alt can be easy to AMany puzzles 
miss items hidden in revolve around 


cluttered locations, so simply finding an 
take particular care Object and returning 
when searching. it to its rightful spot. 


STORAGE CHESTS 


Any item you place in a large Chest is 
available to you at any such Chest 
throughout the game. In most cases, there 
are Chests readily accessible when you 
need one, but sometimes, especially in 
Claire’s case (as she has no Lighter in her 
inventory automatically) it’s prudent to 
check the walkthrough for tips on what you 
might need in the area ahead. 


YNeed to reach something high up? Try 
pushing nearby objects and using them 
as a step to get where you want. Only 

certain items are moveable, though. 


Alf you get really stuck, go back to previous 
areas and check them again for clues or items. 


LEON AND CLAIRE 


With regard to the way they heal 
themselves and the tactics of fighting, 
Leon and Claire are identical. They do, 
however, differ widely in their particular 
arsenals, and thus playing both of the 
characters is a unique experience when it 
comes to combat situations. 

Leon, in a general way, has an easier 
time of it when it comes to combat. His 
weapons are effective to begin with, and 
each is upgradable to a weapon which 
boasts truly impressive damage potential. 

Claire is no slouch, mind you, but her 
primary weapon is the Grenade Launcher, 
and her destructive nuance comes from 
the different types of shells she finds to 
load into it. It’s not as if Claire is always 
VUseable items or objects tend to be 
formed of polygons, and thus stand 
out from the background. 
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getting chewed upon for lack of a proper 
response, by any means, but her options 
seem a bit more limited than Leon’s. 


LEON’S ARSENAL 


Even after you come across the backpack, 
and add some space to your inventory, 
Leon’s weapons are too numerous to 
always be carrying the load of them with 
you. As the game begins that’s not really a 
concern, but it certainly becomes one later 
on. Opt for the Pistol and Shotgun, and the 
modified version thereof. Towards the end 
of the game, you'll find a set of parts that 
will allow you to upgrade the Magnum. If 
you still have most of your Magnum Bullets 
at that point, there’s very little that can 
even slow Leon down, much less get close 
enough to hurt him. 


LEON’S PISTOL (UPGRADABLE) 


The Pistol Leon begins with is a decent 
enough tool, but don’t get backed into a 
corner if that’s all you’ve got going for you. 

If you come into a room and can hear 
trouble, step forward to see what’s going 
on. That’ll give enough space to fall back if 
need be, and hopefully enough time to take 
care of business. 


SHOTGUN (UPGRADABLE) 

To use Leon’s Shotgun most effectively, you 
should try to let large groups of foes—most 
particularly Zombies—come together into a 
group, and then blast away. Using the 
Shotgun on single enemies isn’t prudent, 
except in the cases of the Licker or the 
boss-type monsters. 


AFor best effect, the shotgun should be used 
from close range against tight groups of enemies. 


MAGNUM (UPGRADABLE) 


Like we said earlier: Try and save those 
Magnum Bullets for the latter stages of the 
game. Once you upgrade the Magnum, it 
becomes a force that few monsters can 
withstand. If you can line up several 
targets, the results will prove truly 
gruesome. 


FLAMETHROWER 

You won't find the Flamethrower until the 
Lab levels of the game, but that’s not such 
a bad deal. Use it to burn the large plant 
monsters, and also to toast the game’s 
ending boss. 


CLAIRE’S ARSENAL 


Though not as varied as Leor’s, Claire’s 
weapons are nonetheless a formidable lot. 
As we noted earlier, the Grenade Launcher 
is the most common toll of mass 
destruction, and it comes with a variety of 
shells. You can switch shell types while 
there are still rounds in the launcher by 
combing—any unused shells will be cycled 
into the inventory for later use. 


CLAIRE’S PISTOL 

Claire’s Pistol has a little more of a kick 
than Leon's, but doesn’t hold quite as 
much ammo. Be mindful of that when 
attacking large groups of Zombies: 
You’re going to want to manually reload 
more often. 


BOW GUN 

The Bow Gun is Claire’s first addition to her 
arsenal, and it’s a formidable weapon, to 
be sure. Unfortunately, it has nothing akin 
to “blast radius” damage, and foes have to 
be relatively close in order for all of the 
bolts—it fires them three at a time—to hit 
the mark. Of course, if your foes are side- 
by-side, the scatter of the bolts can be a 
good thing. 


GRENADE LAUNCHER 

The Grenade Launcher—located in the 
cabinet in the S.T.A.R.S. office—is the 
weapon that Claire uses through the 
majority of the adventure, and she finds 
three types of Grenade Rounds to help her 
take care of business. Grenade Rounds are 
the standard explosive shell, while Flame 
and Acid Rounds continue to rack up 
damage after the target is hit—as it burns. 
As with the Bow Gun, the best situation is 
when foes are attacking side-by-side. In 
that situation, you might slay several 
Zombies with a single blast. 


SPARK SHOT 


A high-powered electrical prod, the Spark 
Shot is an effective weapon with a 
somewhat limited range. You'll find that 
monsters need to be relatively close to 
Claire before you can give them a shock, 
and it’s also possible for a monster to be 
too close for Claire to effectively deliver 
the blast. 


SECRET WEAPONS 


It seems an incredible skew to the 
gameplay, but you can actually receive 
some serious weaponry as reward for 
finishing a scenario with a ranking of A or B. 

The weapon will be part of the file that 
the game lets you save after the final 
credits, and so you can use it to hammer 
away at foes when you might otherwise 
be scrimping for ammo: All of the 
secret weapons come fully loaded with 
infinite ammo. 

If you beat the first scenario in under 
two and a half hours, and receive an A or B 
ranking, you can claim the Rocket 
Launcher in your next game. If you can 
manage an A or B ranking in the second 
scenario in under three hours, the reward is 
the Rocket Launcher and the Sub-Machine 
Gun. Want a real challenge? Beat a second 
scenario in under two and a half hours—A 
or B ranking—and receive the Rocket 
Launcher, Sub-Machine Gun and a mighty 
Gatling Gun. Rock and roll. 


VThere’s nearly always a clue or hint to be 
found somewhere near each major puzzle. 


EXPANDING YOUR 


WARDROBE 


If you play a Normal difficulty game, and don't 
pick up any of the items outside the Police 
Station—no Bullets, no weapons, nothing— 
you'll find a lonely Zombie patrolling the “long 
way” to the Police Station entrance: Down 

the stairs once you're inside the gate. He’s a 
tough undead, but he’s carrying a key you can 
use to change costumes, if that kind of thing 
excites you. 

Killing him with the three or four bullets 
you have left is not going to happen, so 
consider going and getting a better 
weapon from the Police Station, then 
coming back out to do the deed. 
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Either that, or enticing him into a leg- 
lunge, at which point you can simply stomp 
his over-ripe melon. Search him for a key, 
and then use the key to open the locker in 
the Dark Room. You be stylin’. 


THE SUB-MACHINE GUN 

Both Leon and Claire have access to the 
Sub-Machine Gun. Of the two adventurers, 
Claire needs it most desperately. Leon, 
with his Flamethrower, can easily get 
through the game without the awesome 
destructive power of the Machine Gun. 
Claire is much more likely find a use for the 
weapon, though her Acid Rounds can take 
up the slack if she opts to leave it for her 
friend. 


LET IT BLEED 


Most of the foes you encounter in Resident 
Evil 2 fall to your initial assault only to rise 
again. Wait until you see a pool of blood 
spreading from the fallen foe, or you can’t 
be sure it won’t grab your leg as you pass 
by, or claw at your back when some other 
menace gets your attention. 


A Never assume that an area is monster 
free simply because you’ve killed the 
original inhabitants. 


RED HERBS 


By Combining the Red and Green Herbs in 
your inventory, you can create a Mixed 
Herb with added healing properties. When 
you begin to find the Red Herbs, you’ll 
hopefully have a few extra Green Herbs 
floating around in your storage Chest. 
Combine the two types, and you can carry 
the one Mixed Herb with confidence, 
knowing that it’s almost as good as having 
a can of First Aid Spray at your disposal. 
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Playing as Leon 
Infinite Health 
Anti-Venom 

L1+L2 Health Restore 
L1+L2 Health Restore 


Start with Custom Handgun in Crate 
Start with Custom Handgun in Crate 


Start with Magnum in Crate 
Start with Magnum in Crate 


Start with Custom Magnum in Crate 
Start with Custom Magnum in Crate 


Start with Shotgun in Crate 
Start with Shotgun in Crate 


Start with Custom Shotgun in Crate 
Start with Custom Shotgun in Crate 


Start with Colt S.A.A. in Crate 
Start with Colt S.A.A. in Crate 


Start with Submachine Gun in Crate 
Start with Submachine Gun in Crate 
Start with Flamethrower in Crate 
Start with Flamethrower in Crate 
Start with Rocket Launcher in Crate 
Start with Rocket Launcher in Crate 


Start with Gatling Gun in Crate 
Start with Gatling Gun in Crate 
Start with ink Ribbons in Crate 
Start with ink Ribbons in Crate 
Start with Small Key in Crate 
Start with Small Key in Crate 
Start with Red Jewel in Crate 
Start with Red Jewel in Crate 
Start with Cord in Crate 

Start with Cord in Crate 

Start with Fuse Case in Crate 
Start with Fuse Case in Crate 
Start with Bishop Plug in Crate 
Start with Bishop Plug in Crate 
Start with Rook Plug in Crate 
Start with Rook Plug in Crate 
Start with Knight Plug in Crate 
Start with Knight Plug in Crate 
Start with King Plug in Crate 
Start with King Plug in Crate 


Start with Unicorn Medal in Crate 
Start with Unicorn Medal in Crate 


Start with Eagle Medal in Crate 
Start with Eagle Medal in Crate 
Start with Wolf Medal in Crate 
Start with Wolf Medal in Crate 
Start with G-Virus in Crate 
Start with G-Virus in Crate 
Start with Special Key in Crate 
Start with Special Key in Crate 
Start with Cabin Key in Crate 
Start with Cabin Key in Crate 
Start with Precinct Key in Crate 
Start with Precinct Key in Crate 


800C7E7A00C8 


800CCB94FF04 
DOOAAC8C1000 
800CCB98FF05 
DOOAAC8C1000 
800CCB9CFF06 


SO00CCBBSFFI2 
DOOAACSC1000 
S00CCCOOFFIE 
DOOAAC8C1000 
800CCC8C031F 
DOOAACSC1000 
800000880133 
DOOAACSC1000 
800CCC800156 
DOOAACSC1000 
800CCC7C014D 
DOOAAC8C1000 
800CCC78013B 
DOOAAC8C1000 
80000074013C 
DOOAACSC1000 
800CCC70013D 
DOOAAC8C1000 
800CCC6C013E 
DOOAAC8C1000 
800000640147 
DOOAAC8C1000 
800CCC600148 
DOOAACSC1000 
800CCC5C0149 
DOOAACSC1000 
800000580152 
DOOAACSC1000 
800000540153 
DOOAACSC1000 
800CCC500158 
DOOAACSC1000 
800CCC4C0159 


Start with Lockpick in Crate 
Start with Lockpick in Crate 
Start with Lab Card Key in Crate 
Start with Lab Card Key in Crate 
Start with Master Key in Crate 
Start with Master Key in Crate 
Start with Platform Key in Crate 
Start with Platform Key in Crate 
D+ for Magnum 

+A for Magnum 

(+X for Custom Magnum 
CD+X for Custom Magnum 
[E+E for Shotgun 

+E for Shotgun 

{(2)+ A for Custom Shotgun 

C3 +A for Custom Shotgun 
(€2)+X for Colt S.A.A. 

(£2}+X for Colt S.A.A. 

(€2]+ @ for Submachine Gun 
{£2)+™ for Submachine Gun 
{R2}+ A for Flamethrower 
(R2]+ & for Flamethrower 
(R2)+X for Rocket Launcher 
(R2]+X for Rocket Launcher 
{R2]+ @ for Gatling Gun 

{R2]+@ for Gatling Gun 

Rocket Launcher in ist Pos. 


Playing as Claire 

Start with Ink Ribbons in Crate 
Start with ink Ribbons in Crate 
Start with Small Key in Crate 
Start with Small Key in Crate 
Start with Red Jewel in Crate 
Start with Red Jewel in Crate 
Start with Cord in Crate 

Start with Cord in Crate 

Start with Fuse Case in Crate 
Start with Fuse Case in Crate 
Start with Bishop Plug in Crate 
Start with Bishop Plug in Crate 
Start with Rook Plug in Crate 
Start with Rook Plug in Crate 
Start with Knight Plug in Crate 
Start with Knight Plug in Crate 
Start with King Plug in Crate 
Start with King Plug in Crate 


Start with Unicorn Medal in Crate 
Start with Unicorn Medal in Crate 


Start with Eagle Medal in Crate 
Start with Eagle Medal in Crate 
Start with Wolf Medal in Crate 
Start with Wolf Medal in Crate 
Start with G-Virus in Crate 
Start with G-Virus in Crate 
Start with Special Key in Crate 
Start with Special Key in Crate 


DOOAAC8C1000 
800000480130 
DOOAACSC1000 
800006440161 
DOOAAC8C1000 
800000400162 
DOOAAC8C1000 
800CCC3C0163 
D00C646C0014 
800CCB68FF05 
D00C646C0044 
800CCB68FF06 
D00C646C0084 
800CCB68FF07 
D00C646C0011 
800CCB68FF08 
D00C646C0041 
800CCB68FF0D 
DO0C646C0031 
800CCB68FFOF 
D00C646C0012 
800CCB68FF10 
D00C646C0042 
800CCB68FF11 
D00C646C0082 
800CCB68FF12 
800CCB68FF11 


D013A2B20250 
800CCA58FF1E 
D013A2B820250 
800CCA54031F 
D013A2820250 
800CCA500133 
D013A2B20250 
800CCA4C0156 
D013A2B20250 
800CCA48014D 
D013A2B20250 
8000CA44013B 
DO13A2B20250 
800CCA40013C 
DO013A2B20250 
800CCA3C013D 
D013A2B20250 
800CCA38013E 
DO13A2B20250 
800CCA340147 
DO13A2B20250 
800CCA300148 
DO013A2B20250 
800CCA2C0149 
DO13A2B20250 
800CCA280152 
DO13A2B20250 
8000CA240153 
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Start with Cabin Key in Crate 
Start with Cabin Key in Crate 
Start with Precinct Key in Crate 
Start with Precinct Key in Crate 
Start with Lockpick in Crate 
Start with Lockpick in Crate 
Start with Lab Card Key in Crate 
Start with Lab Card Key in Crate 
Start with Master Key in Crate 
Start with Master Key in Crate 
Start with Platform Key in Crate 
Start with Platform Key in Crate 
Start with Grenade Launcher in Crate 
Start with Grenade Launcher in Crate 
Start with Grenade Launcher 
(Fire) in Crate 

Start with Grenade Launcher 
(Fire) in Crate 

Start with Grenade Launcher 
(Acid) in Crate 

Start with Grenade Launcher 
(Acid) in Crate 

Start with Bowgun in Crate 
Start with Bowgun in Crate 
Start with Colt S.A.A. in Crate 
Start with Colt S.A.A. in Crate 
Start with Spark Shot in Crate 
Start with Spark Shot in Crate 


Start with Submachine Gun in Crate 
Start with Submachine Gun in Crate 
Start with Rocket Launcher in Crate 
Start with Rocket Launcher in Crate 


Start with Gatling Gun in Crate 
Start with Gatling Gun in Crate 
Infinite Health 

CI +{£2} Health Restore 
{Li)+{2) Health Restore 
+A for Grenade Launcher 
({i)+ for Grenade Launcher 


(&2)+X< for Grenade Launcher (Fire) 
(i+ for Grenade Launcher (Fire) 
(EI+ E for Grenade Launcher (Acid) 
(D+ for Grenade Launcher (Acid) 


+å for Bowgun 

{t2)+ for Bowgun 

(£2)+X for Colt S.A.A. 
(L2)+X for Colt S.A.A. 
{£2}+™@ for Spark Shot 

+E for Spark Shot 

(82}+ for Submachine Gun 
{R2]+ 4 for Submachine Gun 
{R2]+ X for Rocket Launcher 
{82]+ X for Rocket Launcher 
{R2)+@ for Gatling Gun 

{R2)+ @ for Gatling Gun 


D013A2B20250 
800CCA200158 
DO13A2B20250 
800CCA1C0159 
D013A2B20250 
8000CA180130 
D013A2B20250 
8000CA140161 
1013A2B20250 
8000CA100162 
DO13A2B20250 
800CCA0C0163 
D013A2B20250 
800CC95CFF09 


DO13A2B20250 


S800CCOGOFFOA 


D013A2B20250 


800CC964FFOB 
DO13A2B20250 
800CC968FFOC 
D013A2B20250 
S800CC9GCFFOD 
DO013A2B20250 
800CC970FFOE 
D013A2B20250 
8000C974FFOF 
D013A2B20250 
800CC978FF11 
D013A2B20250 
800CC97CFF12 
80007C4200C8 
D00C623C0005 
800C0704200C8 
D00C62300014 
800CC930FFO9 
D00C62300044 
800CC9O30FFOA 
D00C623C0084 
800CC930FF0B 
D00C623C0011 
800CC930FF0C 
D00C623C0041 
800CC930FF0D 
D00C623C0081 
800CC930FF0E 
D00C623C0012 
800CC930FFOF 
D00C623C0042 
800CC930FF11 
D00C623C0082 
800CC930FF12 


RESIDENT EVIL: 
DIRECTOR'S CUT 


With the release of Resident Evil: Director's Cut, Capcom revamped the original haunted house game, adding new 
features and even spookier gameplay. The complete walkthrough is too big to fit into these pages (Prima has a whole 
book devoted to it). However, we’ve gathered together a few general hints and tips that should enable you to walk the 
passageways of the infested Mansion with supreme confidence. Only by reading on can you evict the resident evil. 


THE CHARACTERS 


JILL VALENTINE 

Jill is one of the most decorated members 
of the S.T.A.R.S. Team. She’s come through 
time and time again to save other team 
members from certain death in many 
dangerous situations. Currently, she is 
using her talents with special mechanical 
devices, such as lockpicks, as part of the 
elite Raccoon City unit. 


CHRIS REDFIELD 


Chris was once a proud member of the Air 
Force. However, for unspecified reasons, he 
was discharged from service and became 
an aimless drifter. Then his life changed the 
day he met Barry Burton who befriended 
and recruited him to join the S.T.A.R.S. 
Team. Chris has made the most of his 
second chance and now works with a 
small task force based in Raccoon City. 


VThe game begins in the Mansion’s Hall. 
After hearing a gunshot, Jill and Barry go to 
the Dining Room to investigate. 


BARRY BURTON 


Barry is the partner and long-time friend of 
Chris. This former SWAT team member is in 
charge of the weapons and supplies for the 
S.T.A.R.S. Team. With more than 16 years 
of valuable field experience, Barry has seen 
just about everything and is a useful ally in 
any situation. 


ALBERT WESKER 

Wesker is the leader of the Alpha Team 
based in Raccoon City. After being 
recruited for his superior analytical ability 
by a headhunter, Albert rapidly rose 
through the ranks of S.T.A.R.S. He’s the 
founder of the elite Raccoon City unit. 


BRAD VICKERS 


If you want to know anything about 
computers, Brad is the man to ask. He’s 
also a topnotch information specialist. 
However, his questionable courage and fear 
of dying have not helped him to gain the 
respect of his peers who derisively refer to 
him as “Chickenheart.” 


JOSEPH FROST 


Though once a member of the Bravo Team, 
Frost has been promoted and reassigned 
to the Alpha Team. He now serves as the 
team's vehicle specialist. 


ENRICO MARINI 


Enrico is the Bravo Team leader and second 
in command behind Wesker. A jealous and 
suspicious sort, Enrico believes that both 
Barry and Chris are trying to supplant his 
position as Wesker’s right-hand man. 


KENNETH SULLIVAN 


A former chemist, Kenneth now puts his 
chemical knowledge to work as field 
scouting officer for S.T.A.R.S.. Personally 
chosen by Wesker to be in the Raccoon City 
team, Kenneth is a talented officer. Still, he 
harbors questions as to why his scientific 
knowledge is necessary for this mission. 


FOREST SPEYER 


Forest Speyer is one of the team’s most 
respected members. This is because of his 
professionalism, strong work ethic, and a 
great multitude of skills. Not only is he a 
talented sniper, but he also serves as the 
Bravo Team’s vehicle specialist. 
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RICHARD AIKEN 

As the team’s communications expert, 
Richard maintains a link between both the 
Bravo Team and headquarters. And due to 
the fact that the Alpha Team currently has 
no such field officer, he has been working 
overtime to serve both squads. 


REBECCA CHAMBERS 


Rebecca is the youngest member of the 
team but a valuable one nonetheless. Her 
expertise lies in Medicine and First Aid, and 
in this line of work, such knowledge comes 
in handy. Still, she lacks the confidence in 
the field that only experience will bring. 


THE MONSTERS AND 


HOW TO KILL ‘EM 


BEES AND CROWS 


Because they can both be completely 
avoided, these flying enemies aren’t too 
much trouble. The Crows in the Large 
Gallery will attack you only if you mess up 
the puzzle with the seven paintings, but that 
shouldn't be a problem. The Knife is the 
best weapon to use against the Crows. The 
Bees are only seen in the Beehive Passage 
in the Guardhouse, and they too will attack 
only if you hang out too long. To avoid 
them, simply get to where you are going 
and don't loiter. If either of these creatures 
attacks you, simply exit the room to stop 
them or Equip the Knife to take them down. 


CERBERUS DOGS 


The undead dogs of the mansion provide 
some of the most startling moments in the 
game. They appear in several places, 
crashing through nearby windows. Once 
they catch sight of you, they’ll hound you 
until they can get a hold of your neck. These 
enemies are quick. Their lunging attacks are 
deadly and evasive, making it hard to get a 
clean shot. The best way to take these guys 
out is from long range. Stand at a distance 
and blast them with the Beretta, which will 


“HAS LNAGISSY 


LN S.4OLIFYIG 


: DIRECTOR’S CUT 


RESIDENT EVIL 


CONTINUED 


e If your gun is out of ammunition, and you 
have a spare box in your possession, the gun 
will automatically reload after you attempt a 
few shots. But this process can be time 
consuming and cost you precious health. To 
prepare for trouble, use the Combine function 
on the Status Screen to reload your gun 
before you find yourself in danger. 

e Your supply of ammo is limited, so use it 
wisely. If you run out of bullets, Equip the 
Combat Knife! 

e If you take damage, check your Condition. 
Each enemy does a different amount of 
damage. If your health is low, administer 
some First Aid Spray. It restores you to 
full health. 

e Remember, there’s now an auto-aim in 
Resident Evil: Director’s Cut that wasn’t in 
Resident Evil. Don't worry too much about 
lining up shots, especially if the enemy is 
already on top of you! 

e Don’t parade around with a full inventory. 
Always unload unneeded items into an 
Item Box so you can collect items as you 
find them. 

e If an enemy grabs you, rapidly press the 
Action button X to shake the enemy off of you. 

e The Combine feature is an important one. It 
will allow you to mix a Red Herb with either a 
Green or Blue Herb to enhance its healing 
properties. It will also allow you to reload a 
weapon before a tough battle begins. 

e When you find a new item, always use the 
Check feature to examine it. You never know 
what secrets you may uncover. 


<< If an enemy 
grabs you, press 
the action button 
to shake them off. 


When you find a new item, use the Check 


feature to examine it. 


hurt and stun them for a second. Then move 
forward, aim down, and let them have it 
while they recuperate. After about four or 
five hits, they won't bother you again. 


WEB SPINNERS 


Arachnophobia time! These huge spiders are 
very fast but not too strong. They aren't too 
prevalent in the game—they only appear in 
three places. You have to be careful when you 
encounter them because they can attack 
from above or from ground level. And they 
employ high-speed lunges and poison 
sprays, which are their main weapons. Even 
after you kill them, their poison may do you in 
if you aren't careful. The problem with these 
creatures is that they take a while to kill and 
have high stamina. If you do end up fighting 
one or two, you'll find that it requires up to 
five shotgun shots to kill one. Then you have 
all of the little babies that jump out to worry 


____about. Keep shooting while exiting and re- 


entering the room that they are in to easily 
dispatch the babies. The best thing to do 
against a Web Spinner is to stay on the move 
and make yourself an elusive target. Then 
blast away when the Web Spinner hesitates. 


HUNTERS 


Hunters are probably the most troublesome 
and frustrating enemies in the game. They 
don’t appear until you return to the Mansion 
after exiting the Guardhouse. Once inside the 
Mansion, you’ll see that the Hunters 
essentially replace all the Zombies that you 
just killed! These foes are very quick, and their 
attacks are deadly. Watch out for their 
jumping slash attack—it can kill you in one 
hit! The best thing to do against Hunters is to 
nail them quickly with the most powerful 
weapon you hold. It takes about five shotgun 
shots to kill a Hunter, so your best bet is to 
use the Colt Python. A single, well-placed 
shot to the head from the Colt can stop these 
enemies cold. The problem is that you need 
to face about a dozen Hunters before you 
even get the Colt, so watch out! Try not to 
waste your shotgun blasts. You'll need them. 


CHIMERA 


You won't meet this enemy until you reach 
the end of your adventure. The Chimera 
appears just before you get to the final 
boss. It doesn’t appear until you reach the 
Lab in the end, specifically the Maze rooms 
of the Lab. Once you get there, look above 
and on the ground because these creatures 
move about as fast as the Hunters and have 
the same deadly strength. As if that’s not 
enough, they also can climb on the ceilings 
like the Web Spinners. However, the 
Chimera can be avoided easily, too. Once 
you get to the first maze, just make sure you 
know where you’re going and get there as 
fast as you can. The important thing is to 
keep moving. If you stop, they’ll descend on 
you in a group and slaughter you. They are 
strong, taking at least five shotgun blasts or 
a couple of shots from the Bazooka to kill. 
So rather than waste the ammo, simply run! 


PLANT 42 


Plant 42 is invincible until you destroy its 
roots. So don’t bother going in the boss 
room where it is and expect to win until you 
complete that part. Once you have, you 
need to make sure that you’re equipped 
with a decent amount of healing items and 
a whole lot of strong ammo. The Plant isn’t 
too dangerous. It knocks debris down from 
the ceiling and can hit you with its 
tentacles, but that’s about all it can do. The 
best thing for you to do is stand against the 
farthest wall and just start blasting. When 
you see dust fall from the ceiling, step 
forward a bit and out of the path of the 
falling debris. After several shots, the Plant 
will shrivel up and allow you access to the 
C Room Key. (Jill and Rebecca are the only 
characters who fight the Plant.) 
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ARemember, there’s now an auto-aim feature 


that wasn’t in the original Resident Evil. Just 
point and shoot. 


THE YAWN 


The Yawn is the first boss you fight in the 
game. He appears at the end of the first 
section just before you get ready to go to 
the Guardhouse. The first time you meet 
him is when you enter the Attic in search of 
the lost half of the Moon Crest. Naturally, 
he happens to be guarding it. As you enter 
the room, he slithers out of an opening in 
the back corner and begins to attack. He 
attacks in two ways—from above or below. 
You can tell how he’s going to attack by the 
way he positions himself. He’ll slide around 
low to the ground if he is going to attack 
low, and he’ll raise himself up high like a 
cobra if he is going to attack high. So you 
need to aim accordingly. 

After about seven shotgun shots, 
however, he’ll slide away and allow you to 
get the Moon Crest piece. But he isn’t 
dead. He appears a second time when you 
enter the Lesson Entry Room after 
returning to the Mansion from the 
Guardhouse. Here, he’ll break a hole in the 
floor for you to jump down if you manage 
to kill him. The second time is the same as 
the first, only it takes about nine or ten 
shotgun blasts to take him out. 


THE BLACK TIGER 


The Black Tiger is found in the Courtyard 
Basement, about halfway through before 
you reach the Lab. This boss is essentially 
an overgrown version of the smaller ones. 
The problem is that you face him in a tiny 
room that doesn’t give you much space to 
run around. Once you enter the room, the 
Black Tiger immediately moves over and 
begins spraying you with its poisonous 
venom. The trick to beating it is to circle 
around it. When it stops and tries to shoot 
at you, run away. Then stop and fire at it 
with your most powerful gun, preferably the 
Colt or Bazooka. If you can manage to keep 
ahead of its sprays, you should have no 
trouble at all. The Black Tiger takes a while 
to kill, maybe ten or so Bazooka shots, so 
take your time and watch your health. 


TYRANT 


The last boss in the game is naturally the 
strongest one, too. He first appears in the 
Lab area sub-basements when your 
characters run into Wesker. Depending on 
your character, either Wesker or Barry lets 
out Tyrant either on purpose (Wesker) or by 
accident (Barry). Once the person who sets 
him free is out of the way, Tyrant moves 
toward you. 

The room you face him in is essentially a 
donut shape. So all you have to do is run 
away from him, turn a corner, and wait as he 
comes after you. Then let him have it as he 
turns the corner and approaches. He moves 
pretty slowly, so you should have no 
problems dropping him. It takes a mere five 
or six Colt shots to lay him down. But as you 
see later, he isn’t dead. He reappears at the 
Helipad and is bent on smearing you against 
the wall. The bad thing is that he is 
invulnerable to any of your weapons, so don't 
waste the ammo and time. Tyrant also has 
learned some new attacks in the ten minutes 
he was gone. He’ll frequently dash at you and 
perform his triple-slash gutting move, which 
is barely avoidable. But he also has another 
dashing charge that you’ll know is coming by 
his pseudo-salute beforehand. He’ll charge at 
you and backhand you across the screen. 
This attack is unavoidable, so you'll need a lot 
of herbs in your inventory. Be careful that you 
don't get hit by his charging attacks too often. 

After a minute of dancing around the 
area, the Helicopter drops a Rocket 
Launcher for use on Tyrant. Dodge his attack 
and run over and grab it. Then you simply 
dodge the next attack, aim, and shoot. That’s 
it. If you did it right, the rocket will kill him in 
one hit, and the ending sequence will play. 
Good luck! 


ZOMBIES 


The Zombies are the most common enemy in 
the game, ruling most of the gameplay areas 
for the majority of the adventure. These 
characters come in many colors and 
appearances, but they are all essentially the 
same—slow-moving nuisances. Mostly, the 
Zombies remain motionless until you get 
close enough. Once you're in range, they 
creep toward you at varying speeds from 


A Don't let the monsters you face get too close. 
Try to take them down at a good range. 


Resident Evil: Director's Cut contains a number of hidden secrets for you to uncover. But instead of 
searching vainly for them, simply consult the information below. 


COSTUME CHANGE IN STANDARD OR TRAINING MODE 

If you finish the game with the best ending (see “The Endings”), watch the ending credits, and you'll see 
a Special reward pop up. Save the game to your memory card, and once you restart the game and load 
the data, you’ll have the Special Key. This can be used to open the Dressing Room in Standard or 
Training Mode. Check out the alternative costumes for some extra fun. 


INFINITE AMMO FOR THE COLT PYTHON 

Finish the Advanced Mode with the best ending (see “The Endings”). After you watch the ending movie, 
save the data, restart the game, and load the saved data. You'll have the Colt Python in your inventory 
with unlimited ammunition. Please keep in mind that there is no time limit for completing the game, but 
you must see the best ending. 


BREAK THE SCREEN 

This trick is easiest to perform in the Passage on level 1 of the Mansion. You must fire your weapon 
toward the exact middle of the screen as you aim your gun up. This means that you must fire in mid- 
motion as your character raises his or her gun to the up position. Make sure that you are aiming at the 
middle of your TV screen to make this happen. If you do this perfectly, you'll crack the screen for a 
second. 


INFINITE AMMO FOR THE ROCKET LAUNCHER 

This trick gives you the amazing Rocket Launcher. To obtain this weapon, you must defeat the game 
within three hours, but it doesn’t matter which ending you see. After you watch the ending, you'll see a 
special picture that tells you that you got the weapon. Save the game data. Then reload it, and you'll 
have the Rocket Launcher in your inventory. Keep in mind that you can’t aim the weapon up or down, so 
it will be impossible to kill some enemies with it. 


EASY ADVANCED MODE 

At the title screen, highlight the Advanced Mode setting and the press and hold < for three seconds. The 
Advanced logo will turn green to let you know that the code worked. You'll be able to obtain twice as 
many bullets and Ink Ribbons now, making the game much easier. 


SECRETS OF THE ZOMBIES 
Zombies in the Advanced Mode are positioned based on where you enter the area. The Al in Resident 
Evil: Director’s Cutis so complex, it’s almost impossible to predict exactly where they'll appear. 


slow to moderate. They’ll do everything they 
can to take a bite out of you. They can also 
be found on the ground posing as corpses, 
so be careful. This is probably the only enemy 
in the game that you may get a chance to 
use the knife on, except for Bees and Crows. 
Otherwise, a three- to five-round volley from 
the Beretta should take care of them. 


THE ENDING 


Rebecca or Barry, you receive the good 
ending. If you don't rescue your partner, 
and you fly away with Rebecca or Barry, 
you receive the OK ending. And if you 
somehow manage to let Rebecca or Barry 
die, you get the bad ending. One of the 
nice things about Resident Evil: Director’s 
Cut is that these variables all occur near 
the end of the game. Therefore, if you want 
to see each of the three endings, retain a 
save point before rescuing your trapped 


Essentially, there are three endings in the 
game for each character: a good ending, 
an OK ending, and of course a bad ending. 
The ending you receive is based on how 
many characters you manage to 
successfully get into the rescue Helicopter. 
If you defeat Tyrant and make it to the 
Helicopter with your character, your 
partner, and (depending on the game) 


A Defeat the game in three hours and get the 
Rocket Launcher. 
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partner from the cell. Then replay the game 
a few times from this point, experimenting 
with the different events. 

At any rate, once you launch the missile 
at Tyrant and finish him off, the Helicopter 
can land and pick you up. It takes off just in 
the nick of time as the Mansion and its 
grounds explode. Tired and still a bit shaken, 
Chris stares out into the night sky as Jill 
sleeps quietly on his shoulder. He glances 
over at Barry (or Rebecca) and smiles. The 
Helicopter flies off into the distance as the 
final chapter in this long and grueling battle 
comes to an end. After the credits end, 
you're given your final standings for this 
game, including the time it took to finish and 
the number of saves you made. Enjoy! 


Buy Resident Evil: Director's Cut—Prima's 
Official Strategy Guide tor complete, illustrated 


walkthroughs for both Chris and Jill, plus 
detailed maps of each undead-controlled area. 
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GENERAL ADVICE 


Run whenever possible. Not only will this 
help you to avoid upcoming enemies, 
but you are graded in the game based 
on your speed. 

Conserve ammo. Use the exploding 
barrels and boxes whenever possible— 
one shot will help you take out an entire 
group of enemies. Dont fire blindly at 
small spiders and other non-lethal 
hazards. The closer you are to a zombie, 
the more damage your Handgun or 
Shotgun will inflict. Shotguns and more 
powerful weapons can take out several 
opponents if they are lined up behind 
each other. 

Reload weapons manually. Although 
the game will automatically reload your 
weapons for you, there is a slight delay 
when doing so during which you are 
vulnerable. Instead, press @ to bring up 
the menu and pause the game. Combine 
the appropriate ammo with the weapon 
and return to the game without delay. 

How will you know when a zombie is 
not getting back up again? Look for a 
large red patch of blood to spread out 
from under the body. 

Conserve health power-ups. You 
don't need a First Aid Spray or a Green 
Herb after every minor encounter with an 
enemy. Even when Jill first starts to 
clutch her side after an injury, she can 
still run and walk at her normal speed. 
Whenever possible, wait to replenish 
your health until you start to slow down, 
or before you are about to face a larger 
enemy or group of enemies. 

Pick up all pieces of paper you find. 
While it is not necessary to do so in 
order to complete the game, many of 
them contain instructions or hints about 
upcoming puzzles. Combine objects in 
your inventory to save space. Not only 
can herbs be combined, but things such 
as Grenade Rounds can be placed in the 
weapon itself rather than taking up a 
block of storage. Use the item chest to 
store tools that you won't be needing for 
a while. 

Start hitting the X button before you 
come to a door or ladder. Don’t wait until 


your character runs into the door! You 
will be able to access it as soon as 
you're in range. 


You'll encounter many different types of 
creatures in the game. Their appearances 
and movement vary, but all can be 
destroyed by your weapons. The more 
powerful the weapon, the easier it is to 
take out the enemy. If you’re low on ammo, 
or just in a hurry, the dodge button is 
useful in avoiding most enemy attacks. 
You’ll know when a creature is dead 
because a pool of blood will appear from 
under it. If there is no pool of blood, 
keep firing because the monster will get 
back up! 


ZOMBIE DOG 


These zombie dogs attack in packs and 
won't hesitate to leap at your throat. The 
best way to destroy them is with two blasts 
from your Shotgun or around seven shots 
from your Handgun. Use RI to dodge their 
leaping attacks. 


ZOMBIES 


The walking dead don’t move very fast, but 
once they get hold of you, they go straight 
for the jugular! You can shove them out of 
your way and run around them easily. 
Zombies can be dispatched with any of 
your weapons, but your best bet is to take 
off their heads with a single shot from the 
Magnum or Shotgun. You may need a few 
more shots to put them down for good. 


CROWS 


These birds will peck you to death if you 
aren't careful. They’re easy to pick off with 
a single shot of the Handgun, but their 
strength lies in numbers! You can outrun 
them if you’re moving at full speed. 


DRAIN DEIMOS 


These six-legged creatures crawl up walls 
and onto the ceilings and are able to leap 
great distances. Two shots with the 
Shotgun or a single Grenade will take them 
out. They usually appear in pairs, 
fortunately there is often an exploding red 
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RESIDENT EVIL 
3: NEMESIS 


The nightmare continues with 
Resident Evil 3: Nemesis. More 
zombies, creepy crows and gore than 
you can shake a dismembered limb at. 
Don’t worry, it’s just ketchup. 


box near by. Use RI to target the box—the 
resulting explosion will take out one, or 
even both of them. 


HUNTER BETA 


These monsters have claws on both their 
toes and the ends of their very long arms. 
They will jump and swipe at you when 
attacking—stay far away from them or 
dodge quickly! Hunters are best taken out 
with the Shotgun or Grenade Launcher. 


HUNTER GAMMA 


These amphibian creatures don’t have the 
claws of their brethren but, with their large 
legs, they can jump much better. Take them 
out with the Shotgun or Grenade Launcher. 


GRAVE DIGGER 


These creatures have large mouths with 
four teeth that can cause a lot of damage. 
Use Grenades to ward them off 
temporarily. You can eventually kill them 
with Grenades if you manage to use 
enough. 


GIANT SPIDER 


These creatures crawl on the ceiling and 
can spit poison. They also carry smaller 
spiders that can temporarily stun you. The 
big ones can be killed with Shotgun blasts 
and Grenades, the smaller ones with a 
Handgun or Grenade Flame rounds. 


SLIDING WORM 


Although they crawl on the floor, they can 
also leap onto you and attach themselves 
to your back. When that happens, press 
the dodge button repeatedly to shake them 
off. They are generally found in 
underground waterways and come in 
groups. You can avoid them by running 
around them, and they can also be taken 
out easily with the Handgun or any other 
weapon you can get your hands on. 


BRAIN SUCKER 


Like Drain Deimos, these creatures can 
stand up to attack you. They usually come 
in pairs. If there is no exploding red box 
near by, the best way to eliminate them is 
with a Grenade or two Shotgun blasts. 


SECRETS 


THE GAME CLOCK 

After the credits roll, you receive a grade 
based on the total time it took to complete 
the game and how many times you saved. 
The game clock still continues ticking even 
when you pause the game! A is the best 
rank, followed by B, C, D, E and, finally, F. 
Depending upon the ending you got to see, 
the ranking screen graphics will differ. Even 
with the lowest rating, completing the 
game entitles you to a few goodies. 


THE MERCENARIES: 
OPERATION MAD JACKAL 
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THEMERCENAL 


AThis mini-game puts you in the role of Mikhail, 
Carlos or Nikolai. Each has a different assortment 
of weapons and health power-ups. 


Depending upon your performance, you'll 
be able to purchase weapons with the 
money awarded. An Assault Rifle with 
infinite ammo is $2,000. A Gatling Gun with 
infinite ammo is $3,000. A Rocket 
Launcher infinite ammo is $4,000. Every 
weapon with infinite ammo is $9,999. Once 
purchased, these weapons can be used in 
the regular game! 

The goal of the mini-game is to reach 
the destination shown on the map before 
the time runs out. You’ll be awarded extra 
time for killing, shoving, and otherwise 
interacting with zombies along the way. 
And the Nemesis does make an 
appearance. If you can take him out, you'll 
receive even more time. Finally, there are 
civilians who must be rescued. 


QUICK DECISIONS 


1. Fight Monster or Enter Police Station 
Where: Outside RPD. 

If you choose to Fight Monster, you get 
a chance to take the ID Card from Brad’s 
body. This allows you to access the 
computer in the RPD lobby and get the 
combination to the evidence room drawer 
which holds the STAR Office key. 

If you Enter Police Station, you have to 
find your own ID Card in the conference 
room. Fight your way in and return back to 
the lobby to access the computer and 
obtain the password. 

Best Choice: Fight the Monster 


AThe best decision to make here is to fight the 
monster, but it’s up to you. 


If you find all 30 documents, Game Instruction 
A will turn into Jill’s diary. However, you must 
find and read the files in the following order. 


Game Instructions A (Blue) 
Game Instructions B (Red) 
Clock Tower Postcard 
Photo A 

Marvin’s Report 

David’s Memo 

Fax From Kendo Gun Shop 
Mercenary’s Diary 

City Guide 

10. Photo B 

11. Photo C 

12. Reporter’s Memo 

13. Mechanic’s Memo 

14. Manager’s Report 

15. Business Fax 

16. Dario’s Memo 

17. Operation Instruction 

18. Art Picture Postcard 

19. Mercenary’s Pocketbook 
20. Director’s Diary 
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21. Photo D 
22. Medical Instruction Manual 
23. Photo E 


24. Written Order to the Supervisors 
25. Supervisor’s Report 

26. FAX From The H.Q. 

27. Manager’s Diary 

28. Security Manual 

29. Incinerator Manual 

30. Classified Photo File 


Then, Game Instructions A (Blue) turns into 
Jill’s Diary. What Jill wrote is a surprise, 
you’ll have to find that out for yourself. 


2. Run Into Basementor Hide in Kitchen 
Where: If you head toward the 
restaurant first, Nemesis confronts 

Jill and Carlos there. 

If you Run into Basement, it starts to fill 
up with water. You must exit using a 
ventilation shaft or else climb back up the 
stairs where the Nemesis awaits you. 

If you Hide in Kitchen, Jill throws a lit 
flame at the leaking gas, causing an 
explosion that knocks Nemesis out 
temporarily. You are then able to take the 
Eagle A parts from him while he is 
unconscious. 

Best Choice: Hide in Kitchen 
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3. Jump out Window or Hide in the Back 
Where: If you head towards the newspaper 
office first, Nemesis confronts Jill and 
Carlos there. 

If you Jump out Window, you discuss 
Umbrella with Carlos before heading to the 
restaurant to find the Green Gem. Nikolai, 
not Carlos, will later appear at the gas 
station. 

If you Hide in the Back, the Nemesis 
knocks himself out trying to reach you. You 
can then take the Eagle A parts from him 
before he wakes up. 

Best Choice: Hide in the Back 


4. Head to the Emergency Exit 
or Increase the Electricity Output 
Where: At the power plant. 

If you Head to the Emergency Exit, you 
may be attacked by Nemesis outside. You 
then have to fight your way through the 
zombies to get back inside and obtain the 
Fuse. The transformer settings will not have 
changed for the second door’s puzzle 
sequence. 

If you choose to Increase Electricity 
Output, you fry the zombies. The puzzle 
sequence for the second door will be 
different as the transformer settings 
change. The back door will remain locked. 
Best Choice: Increase the Electricity Output 


5. Climb Up or Jump Off 
Where: On the way back through the 
parking lot. 

If you Climb Up, the falling crates miss 
you by inches. You can continue the game 
as if nothing happened. 


La . | 4f you Climb Up you 

=f |= {carry on with the game 
jas if nothing happened. 

-sä This is probably the best 

thing to do, but again, 

it’s your decision. 


If you make the decision to Jump Off, 
you have to fight off leeches on your way 
to the ladder. When you climb back up to 
the parking lot, the manhole remains open. 
Best Choice: Climb Up 


6. Emergency Brake or Jump out Window 
Where: In Trolley. 

If you decide to Use Emergency Brake, 
you enter the Clock Tower area from the 
courtyard. You encounter Carlos in the 
dining room and slap him. He comes to 
your aid against the Nemesis later by 
destroying the rocket launcher. 

If you Jump Out Window, you enter the 
Clock Tower area from the bedroom. You 
encounter Carlos in the library area. He 
won't come to your aid against the 
Nemesis, who still has the rocket launcher. 
Best Choice: Use Emergency Brake 


CONTINUED > 
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7. Use Light or Use Cord 
Where: Clock Tower. 

If you Use Light, the Nemesis is 
temporarily blinded—allowing you to knock 
him off the ledge. 

If you choose to Use Cord, you give 
the Nemesis an electric shock. You can 
take the Eagle B Parts from his body, but 
he awakens shortly thereafter. 

Best Choice: Use Cord 


8. Push Him Off or Jump Off 
Where: Bridge connecting park to factory. 

If you Push Him Off, the Nemesis falls 
down below and you enter the factory. You 
meet up with Carlos and he precedes to 
tell you about the plan to nuke the city. 
Later, Nikolai ambushes you but he is killed 
by the Nemesis (before you confront it). 
When you complete the game, you see 
Ending #1. 

If you choose to Jump Off, you end up 
entering the factory in a different place. 
Carlos will save you in the tunnel, where 
he warns you to watch out for the 
traitorous Nikolai. You see Nikolai leave the 
factory through the shutter door, and then 
when you complete the game, you see 
Ending #2. 


9. Negotiate with Nikolai or Return Fire to 
the Chopper 

Where: In the factory on the way out. 

If you Negotiate with Nikolai, he leaves you 
to die. 

If you decide to Return Fire, the 
chopper is destroyed. You’re stuck in the 
factory unless you can find another way to 
escape. 

Best Choice: Negotiate with Nikolai. Either 
decision results in the same ending, but 
this way you won't waste ammo or lose 
health by fighting 


10. Exterminate Monster 
or Evacuate Facility 
Where: Factory. 

If you decide to Exterminate Monster, 
you pick up a gun and destroy the 
remnants of the Nemesis. However, if the 
missile is close to detonation, you may not 
escape in time. Otherwise, you meet 
Carlos outside and leave before Raccoon 
City is nuked. 

If you Evacuate the Facility, you meet 
Carlos outside and leave before Raccoon 
City is nuked. 

Best Choice: Either choice ends with the 
same result, however, If you’re low on time, 
you should probably choose to evacuate 


THE FINAL BATTLE 


As you enter the room, you lose control of 
Jill for the time being. The door locks 


behind you and a 4 minute countdown 
begins. Looks like you need to find a way 
out of here soon. 

The Nemesis is trapped in this room 
with you. He no longer has his trusty 
bazooka, but those whip-like tentacles 
aren’t much better. 

What happens next is an extremely 
helpful clue. Jill dodges the Nemesis’ 
attack right in front of a valve which, when 
hit, opens up and sprays an acidic 
chemical onto the monster. This is not to 
say that you’re able to dodge like that, but 
you can open the valves in another manner. 

Control is returned as you are in close 
proximity to the Nemesis. There’s nowhere 
to hide in the room. Although this area is a 
dead end, there are three valves here, so it 
is the easiest place to cause damage to 
the Nemesis. The chemical can hurt you 
too, so be careful! By using R3, you can 
target the valves with your weapons. They 
are too tight to turn on your own, but a 
well-placed shot will cause them to open. 
The only problem is that, with the Nemesis 
in close proximity, the auto-target will often 
lock onto him instead. 

He won't walk forward into the 
chemical spray. However, damage him first 
with a few grenade rounds and he may fall 
to his knees under the valve. Even after you 
douse him with chemicals, you’ve got to 
run back and forth to avoid his attacks. If 
he does get hold of you, replenish your 
health as soon as you can. 

Douse him with chemicals and/or hit 
him with weapons, so that his body starts 
to smolder. After a while, he falls...and he 
can’t get up! A Card Key falls out of the 
pocket of a researcher’s body nearby. Take 
it quickly and use it on the main door to 
escape before the counter runs out. 
Behind, the contents of the room— 
including the body of the Nemesis—are 
dumped into the chemical tank. 

Run straight out the door, and turn to 
your left, around the corner near the 
elevator. More zombies attack, so put them 
out of their misery. Continue through the 
far door, take a right in the hall, and enter 
the door to the resting room. Use the item 
chest to replenish your ammo and health 
power-ups. Check the map. There are two 
other places you've not been to yet (which 
show up as red flashing doors). One of 
them is the elevator near the steam vents. 
It’s beyond the door, under the red light. 


i | eq <Use the Card Key 
1 Jin order to access 
the elevator. 


With the Card Key you can now access 
the elevator. Take it down to a storage room 
and find Grenade Rounds. There’s also a 
storage locker at the far end of the room. 
The Facility Key should open the locker to 
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reveal a Rocket Launcher—you can still 
finish the game without this. Head back up 
in the elevator. 

Remember the shutter door near where 
you first entered this factory? Get there by 
heading out through the resting room, 
around the corner in the hallway, and 
straight ahead. The Card Key opens this 
door as well. Zombies are behind this door. 
Kill them and head up the stairs. Take the 
Green Herbs at the top, if you need them. 


What happens next depends upon the choice 
you made when you first crossed the bridge 


into the facility. If you jumped off the bridge, 
and Nikolai escaped, read on. Otherwise, 
skip ahead to C. 


Inside this room, is a First Aid Spray on 
a table and Magnum Bullets in the locker 
by the door. There’s also a portable radar 
receiver. After you take the radar receiver, 
you hear a familiar voice. It’s Nikolai. And 
he’s taken the helicopter! 


Quick Decision #9 


Should you attempt to negotiate with 
Nikolai or exchange fire with the chopper? 


if you want to fight, read on. Negotiators, 
skip ahead to A. 


Aim your Grenade Launcher (or other 
weapon) upwards as the chopper passes 
by the window. You’re likely to get hit a few 
times, so replenish your health. After a few 
good hits, the chopper bursts into flames. 
Skip to B. 


i] <Gun down the chopper. 
You’re still alive, but 
you’re now chopper-less! 


AYou may well be able to to talk 
yourself out of this one, but you still don’t 
have a chopper. 

B Carlos comes in and discusses the 
situation. If you leave the room and come 
back, you hear the radio come to life 
briefly. Too bad you can’t send a message! 
Carlos takes off as you decide to check out 
the ladder. The facility locks itself down as 
you descend. Skip ahead to D. 

C If you saw Nikolai die earlier, you’re 
suddenly contacted by Carlos inside the 
next room. He explains that Raccoon City 
is about to become “ground zero.” You take 
the portable radar receiver automatically — 
it shows how close the nuclear missile is to 
your location. 


You will come across various items that will 
help during in the game. Press xX when you're 
facing them to add them to your inventory. 


If you need more ammo or health 
power-ups, take the First Aid Spray and 
Magnum Bullets found in the locker before 
heading to the ladder. 

D Last chance at an item chest. Kill the 
zombies. On the shelf at the far end of the 
room is some ammo. Take it and pass 
through the double doors. Run through this 
area, taking the Classified Photo File from 
the path, and enter the far door. The door 
collapses behind you. Move on into the 
room and find the #1 power distribution 
unit. Take a right and head around the 
corner and straight ahead. There’s a control 
panel next to unit #3, which you can 
activate. 


<Jill must activate 
the control panel in 
this room. 


When the control panel is activated, 
you’re told that the unit needs power. The 
lights on all of the power units will turn on. 
Head back to unit #1 and walk straight into 
it, so that you push it back inside its 
container. 


fia 


% aYou should use Jill 
as bait to trap and kill 
the creature. 


A creature falls into the room and then 
transforms into a giant monster. You should 
ignore it (if you can) and run around the 
corner and take a left to power unit #2. Push 
that power unit into the container. 

Head for power unit #3. When all three 
batteries have been activated, you will hear a 
voice say something about firing a cannon. 
Avoid the monster temporarily, while the 
cannon powers up. 

Use health power-ups if you’ve been 
sprayed or hit more than once. The cannon 
suddenly comes to life and takes out an 
entire section of the room. Now, you’ve got 
a way to escape the creature. 

Your goal is to get the creature into the 
path of the cannon. Run through the 
newly-created path so that it follows you in. 
Run all the way around the room so that 
you end up behind it. When it turns 
towards you, run around the room again to 
the other side. By running back and forth, 
you keep the creature in the cannon’s path. 
You hear a short countdown each time 
before the cannon is about to fire. 

After the monster has been hit 3 or 4 
times, it dies. The cannon, overheated, 
powers down. At last, it’s over! Head to the 
exit door. As you start to leave, you realize 
that part of the creature has survived. That 
brings you to make your final decision. 


Quick Decision #10 

Do you stay and exterminate the monster, 
or do you ignore it and evacuate the 
facility? If it is too close, you should 
evacuate. Don’t leave until the job is 
finished. You lose control of Jill, but you 
can watch as she grabs a nearby weapon 
and empties it into the remains of the 
Nemesis. It’s finally over! Activate the 
elevator control panel and leave the facility. 

Who, or what, is it? And what does it 
have against S.T.A.R.S. members? You may 
not live long enough to find out, if you 
aren't careful! Not only does he carry a 
rocket launcher, he runs fast and has a 
long reach. On the plus side, he likes to 
pick you up and throw you a few times 
before killing you—giving you a brief 
chance to replenish your health and/or to 
escape. Use the dodge button to struggle 
free from his grasp. 

Generally speaking, the best thing to 
do when confronted by the Nemesis is run! 
Use the R3 or RD button to dodge his 
attacks, and replenish your health if you are 
hit. Although he follows you from area to 
area, there are certain places that he never 
enters—namely, save points. If you are near 
a save point, enter the room and wait it 
out. Although the game’s clock will 
continue to run, the longer you wait, the 
less likely the Nemesis is to be outside 
when you leave the room. 


LEON’S ARSENAL 


ENCOUNTER OUTSIDE THE R.P.D.: 
The first time you see the Nemesis, he has 
just disposed of S.T.A.R.S. member Brad 
Vickers. You are given the choice to fight or 
run into the police station. At this point in 
the game, the only weapons in your 
possession are incapable of stopping him. 
If you choose to fight, run and try to dodge 
his attacks. You’ll soon realize that you 
can’t win and will run for cover, into the 
station. 


ENCOUNTER IN THE NEWSPAPER 
OFFICE OR RESTAURANT: 


In either of these situations, you are asked 
to make a quick decision. One of the 
decisions will allow you to temporarily 
incapacitate the Nemesis. At that point, 
you can take the Eagle Parts from his 
prone form, but don’t delay too long—he’ll 
be getting back up very soon. 


ENCOUNTER ON THE 
CLOCK TOWER BALCONY: 


You will have to make a quick decision 
here, which either incapacitates the 
Nemesis temporarily or sends him over the 
edge. In either event, you don’t actually get 
to fight it out. 


PSX GAMER’S GUIDE VOL.1 


ENCOUNTER IN THE 
CLOCK TOWER COURTYARD: 


Here’s where you finally get to fight it out! 
This is your first big battle with the 
Nemesis. He may or may not be equipped 
with a rocket launcher, depending upon 
how you left the trolley. In either case, fire 
your Grenade Launcher at him from long 
range, then turn and run. 

When he is about to strike you, try to 
dodge. You can use the Mine Thrower to 
line the area with tiny explosives, which 
detonate when the Nemesis nears them. 

The key is to “hit and run” —fire a shot 
with your most powerful weapon, then run 
away. Don't be fooled when he collapses! 
Keep your distance and continue firing. 
Replenish your health, so that you can survive 
long enough to knock him into the flames. 


ENCOUNTER AT THE DEAD 
FACTORY: 

There’s nowhere to run as this encounter 
takes place in a locked room. The key 

is to utilize the valves on the pipes which 
line the walls of the room. If you can hit 
them with your weapon when the 
Nemesis is near, they will open and 
spew acid onto him. 

Try to stun him with a few Grenades 
first, and use Shotgun Rounds only if you 
are out of Grenades. Replenish your health 
as soon as you regain your footing, after 
being thrown around. You can try to run 
around the room and dodge his attack, but 
remember that you only have a limited 
amount of time in which to take him out. 
It’s best to stand your ground in the area 
with several valves on the wall, running 
back and forth so as to keep the Nemesis 
near the pipes. 


FINAL ENCOUNTER AND 

THE DEAD FACTORY: 

Is this what the Nemesis has mutated into? 
Can this be? A giant slug-like creature with 
tentacles? 

For your final battle, you have a little 
help from the rail gun. Try to keep the 
Nemesis in the gun’s firing line at all times 
by running from the front of the creature to 
its rear and then back again. You’ll hear a 
countdown when the rail gun is ready to fire. 
Don't bother wasting your ammo on it, but 
do have health power-ups ready, in case you 
get hit with a tentacle or a spray of acid. 


There are two classes of common objects that 
can be mixed in Resident Evil 3: Herbs and 
Gunpowder. Learn how to combine the herbs 
and ammo to create the specific item you 
need. The more you create the same 
Gunpowder mix, the “better skilled” you will 
become—i.e. you will end up with a larger 
amount of ammo. 
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RESIDENT EVIL 


RESIDENT EVIL: 
SURVIVOR 


BASIC TRAINING 


USE THE APPROPRIATE WEAPON 


Don’t waste 
your limited 
ammunition 
(Shotgun 
shells, 
Magnum 
rounds, 
Grenades) 
on enemies 
such as Zombies, Zombie Dogs or Tyrants. 
Conserve ammunition for the more 
powerful weaponry for use against the 
more powerful creatures—Lickers, Hunters, 
Giant Spiders, Ivy, etc. 


KEEP YOUR DISTANCE 


If possible, put as much space between 
you and your target as possible. This is 
especially useful against Zombies, Lickers 
and Hunters, giving you time to line-up the 
nearest enemy for a clean, accurate shot. 
Don’t stay in the middle of a room that’s 
filled with Zombies—move to a wall so you 
can see all of your cannon fodder. 


DODGE ’EM 


You don’t have to shoot every Zombie that 
you encounter. If there’s enough room to 
run by, do so. You’ll complete the game 
much quicker and the faster you fight, the 
higher your overall rating at the end. 


MASTER THE “QUICK TURN” 


You can 
execute a 
quick turn in 
Resident Evil: 
Survivor 

by either 
pressing 
on the analog 
joypad or by 
tapping either the A or B buttons on the 
gun. This allows you to spin and face the 
nearest target, ensuring that you don’t waste 
time searching for it. If an active target is 
unavailable, the quick turn feature will spin 


you to face a useful item (i.e. a Herb, a key, 
a file). If there are no items to be picked up, 
the quick turn function will point you toward 
the nearest exit. Pressing the ŒD or A/B 
buttons repeatedly, cycles through the 
nearby features whether they are a target, 
item or pathway. 


RELOAD MANUALLY 


You'll notice 
that when 
you battle 
some of the 
bigger 
creatures, 
they sneak 
in attacks 
while your 
handgun, Shotgun, or Grenade Launcher is 
automatically reloading. You are helpless 
while this happens, but you can avoid this 
uncomfortable moment by accessing the 
Status screen (press or hold A and B 
together on the gun) when your ammo is 
running low. By pausing the battle, you can 
reload your active weapon manually 

(by combining the correct ammunition 

with it). Then, return to the battle and 
continue firing. 


“IS IT DEAD?” 


You can 
easily tell 
when most 
enemies are 
dead when a 
puddle of 
blood pools 
on the floor 
underneath 
their twitching corpses. For Zombies, 
Zombie Dogs and Lickers, the pool of 
blood is a tell-tale sign that they won't be 
getting back up again. Hunters leak green 
blood in the same way, while Spiders go 
belly-up when their life force is spent. 
Tyrants sway from side-to-side when 
defeated, while Ivy jerks back and 
crumples to a heap on the floor when 
bested in battle. 


TRAINING FILES/UK ARCHIVE — STATUS: 
DECLASSIFIED ALL OPERATIVES ARE 
REQUIRED TO PASS TACTICS MODULE. 
LOADING TACTICS MODULE.... 


CONSERVE YOUR POWERS 

You don’t need to use a First Aid Spray or a 
Green Herb after every little battle. It’s 
perfectly possible to soldier on with a 
yellow Condition rating, even a red one 
(although it’s not recommended). 


COMBINE GREEN 

HERBS WITH RED HERBS 

Make it 
common 
practice to 
mix every 
Green Herb 
that you pick 
up with a 
Red Herb. 
Red Herbs 
are useless on their own, but boost the 
power of whatever Herb they are combined 
with. The resulting Mixed Herb can cure a 
character that’s knocking at death’s door. 


PLAY IT AGAIN, SAM 

Finish 
Resident 
Evil: Survivor 
and you get 
the 
opportunity 
to save your 
weapons 
and 
inventory items for use next time you play. 
You can also save your weapons at the 
Continue screen should you die in battle. 


CONTINUE 


CEECECEt 


A SURVIVOR’S MAP: 
THE QUICKEST ROUTE 


With a choice of pathways through the 
game, our researchers have isolated what 
they believe is the quickest route from the 
opening Alley 1 Stage to the climactic 
Heliport Stage. The total time that it takes 
you to complete Resident Evil: Survivor 
also has a bearing on your eventual 
ranking. Complete the challenge in under 
90 minutes for a shiny “A” classification.... 


RESIDENT EVIL: 
SURVIVOR— 
THE FLOWCHART 


Alley 1 Stage1 


Restaurant Stage 
Alley 2 Stage2 
Arcade Stage 

Sewer Stage 
Prison Stage3 
Roof Stage 
Umbrella HQ Stage 


Gutter Stage 


Rott’s House/Cable Car 
Stage4 


Forest Stage 


Mansion/Factory Stage 


Heliport Stage 


a 


At the end of the Alley 1 Stage, the 
Restaurant stage is a puzzle-free and 
speedy route to the Alley 2 stage. It also 
yields a Green Herb. 

At the end of the Alley 2 Stage, easy-to-kill 
squads of UT Troopers dominate the Arcade 
Stage making it a fast and efficient pathway 
toward the sewers and the prison complex. 
Avoiding the Alligator Stage, choose the 
Roof Stage for a quick-fire, injury-free set 
of confrontations with the weakly armored 
UT soldiers. 

Again, by opting for the Forest Stage 
instead of the Coal Mine and Cliff Stages, 
you can fight UT Troopers rather than the 
Lickers and Tyrants that make the two other 
routes slightly trickier. 
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RESIDENT SECRETS 


e ADVANCED SEARCH: SECRETS 

e 1 MATCH FOUND: RESIDENT EVIL: 
SURVIVOR ,SECRETS, (1 file) 
LIST ‘SECRETS’ 


Using the tactics described in the Sheena 
Incident files, operatives will have all the 
necessary information and equipment to 
complete the designated Survivor mission. 
Furthermore, analysis of data received 
from Sheena Island has suggested that an 
extra gun—the Rocket Launcher—exists to 
be collected in the mission. It is reported 
that this high-impact, area-effect weapon is 
the most powerful in the immediate vicinity, 
able to destroy the biohazard mutations on 
Sheena Island with extraordinary ease. 
Reports also suggest that the Rocket 
Launcher benefits from unlimited 
ammunition reserves much like Handguns 
A, B, C and D. All available tactical data 
suggests that the acquisition of this 
weapon is imperative to the total 
completion of the Sheena Island mission. 
Detailed information now follows: 


e FILE CONTAINS ENCRYPTED DATA. 

LEVEL 12 SECURITY CLEARANCE 

REQUIRED FOR ACCESS. 

ENTER SECURITY PASSWORD: *******/** 

e CASE FILE # SH98-6753A/SHEENA 
ISLAND INCIDENT/SECRETS - 
SECURITY CLEARANCE: GRANTED 


There are several tasks that need to be 
completed in order to obtain the ultimate 
weapon in Resident Evil: Survivor. 


COLLECT ALL THE 
AVAILABLE WEAPONRY 


You must complete the Survivor mission 
three times, picking up all of the following 
seven weapons: 


Handgun A (default) 

Handgun B (Hospital Stage) 

Handgun C (Arcade Stage) 

Handgun D (Library Stage) 

Shotgun (Prison Stage) 

Grenade Launcher (Umbrella HQ Stage) 
Magnum (Factory Stage) 


By completing the Survivor mission, 
you get the option to save your score, plus 
the guns and inventory items that you 
have. By picking LOAD GAME at the 
options screen rather than NEW GAME you 
can replay Resident Evil: Survivor from the 
beginning with the advanced weaponry. 


COLLECT ALL OF THE FILES 


As you must complete the game three 
times to pick up the seven available guns, 
you can also pick up all 13 of the featured 
files. The files that need to be collected are: 


Church Manager’s Diary 
(Church Stage) 

Restaurant Manager’s Diary 
(Restaurant Stage) 
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Report On Destroyed Raccoon City 
(Arcade Stage) 

Patients’ Chart 

(Hospital Stage) 

Umbrella Top Secret File 
(Library Stage) 

Janitor Andy’s Diary 

(Sewer Stage) 

Prison Chief’s Diary 

(Prison Stage) 

Young Man’s Diary 

(Prison Stage) 

Vincent’s Diary 

(Umbrella HQ Stage) 
Vincent’s Tapping Record 
(Umbrella HQ Stage) 

Rott’s Diary 

(Rott’s House/Cable Car Stage) 
Factory Worker’s Diary 
(Factory Stage) 

How To Extract The Material 
(Factory Stage) 


ACHIEVE “S” RANK 


Upon completion of the Survivor mission, 
operatives receive a rank based on their 
performance. This is generated by taking 
five factors into account—the subject’s hit 
ratio (as a percentage), the time taken to 
complete the game, monsters killed, and 
whether any Continues or First Aid Sprays 
have been used. You don’t need to have 
collected all 13 files to achieve “S” Rank, 
but this top rank cannot be achieved by 
playing the Easy difficulty level. 

To achieve “S” Rank, you need to play 
Resident Evil: Survivor in Normal mode 
and obtain a total ranking “score” of 
between 451-500 points. These points 
are calculated as follows: 


Hit Average: the percentage equals the score 
(i.e. 75%=75 points). 

Time (minutes): 0-60=100 points, 1 point is 
deducted for every minute over 60 (i.e. taking 
100 minutes will score you 100-40=60 points). 
Monsters Killed: killing 165+ monsters scores 
you 100 points; 1 point is deducted for kill 
scores below this total (i.e. 164 kills=99 points). 
Continues used: 0=100 points, 1=75 points, 
2=50 points, 3=25 points, 4+=0 points. 

First Aid used: 0=100 points, 1=80 points, 2=60 
points, 3=40 points, 4=20 points, 5+=0 points. 


Thus, to achieve “S” Rank, you need to 
complete the game in under an hour (100 
points), kill 165+ undead (100 points), have a 
70%+ hit ratio (70 points), use no Continues 
(100 points) and no First Aid Sprays (100 
points). This will achieve a total of 470 points, 
easily within the 451-500 target range. 

When all of the above conditions have 
been met, the security services feel that 
you have sufficient experience to be issued 
with the Rocket Launcher. 


ENCRYPTED FILE SEGMENT ENDS 
CONTINUE SEARCH (YES/NO?) 
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RETURN FIRE 


RETURN FIRE 


Combining simple strategy and planning with enjoyable arcade blasting, this neat little game plays much better than it 
looks. Here are the secrets to beating each and every level. 


APONS BRIEF 


Helicopter: The ’copter is very fast, but has 
virtually no armor. It’s excellent for 
reconnaissance and mine clearance. Turrets 
aimed at choppers can’t be fooled into 
hitting their own troops, although this tactic 
can be used with ground forces. 

Tank: These are faster than ASVs but have 
less armor. However, tanks can rotate their 
gun in a complete circle, making them 
extremely versatile weapons. 

ASV: Heavy and slow, but well armored, this 
workhorse is best used to methodically 
eliminate the enemy’s turrets. The ASV is 
vulnerable to fast-moving drones. 

Humvee: This is the only vehicle that can 
pick up the enemy’s flag. As its grenades 
inflict minimal damage and it has almost no 
armor, the Humvee should be reserved for 
bringing home the bacon. 

Note on Mines: If you hit a mine, reverse 
immediately—you might survive with your 
armor dented. If you stay still or press 
ahead into the heart of the blast, you'll 
almost certainly be killed. 


Here’s the best way to beat a stage on 
every tier. Follow these strategies and 
you'll be able to complete the game in 
record time. 


VA little time spent scouting the enemy and 
planning your attack will make things much 
easier. 


THE CAKEWALK 


This mission is as simple as falling off a 
log. Treat it as a practice run. First use the 
helicopter to harass the people on the 
southern island. This isn’t really necessary, 
but it’s good practice. Go back to base 


eee and get a tank. Take it 
to the flag tower and 
pummel it. You can’t 
capture the flag with a 
tank, so go back for a 
Humvee. Bring back 


A Use the the flag and victory 
helicopter to scout ÍS yours. 
enemy positions. 

CURL UP AND DIE 


The sensible way to complete this level is 
to smash every gun turret with a tank or 
chopper, take out the flag tower, then 
collect the flag in a Humvee. For a real 
challenge, try destroying only the flag 
tower, then running the gauntlet with the 
almost armorless Humvee while collecting 
the flag. It can be done. 


DAVY JONES’S JEEP 


The flag tower on this level is heavily 
defended. Take the chopper on a recon 
mission to get some idea of what you’re 
dealing with, then attack the gun turrets 
one at a time. Avoid moving into positions 
where you can be hit by more than one 
turret. The turrets always home in on you 
and fire in a straight line, so if you position 
your vehicle so that there’s a building (or 
even another turret) between you and the 
enemy, you can lure the opposition into 
destroying their own buildings. 

After taking out the flag tower, squash 
a few trees and tents to give your Humvee 
a clear run back to base. 


CORNERED 


Use a tank to deal with the two enemy 
compounds. When you reach a walled 
compound, skirt around the outside of the 
complex, blasting turrets as you go. 

If you stay in one place too long, you’re 
harassed by a drone—wait until it passes 
then give it some lead. It’s more important 
than ever to clear the route back to base 
for the Humvee, because you can't afford a 
moment’s delay while there are enemy 
drones around. 


CHESS ONE 


Using a tank, turn your gun through 90° 
and circle the enemy. Stop for nothing— 
don't even hesitate. This tactic allows you 
to score a few good shots, though most of 
the damage will be caused by the enemy 
troops as they start shooting each other. 


PRIMA’S UNAUTHORIZED STRATEGY GUIDE 


When you run out of bullets, carry on 
circling until you run out of fuel, then grab 
another tank—this method is far quicker 
than returning to base. When the battle is 
over, bring out the Humvee and collect 
the flag. 


ATake out gun turrets systematically, one at a 
time, while staying out of range of the rest. 


LONG ISLAND 


Take a tank. If the enemy flag is on the 
small island to the northeast of your 
position, there are no bridges to get you 
there. Make sure you stay in the shallow 
water. Take out all enemy turrets you 
encounter along the way (ignore the 
ones too distant to see you), then 

send a helicopter to clear away any 
remaining mines. 

Make sure the route to the flag is 
hazard-free before sending in a Humvee— 
with enemy drones about, you can’t afford 
to hang around. 


GATOR BAIT 

Check out the world map. The flag is in one 
of three towers, so take a chopper directly 
to each structure and blast the flag towers 
and surrounding turrets. 

When you find the flag, use the 
chopper to clear away any mines littering 
your path, then send in a tank to wipe out 
the turrets. You know the deal from here.... 


BLOODSHOT 

This time there are four flag towers. Using 
the tank (helicopters are too flimsy), attack 
the two northwest structures first. 
Whichever one you decide to go for, 
memorize the route before leaving the 
bunker. 


When you have found the flag, use any 
remaining units to smooth the way for the 
Humvee. It’s a long way, and you don’t 
want to put it at risk. 


IRISH SPRING 
i i You know exactly 
where the flag is, but 
there’s a dense forest 
filled with gun turrets 
between the prize and 
your bunker. After 
dealing with the two 
units directly in front of 
your position, pick your 
way down the west 
side of the island using 
ASVs and taking out 
one turret at a time while using the trees 


A The map screen 
gives you a 
valuable overview 
of each level and 
the location of your 
objective. 


A The later levels get bigger and more 
complicated, but just stick to the same tactics— 
they work. 


for cover. Smash your way through 

the wall halfway down the island and 
proceed to the flag tower, taking care of 
the lines of turrets on both sides of it. Use 
the helicopter to clear the mines around 
the flag. 

You’re never too far from your bunker, 
so keep going back for repairs, clearing 
forest as you go to make life easier for 
the Humvee. 


CASTAWAY 
There are six flag towers this time, but at 
least you’re not encircled by them. 

Picking your way through with a ground 
vehicle is inadvisable—the enemy 
fortifications are too strong. Instead, use 
the chopper and strafe the flag towers. 
You'll have to sacrifice a couple of units, 
but hey, this is war. Try to remember where 
the major fortifications are and do your 
best to avoid them. 


NO GAS UP 

This level is a lot easier than it looks. Take 
an ASV around the east side of the island, 
smashing the turreted wall that blocks your 


way. Go back to base and pick up a 
helicopter. Fly over the perimeter wall of 
the main fort and strafe the turrets, 
watching out for enemy fire. When you’ve 
secured the outer wall, go back to base 
and grab a tank. 

Drive it to the road inside the fort’s wall 
and let the turrets blast each other to bits. 
Then mop up the mines with a chopper 
and call for the cavalry. 


CAMPGROUNDS OF AMERICA 

This level is tailor-made for helicopter 
strafing, but don’t even attempt to take off 
until you have cleared the turrets near your 
bunker—you won't make it. Fly in a straight 
line above the flag towers. Keep an eye on 
the fuel and ammo bars, then send in the 
heavy brigade when you’ve uncovered the 
flag. Keep your cool and don’t get 
impatient—this is a long level. 


TRUCKIN’ 

There are eight flag towers in all. A carefully 
used ASV can creep along in the shallow 
waters, pick off a few gun turrets, slip 
inside a fort, and blast the flag tower 
within. If you cleared the route on your way 
to the fort, you can escape without taking 
too much damage. 

Go back to base and rearm, then 
repeat the procedure for the other flag 
towers. Remember to keep a helicopter for 
the northern and southern island-based 
towers. 


DEJA VU 
There’s no problem finding the flag towers 
on this mission—they’re all in the bottom- 
left corner of the map. The trouble is, you 
have to go all the way around the islands to 
get to them. The route (from island to 
island) is: east, south, east, east, north, 
east, south, west, west, west. 

Pick your way through the islands, 
returning to base for supplies and armor 
when required. Try not to shoot the fuel 


AThe chopper has virtually no armor to speak 
of, so you must be careful to dodge all enemy 
attacks. 
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depots (you might need them), and make 
sure you’re not killed on a bridge. If a 
key bridge is destroyed, you have to 
restart the level. 


GOP 

The landscape is elephant shaped, with 

flag towers located at the animal’s trunk 
and feet. Grab an ASV and demolish the 
turrets near the bunker. Strafe the towers 
with a chopper, but make sure you’re not 
caught in crossfire. 

Once you have located the flag, the 
usual tactics apply: Send in tanks and 
ASVs, return to base for supplies 
whenever necessary, and leave a clear 
path for the Humvee. 


TREASURE ISLAND 

This level is a real killer. From your home 
island, move onto the circle and work your 
way clockwise until you reach the western- 
most point. Next, move due east to the 
central island. 

Helicopter strafing isn’t recommended 
on this mission, because it’s so easy to get 
trapped in crossfire. Instead use tanks, 
returning to base as often as required. Take 
the road between the turrets and the 
enemy shoots blindly at itself. This mission 
is a real trial, but if you hang in there you'll 
come out on top. 


SEACHING FOR BOBBY FISCHER 

This level should be treated like the earlier 
chess-inspired stage, but it’s far more 
complex. Use the helicopter to destroy the 
lines of turrets that prevent land vehicles 
from circumnavigating the area. Once the 
route is safe for land vehicles, take a tank 
and circle the base. The enemy troops on 
opposite sides of the base fire at each 
other, leaving you to clear up the scraps. 


, 


800820300096 
800820400032 
800820220004 
800820160180 


Infinite Ammo 
Infinite Ammo 
Infinite Armor 
Infinite Fuel 
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RIDGE RACER 


The racing game that helped make the PlayStation an overnight hit in Japan when it first arrived, Namco’s classic 
arcade racer is still horrifically addictive years later. If you’ve never played it, you really should—and here’s what you 


need to know to master the game. 


> Graphically, 
Ridge Racer 
may have been 
surpassed by 
more recent 
titles, but it’s 
still a blast 

to play. 


THE COURSE 


Ridge Racer starts in the city. As the race 
moves into the outskirts, you pass through 
a tunnel that quickly leads onto a 
mountainside pass. After a brief climb up 
the pass, you cross a suspension bridge 
that quickly takes you right, onto an 
oceanside stretch. At this point you should 
again be at top speed. 

Carefully navigate the S-curve and 
prepare to slow down, because the road 
takes a sharp turn to the right again. You 
head back into the mountain as the road 
curves to the left. Just ahead is a short 
Main Street section and another tunnel. In 
tougher runs, an extended section of track 
through a construction site is added. 


THE EXTRA SECTION 


Beginning with the High Level, three-lap 
course, an additional section of track is 
added, just after the Main Street tunnel. 
This section is narrower and laden with 
tight curves; it’s one of the most 
demanding sections of track for drivers of 
any standard. 

The extended section begins with a 
quick ride through a crowded construction 
area, then takes a sharp turn to the right. 
You should watch out for the turn 
indicators on the walls ahead closely. The 
race continues through a brief traightaway, 
then through another sharp curve to the 
right. Brake just as you reach the middle of 
the curve, and use drifting techniques to 
navigate through the rest of the section. 


AVOIDING A SPIN OUT 


If you begin to lose control of your car in 
the right turns of the extended section, 
take your finger off the accelerator and turn 
firmly against the skid. Try not to oversteer, 
and do your best to keep the car away 
from walls. Accelerate out of the skid only 
when you feel you have regained control. 


BUILDING YOUR CAR 


Each car has different characteristics and 
has manual or automatic transmission, as 
desired. We recommend that beginners 
start with automatic transmission, moving 
to manual only after all the driving 
techniques are mastered. The car selection, 
however, is up to you. 

e The Red Naviway (car 3) is good for 
beginners. It doesn’t have a tremendous 
top speed, so it’s easy to handle. New 
players should use this car first to get 
familiar with Ridge Racer. 

e The Yellow Solvalou (car 2) has an 
average top speed and is good for 
intermediate drivers. It’s difficult to steer 
and has poor traction on 
tight turns. 

e The Blue Solvalou (car 12) handles like 
the Yellow Solvalou, but it has a slightly 
higher top speed. It’s a good car to use 
during the time trials, but it can get away 
from you in the turns. 

e The Pink Mappy (car 15) is another good 
car for intermediate drivers. It handles 
better than the Solvalous. Except for its 
color, the Blue Mappy (car 5) is identical. 

e The Orange Galaga (car 16) handles 
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beautifully and has a great top speed. 

The Galaga Carrot (car 6) handles just 

a little better, and has almost the same 
top speed. 

e The Bosconian (car 18) is a good car for 
advanced drivers and handles well with 
manual transmission. The Blue-and-White 
Nebulasray (car 8) is identical except for 
its markings. 

e The Red Xevious (Car 7) has the same 
acceleration as the Yellow Solvalou. This 
car is another great speed demon for 
advanced drivers. The Green Xevious (car 
17) has a higher top speed, but poor 
traction. 

e The elusive Black car (13) can only be 
attained by beating the car during the 
Extra Time Trial. This is not an easy task, 
but it’s well worth the effort: the Black 
car sticks to the road like glue and has an 
absolutely mindblowing top speed. 


HANDLING THE CAR 


Like most rally cars, the Ridge Racer 
vehicles have tight, quick, responsive 
steering. It’s important to learn how your 
car handles before taking on a big race. 
Test your skill by taking on the Solvalou in 
the Time Trail. Once you have mastered 
driving your car, you can beat opponents 
with your driving techniques and not just 
speed—although speed helps. 


DRIFTING AND 
DRAFTING 


Probably the most important driving 
techniques a player can learn are drifting 
and drafting. These techniques can shave 
precious seconds off your lap times and 
consistently put you in the winners’ circle. 

To drift, release the accelerator as you 
approach a bend, turn into the curve and 
tap the brake, then accelerate again. 

To draft, drive directly behind a car, in 
its slipstream. Before you hit it, veer to one 
side and accelerate past. 


Use Black Car 800801960000 


REVOLUTION 


The first sequel to Ridge Racer sticks with the same arcade gameplay as the original, but adds more cars and tracks to 
the mix. This guide tells you everything you need to know about both. 


’ YELLOW SOLVALOU 


A Each of the cars has its own unique 
combination of ratings—try to find the one that 
suits you best. 


These tips are based on a car with average 
grip and acceleration ratings. If you choose 
a faster vehicle that’s more prone to 
skidding, slow down when you approach 
corners. Conversely, a car with a high grip 
rating allows for harder driving. The Novice 
course is a piece of cake, so let’s start with 
the Advanced track. 


ADVANCED 


Unless you’re driving a car with very weak 
grip, accelerate through the corner in the 
first tunnel. After exiting the tunnel, move 
to the right side of the track and prepare 
for a right turn—you can tap the 
accelerator as you come out of it. Next 
comes a gentle switchback. Keep as 


tbe ait LENGTH 6170M 


AThe first of the challenging tracks, Advanced is 
fast, but with a few wicked corners thrown in. 


straight as possible through this twisting 
section, and don't be afraid to tap the 
accelerator to pick up 

speed when the car straightens in between 
turns. After a short straightaway you’re 
flung into an evil right turn. Don’t 
accelerate. Watch out for the blocked-off 
section of track just ahead—turn left, as 
you are indicated to do by the arrows. 

Keeping left in the second tunnel gives 
you the best approach to the upcoming left 
turn. Next comes a gentle right which takes 
you to the first checkpoint. Use the short 
straightaway to drift to the right side of the 
track, ready for a right hairpin. Slow down 
as you approach this corner—it’s quicker 
to tap the brakes than to zoom around the 
bend at top speed and spin off the track. A 
short straightaway and gentle left lead to a 
sharp right—you need to brake here if your 
car doesn’t have above average traction. 
This is immediately followed by a long, 
gentle left. In a car with good grip, hold the 
accelerator and tap left. If your vehicle has 
trouble holding the road, release the 
accelerator before steering left. 

Now the track weaves right and left 
before lurching into a very long right turn. 
Keep left for this corner, and brake if you 
drift toward one of the walls. Let go of the 
accelerator for the left turn further into the 
tunnel, then accelerate around the next 
couple of turns before returning to daylight. 
The road swings right then left before 
entering another long right turn. Keep right, 
but bear left as soon as you see the arrows 
indicating a left turn. This corner takes you 
into a long straightaway which completes 
the lap. 


EXPERT 


Keep in the center lane after the start, 
ready to turn left. Don’t turn too sharply, as 
you’re flung into a sharp right as you leave 
the tunnel—use your brakes. 

Next is a straight section. Hold the 
accelerator and keep left, ready for the 
right turn ahead. Cut right early, 
straightening the curve. After this, the road 
lurches left—you can accelerate through 
this corner. The next two turns are a tricky 
right (keep your speed up by tapping the 
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YV Expert looks very similar to Advanced, but 
you'll notice the differences when you have to 
race it. 


TAL LENGTH 6740M 


accelerator) and a swinging left where the 
track ahead is blocked. If you’re driving a 
car with good grip, swing around this 
corner without decelerating. 


There are four regular cars to choose from, 
but you can uncover eight more if you 
destroy all 40 aliens in the Galactic Dancing 
loading game. 


F/A RACING 

A good, all-around car with no real strengths 
or weaknesses. This versatile vehicle has 
identical statistics in all four categories. 


RT RYUKYU 

A solid machine with excellent road-holding 
and handling abilities. It’s slightly slower and 
doesn’t accelerate as quickly as the F/A 
Racing, but its vastly improved grip and 
control more than make up for this speed 
disadvantage. Probably the best car for 
beginners. 


RT YELLOW SOLVALOU 

Amazing acceleration combined with poor 
traction make this speedster a devil to keep 
on the road. Only the best drivers can get the 
most from this beast—everyone else will spin 
like a top. 


RT BLUE SOLVALOU 

The fastest car available, it suffers from 
sluggish acceleration and the same traction 
problems as its yellow cousin. Suitable for 
great drivers who can maintain high average 
speeds and don’t rely on heavy braking. 
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Make sure you let go of the accelerator 
as you turn left in the tunnel. Watch out for 
the road narrowing from the right, then take 
the left-hand lane and cut right into the 
next bend. You should be right in the center 
of the track as you reach the checkpoint. 

Slow down dramatically for the right- 
hand hairpin, then jump back on the gas 
for the short straightaway over the bridge. 
Keep your eye on the road, because the 
upcoming gentle left turn is succeeded by 
a sharp right—brake as you come out of 
the left-hand turn. After this is a long left, 
but because you have slowed down so 
much for the hairpin, you can probably 
accelerate around it. 

The next bend is little more than a 
gentle drift, but watch out for the arrows 
leading left then right—these are harsh 
turns. 

Accelerate into the next tunnel, but 
relax your speed for the left then right turns 
ahead. Stay left going into the switchback, 
and exit the corner on the right of the 
track—this straightens the curves, 
maximizing your speed. 

Lay off the accelerator to get ready for 
the two tight corners ahead, then 
accelerate all the way to the end of the lap. 


BONUS CARS 


RT PINK MAPPY 


Similar to the RT Ryukyu, but with less 
emphasis on handling. A good all-around 
car that can hold its own with the best 
of them. 


<<Well balanced, 
although a touch 
difficult to control, 
the RT Pink Mappy is 
a good all-rounder. 


RT BLUE MAPPY 

Almost identical to the pink version, but 
with slightly improved handling. Unless you 
have a fondness for pink cars, stick to the 
Blue Mappy. 


> Better handling than 
its pink sister model. 


GALAGA RT PRID’S 


This is a neat vehicle with excellent top speed 
and handling. The Prid’s is an exciting car to 
drive, but you must be careful not to spin off 
when cornering. 


Great speed and 
handling but poor grip 
make the Galaga RT 
Prid’s an exciting 
white-knuckle ride. 


GALAGA RT CARROT 


The Carrot is essentially an upgrade of the 
Galaga RT Prid’s. It’s improved handling 
allows higher cornering speeds. 


> Even batter handling 
makes this upgrade of 
the RT Prid’s a dream 
to drive—but it still 
Slides easily. 


GALAGA AT CARR 


RT BOSCONIAN 

A great car with good acceleration and 
speed, and lacking the handling and grip 
drawbacks that curse the RT Yellow 
Solvalou. The Bosconian is ideal for rookie 
drivers. 


RT NEBULASRAY 

Much the same as the RT Bosconian, but 
with slightly worse handling. There’s no 
point in choosing this car over its 
predecessor—it offers no advantage. 


RT XEVIOUS RED 


A super-fast machine in the RT Yellow 
Solvalou mold. One for speed freaks only. 


RT XEVIOUS GREEN 


The Green has less emphasis on acceleration, 
but boasts improvements in the other three 
categories. This car is more suited to a driver 
who maintains a good average speed and 
doesn't use the brakes too often. 
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There are eight hidden cars available in 
Ridge Racer Revolution. To get them you 
must hit every alien in the Galactic Dancing 
game played while loading (anyone 
remember Galaga?). If you save your game 
onto a memory card, you can regain the 
hidden cars by reloading your position, 
regardless of whether you smash all 

40 aliens again. 


RACE TIME OPTIONS 

Don’t hit any of the aliens in the Galactic 
Dancing game. Move, but don’t fire. You get 
a burst of fireworks and a message saying 
you have found a “secret option.” On the new 
option screen you can set the race time to 
Normal, Morning, Evening, or Night. 


SPOTLIGHT CONTROL 

On the main options screen (the one offering 
Game Start and Options), hold down ©) and 
R2), You can now change the position of the 
spotlight with the control pad. 


MIRROR MODE 

After leaving the grid, turn around and hit the 
back wall at 6(0mph-plus—hit the wall too 
slowly and you bounce off. If you drive too far 
before turning around, the wall disappears, 
leaving you driving the wrong way. Obviously, 
this is easier to achieve in a car with fast 
acceleration. 


SPINNING CHALLENGE 

Select the Novice, Advanced, or Expert TT, 
then start the game as usual. As soon as your 
car starts to move, press Accelerate and 
Brake at the same time. When you reach the 
first sharp bend, “Spinning Point” scrolls 
across the screen. You now earn points for 
spinning, a 360-degree turn earning the top 
score. After the race, your spin score is 
displayed halfway through the demo. 


BONUS CARS 

There are three bonus cars in Ridge Racer 
Revolution. In order to access them, you must 
win Novice, Advanced, and Expert TT races 
after completing the normal races. Novice 
gives you the Devil #13, Advanced earns Kid 
Car #13, and Expert wins White Angel #0. 


801D09C80707 
801DD2080001 
8007C43A000C 
8007C43A000D 
8007C43A000E 


Course Select 
Extra Cars 
Race as Black Car 


Race as Black Kid Car 
Race as White Car 


RIVAL SCHOOLS 
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Indulge your thump-lust with Capcom’s vibrantly-colored Rival Schools, an explosive, tag-team fighting game that ir) 
teams up 14 uniquely skilled warriors. Every character, every move, and all the cheats you could ever need—from we 
Crescent Star Kicks to Skull Auras and Groovy Knuckles—are right here. Feel the force of 3D battling and win! = 
Burning Vigor Attack Basic Moves D 
CHARACTERS AND Super Guts Bulet —, %, 3,4,3, €, 2,4, % — Left, right, up, down 
FIGHTING MOVES > + Punch € or twice — Dash 
j oan m — Light punch 
eam p echnique A — Heavy punch 
Bari oves Double Guts Bullet — Punch + Kick x — Light kick 
(of the same strength) @ — Heavy Kick 
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€,3>,%, 4 — Left, right, up, down 
€ or twice — Dash HINATA Ri) (or X and @) — Dodge 


(or @ and 4) — Throw 


Basic Moves 


m — Light punch w + 4 — Rival launcher 


A — Heavy punch €, 3,2,4 — Left, right, up, down 
x — Light kick € or? twice — Dash Special Moves 
@ — Heavy Kick m — Light punch Cross Cutter — + , {s , > + Punch 
— (or @ and 4) Throw & — Heavy punch Shadow Cut Kick — + , { , > + Kick 
— (or X and @) Dodge x — Light kick Lightning Upper — > , + , + Punch 
x + A — Rival launcher @ — Heavy Kick 
z3) (or @ and 4) — Throw Burning Vigor Attack 
Special Moves RI) (or X and @) — Dodge Super Cross Cutter — 
Guts Bullet —+ ,%, > +m, X,9% s + A — Rival launcher +, ee ee ee 
Guts Upper — > , + , 8 + Punch + Punch 
Crescent Star Kick — +4, xK, €+4,% Special Moves Team Up Technique 
Rengekiken — + , {x , > + Punch Last Symphony — Punch + Kick 
Tae Haai ei : i (repeatedly) (of the same strength) 
e hirsute Hayato is one of the game’s mos = 
ctiacttve fighters: r ora A 3 : oR SHOMA 
a? Basic Moves 
Burning Vigor Attack €,%,, 4 — Left, right, up, down 
Fire Senpukyaku — 4 ,#%#,€,%¥,%,€ € or twice — Dash 
+ Kick m — Light punch 
A — Heavy punch 
Team Up Technique x — Light kick 
Guts & Power — Punch + Kick @ — Heavy Kick 
(of the same strength) R3) (or @ and 4) — Throw 
RI (or X and @ ) — Dodge 
KYOSUKE = + A — Rival launcher 


V Each character has their own Special Moves 
team-up move. Learn it and Fast Ball — + , » , > + Punch 
overuse it to wallop your Grand Slam Smash —  , + , | + Punch 


opponents. String together team- aj ideo 7 
based attacks to defeat a rival. Homicide Slide ee e RICK 


Burning Vigor Attack 
Hundred Bals — +, ,3,4,3,>3 
+ Punch 


Team Up Technique 
Grand Slam — Punch + Kick (of the same 


strength) 
NATSU 


a 
ie 
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A Perform your moves quickly. 
Hesitation allows your enemies to get in 
with a counterattack. 


Basic Moves 


€, 2,2,4 — Left, right, up, down 
€ or twice — Dash 

P — Light punch 

| — Heavy punch 

x — Light kick 

@ — Heavy Kick 

R2) (or @ and A) — Throw 

R1) (or X and @) — Dodge 

y = +4 — Rival launcher 


Special Moves 

Jumping Serve — + , » , > + Punch 
Rolling Serve — + , £ , € + Punch 
Sliding Receive — > , + , {s + Punch 


Burning Vigor Attack 
Thousand Spikes — +, %, 3,4,8,3 
+ Punch 


Team Up Technique 


Praise & Spirit — Punch + Kick 
(of the same strength) 


ROBERTO 


Basic Moves 


€¢,%,%,% — Left, right, up, down 
€ or twice — Dash 

@ — Light punch 

4 — Heavy punch 

x — Light kick 

@ — Heavy Kick 

R2) (or æ an@) — Throw 

RI) (or X and @) — Dodge 

w +4 — Rival launcher 


Special Moves 

Long Shot — + , { , > +Kick 
Rising Kick — > , + , { + Kick 
Sliding Kick — + , @ , € + Kick 


Burning Vigor Attack 
Victory Goal — +,%,>,4,%, + Kick 


Team Up Technique 


Double Shot — Punch + Kick 
(of the same strength) 


ROY 


Basic Moves 


€, 3,2,4% — Left, right, up, down 
€ or > twice — Dash 

m — Light punch 

A — Heavy punch 

x — Light kick 

@ — Heavy Kick 

R3 (orm and) — Throw 

RI) (or U and O) — Dodge 

w + A — Rival launcher 


Special Moves 

Dynamite Straight — + , » , > + Punch 
Twister Upper — > , & , s + Punch 
Touchdown Wave — + , £ , € + Punch 


Burning Vigor Attack 
Triple Twister — +, %, 3,4, %,3 + 
Punch 


Team Up Technique 


Double Rising Tornado — Punch + Kick 
(of the same strength) 


TIFFANY 


Basic Moves 


€, 3,2,4 — Left, right, up, down 
€ or twice — Dash 

@ — Light punch 

A — Heavy punch 

x — Light kick 

@ — Heavy Kick 

(or @ and 4) — Throw 

RI) (or X and @) — Dodge 

w + A — Rival launcher 


E] 
N 


Special Moves 

Beautiful Spin — > , + , » + Kick 
Groovy Punch — + , £ , € + Punch 
Groovy Knuckle — + , % , > + Punch 


Burning Vigor Attack 
Wonderful Kick — +, ¥,3,4,5%3, 
> + Kick 


Team Up Technique 


Love & Peace — Punch + Kick 
(of the same strength) 
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BOMAN 

Basic Moves 

€,%,%,% — Left, right, up, down 

€ or twice — Dash 

m — Light punch 

& — Heavy punch 

x — Light kick 

@ — Heavy Kick 

R3 (or @ and 4) — Throw 

(ki) (or X and @) — Dodge 

w +A — Rival launcher 

Special Moves 

Great Upper — + , % , > + Punch 

Haymaker Straight — + , » , > + Punch 
(during Great Upper) 

Great Rush — > , + , s + Punch 


Burning Vigor Attack 
Best Rush— +, %,93,4,%,>3+4+ 
Punch 


Team Up Technique 


Double Power Buster — Punch + Kick 
(of the same strength) 


Basic Moves 


€, 3,2,4% — Left, right, up, down 
€ or twice — Dash 

@ — Light punch 

& — Heavy punch 

x — Light kick 

@ — Heavy Kick 

RI) & (or @ and á ) — Throw 

R3 £ (or X and @) — Dodge 

w + A — Rival launcher 


Special Moves 

Reversing Blade Strike — +, ¥, > + 
Punch 

Destructive Kick — + , £ , € + Kick 
Rising Blade Abuse — + , » , > + Kick 


Burning Vigor Attack 


Bloody Festival — +, %, 3,4,8,9 
+ Punch 


Team Up Technique 
Bloody Nightmare — Punch + Kick 
(of the same strength) 


Infinite Health P1 
Max Power P1 
Infinite Health P2 
Max Power P2 


801EFA0200C8 
801EFC180900 
801EFE0200C8 
801F00180900 
801F65D0FFFF 
801F65D4FFFF 
801FG5D8FFFF 
801FG65DAFFFF 
801F65DCFFFF 
801F65DEFFFF 


Extra Characters and Modes 
Extra Characters and Modes 
Extra Characters and Modes 
Extra Characters and Modes 
Extra Characters and Modes 
Extra Characters and Modes 


AKIRA 


Basic Moves 


(orm and 4) — Throw 

(or X and @) — Dodge 

= + A — Rival launcher 

Special Moves 

Gate Elbow — + , ™, % + Punch 
Dancing Cyclone Kick — + , » , > + Kick 
Reflex Stance — + , £ , € + Punch 


€, 2,2,4 — Left, right, up, down 
€ or twice — Dash 

@ — Light punch 

a — Heavy punch 

x — Light kick 

@ — Heavy Kick 

R2 

(Ri) 


Burning Vigor Attack 
Skull Aura — +, Y, 2,4,8,3 + 
Punch 


Team Up Technique 


Gang Buster — Punch + Kick 
(of the same strength) 
GAN 


Basic Moves 


e, 2,4,4% — Left, right, up, down 


€ or twice — Dash 
m — Light punch 

A — Heavy punch 

x — Light kick 

@ — Heavy Kick 


ALTERNATIVE COSTUMES (EASY) 
First, you must beat the game on the easy 
setting. Then, hold Œ to select alternate 
costumes for Tiffany, Kyoko, Hinata, or Natsu. 


ALTERNATE COSTUMES 
(EVOLUTION MODE) 

On the character selection screen, hit 
@,4,@, X, (Ri), (2), (9), or C2 to cycle through 
eight different character costume colors. 


ALTERNATE HINATA COSTUME 

To access the cheat, beat the game's Arcade 
mode with Hinata, Batsu, and Kyosuke. After 
this, switch on the Short Cut mode and select 
Hinata's alternate costume on the character 
selection screen. 


ALTERNATE KYOKO COSTUME 

To access the cheat, beat the game's Arcade 
mode with Hideo and Kyoko. After this, switch 
on the Short Cut mode and select Hinata's 
alternate costume on the character selection 
screen. 


ALTERNATE NATSU COSTUME 

To access the cheat, beat the game's Arcade 
mode with Roberto, Natsu, and Shoma. After 
this, switch on the Short Cut mode and select 
Hinata's alternate costume on the character 
selection screen. 


A Watch out for Boman’s 
thump-a-thon, the Double 
Power Buster. 


R3 (or Æ and 4) — Throw 
RI (or X and @) — Dodge 
w +A — Rival launcher 


Special Moves 


Gun Stabbing — + , » , > + Punch 
Rough Wave Stomping — + ,  , > + Kick 
Rock Smashing — > , + , » + Punch 


Burning Vigor Attack 


Super Gun Stabbing — 
+4, x,3,4, %8,9 
+ Punch 


Team Up Technique 


Active Volcano — Punch + Kick 
(of the same strength) 


ALTERNATE TIFFANY COSTUME 

To access the cheat, beat the game's Arcade 
mode with Boman, Roy, and Tiffany. After this, 
switch on the Short Cut mode and select 
Hinata's alternate costume on the character 
selection screen. 


ROTATE THE WINNING POST 
Hold down the button and press ¢ and > 
on the D-pad to rotate the winning post screen. 


KYOKO'S OFFICE: 
To access the cheat, beat the Evolution disc 
game with Kyoko on the highest difficulty level. 


TARGET MODE: 

To access the cheat, beat the Evolution disc 
game with any of the characters on the highest 
difficulty level. 


SERVICE MODE: 
To access the cheat, beat the Evolution disc 
game with Natsu on the highest difficulty level. 


HOME RUN MODE: 
To access the cheat, beat the Evolution disc 
game with Shoma on the highest difficulty level. 


SHOOT-OUT MODE: 

To access the cheat, beat the Evolution 
disc game with Roberto on the highest 
difficulty level. 


A Small girls are always 
dangerous in Japanese 
fighting games. 
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ARoy can unleash a Dynamite 


Basic Moves 


(or m and 4) — Throw 
(OR X AND @) — Dodge 
== +A — Rival launcher 


€,2,2?, 4 — Left, right, up, down 
€ or twice — Dash 

@ — Light punch 

ŁA — Heavy punch 

x — Light kick 

@ — Heavy Kick 

R3 

RI 


Special Moves 

Seihaken — + , % , % + Punch 
Jicchokuken — > , + , s + Punch 
Shinenkyaku — + , £ , € + Kick 


Burning Vigor Attack 
Shimazu Seihaken — +, £, €, 4, £, ¢ 
+ Punch 


Team Up Technique 


Shin Seihaken — Punch + Kick 
(of the same strength) 


KYOKO 


Basic Moves 


€, 2,2,4% — Left, right, up, down 
€ or twice — Dash 

m — Light punch 

A — Heavy punch 

x — Light kick 

@ — Heavy Kick 

R23 (orm and 4) — Throw 

R) (or X and @) — Dodge 

x +A _ — Rival launcher 


Special Moves 

Shussekikakunin — + , £ , © + Punch 
Kaishin — + , £ , € + Kick 

shokushin — + , » , > + Punch then Kick 


(rapidly) 
Burning Vigor Attack 
Final Prescription — +, %, 92,4, %,> 
+ Punch 


Team Up Technique 


Rest & Relax — Punch + Kick 
(of the same strength) 
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Straight and a Touchdown Wave. 
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RAIZO 
Basic Moves 


¢,%>,%,% — Left, right, up, down 
€ or > twice — Dash 

@ — Light punch 

a — Heavy punch 

x — Light kick 

@ — Heavy Kick 

R2) (or @ and A) — Throw 

RD (or X and @) — Dodge 

y + — Rival launcher 


Special Moves 

Yasha Guruma — + , w , > + Punch or Kick 
Kyoujyuu Reppa — > , + , s + Punch 
Sekisaiga— ¢, £, 4, {, 3 +Kick 


Burning Vigor Attack 
Imawano-Kyoujyuu-Reppa — 
+, ,2,4,%, 2 +Punch 


Team Up Technique 


Ningen-Taihou — Punch + Kick 
(of the same strength) 


AKIRA #2 


Basic Moves 


€, 2,2?, 4% — Left, right, up, down 
€ or twice — Dash 

m — Light punch 

ŁA — Heavy punch 

x — Light kick 

@ — Heavy Kick 

R2) (or Æ and A) — Throw 

RI (or X and @) — Dodge 

== +4 — Rival launcher 


Special Moves 


Gate Elbow — + , » , > + Punch 
Dancing Cyclone Kick — + , » , % + Kick 
Reflex Stance — + , £ , € + Punch 


Burning Vigor Attack 
Skull Aura—+4,™,%,%,™,% +Punch 
Team Up Technique 
Neo Synchronous Attack — Punch + Kick 
(of the same strength) 


HYO 


Basic Moves 


¢,%>,7,% — Left, right, up, down 
€ or twice — Dash 

m — Light punch 

A — Heavy punch 

x — Light kick 

@ — Heavy Kick 

(orm and 4) — Throw 
RI (or X and @) — Dodge 
== +A — Rival launcher 


Special Moves 


Ichimonji Giri — + , » , > + Punch 

Jyumonji Giri — + , » , > + Punch then 

Punch 

lal Giri — + , £ , € + Punch 

Burning Vigor Attack 

Ankoku Genei-Shuu — +4, £, €,4, £, 
€ + Kick 


Team Up Technique 


Zankoku-Zan — Punch + Kick 
(of the same strength) 


SAKURA 


Basic Moves 


€, 32,2, 4% — Left, right, up, down 
€ or twice — Dash 

@ — Light punch 

Aa — Heavy punch 

x — Light kick 

@ — Heavy Kick 

R2) (or @ and A) — Throw 

RI) (or X and @) — Dodge 

w +4 — Rival launcher 


Special Moves 

Hadoken — + , % , % + Punch 
Tengyou-Hadoken — + , £ , € + Punch 
Shouou-Ken — + , » , > + Punch 


Burning Vigor Attack 
Haruichiban — +, £, €,4,x, € +Kick 


Team Up Technique 


Skungokusutsu — Punch + Kick 
(of the same strength) 


DAIGO 


Basic Moves 


€,2,2t, 4% — Left, right, up, down 
€ or twice — Dash 

m — Light punch 

& — Heavy punch 

x — Light kick 

@ — Heavy Kick 

(or @ and 4) — Throw 

(or X and ®) — Dodge 

w +A — Rival launcher 


1&8 


Fy 
[sy 


Special Moves 


Phoenix Fist — + , » , > + Punch 
Skull Aura — + , % , > + Punch (in the air) 
Phoenix Kick — + , § , > + Kick 


Burning Vigor Attack 

Phoenix Fury — +, %,9,4,%,3+4 
Punch 

Team Up Technique 


Super Parry — Punch + Kick 
(of the same strength 


HAYATO 


Basic Moves 


€, 2,2,4% — Left, right, up, down 
€ or twice — Dash 
@ — Light punch 
— Heavy punch 
— Light kick 
— Heavy Kick 
(orm and 4) — Throw 
(or X and @) — Dodge 
+ A — Rival launcher 


k<@gex> 


Special Moves 


Scolding Slash — + , ¥ , > + Punch 
Counter Thrust — + , & , € + Punch 
Devastation Kick — + , § , > + Kick 


Burning Vigor Attack 


Super Counter Thrust — 
4, e, ¢, 4, £, 


’ ’ ’ 


€ + Punch 


Team Up Technique 


Sphere of Confidence — Punch + Kick 
(of the same strength) 


A Practice to get the combo that activates a 
Burning Vigor Attack. 


Alf you’re quick, note a character’s moves 
from the loading screen. 


PRIMA’S UNAUTHORIZED STRATEGY GUIDE 


The follow up to Myst, this slightly surreal adventure is set in a strange and mysterious land where nothing is quite as 
it seems. Just the thing for those who prefer their gaming to be more cerebral than action-packed. If the somewhat 
mind-bending puzzles are getting a bit much, though, here’s a walkthrough for the first island. 


ABeing thrown in prison isn’t the ideal start to 
anyone’s day. Still, it can only get better... 


WALKTHROUGH TO 
BOOK ASSEMBLY 


ISLAND 


Riven opens by caging you. But after the 
prison guard relieves you of the Prison 
Book Atrus gave you, a disguised 
intruder—a Moeity rebel, to be precise— 
disables the guard with a blowgun dart, 
grabs the Prison Book, and proceeds to 
liberate you. As the cage lowers, you’re left 
staring at an odd mechanism. 

Open Atrus’s journal in your inventory 

7 and read 

everything. Move 
forward to the odd 
| mechanism. 
Examine the 
4 mechanism. It’s 
some sort of 
viewing device, 


ABefore you can puzzle page 
out this mysterious pointing down at a 
device, you must first round plate on the 
activate its power source. floor. None of the 
controls work yet. 


You must direct power to the device first. 
Turn around and go back toward the prison 
cell you just escaped. At the cell, turn left 
and follow the path up the stairs. At the top 
of the stairs, turn left and enter the room. 
This is a Gate Room antechamber. Up 
ahead is a doorway with a big button on 
the wall off to the right. 


The Gate Room 

The Gate Room is a pentagonal inner 
chamber that rotates within a circular outer 
wall. Two of the inner chamber’s five sides 


have open doorways—the one you just 
came through and one across the room. 
The outer wall has five gateways, but two 
are blocked by lowered gates, including the 
one you must get through to continue 
exploring. 

To rotate the inner chamber: Push any 
chamber rotation 
button just outside 
four of the five 
gateways. One 
push rotates the 
| chamber one-fifth 
of a turn. Your task: 
Rotate the inner 
chamber to find 
switches to raise 
the two lowered 
gates. Then rotate 
again to access the escape gate. 

From the start position: Push the 
chamber rotation button right of the door 
four times. This rotates the inner chamber 
four-fifths of a full turn. 

Turn around and exit the antechamber. 
Turn left and go forward four times down 
the stairs. Turn left twice to face a locked 
gate. 

Click beneath the gate for a close-up; 
then click again to slip under and enter the 
dark spooky chamber. Click on the ladder 
to climb. At the top, continue forward 
across the plank into the Gate Room. 
Cross the Gate Room and enter the cave 
through the far doorway. 

Approach and click on the small lever. 
The symbol on the lever gives you a pretty 
good clue to its function. Pulling this lever 
opens a steam valve that sends hydraulic 
power to the strange, cone-shaped viewing 
device you examined just outside your 
prison cell. Give it some power! 

Turn around and take two steps back 
up the cave to the position just outside the 
Gate Room. Pull the lever left of the 
doorway. This raises one of the gates 
inside. Unfortunately, you can’t get to it in 
this configuration. Turn right and push the 
chamber rotation button two times. 

Enter the Gate Room and go through 
the doorway (and the now-open gate) into 
another outer chamber. A big locked door 
blocks your exit. Turn back to the doorway 
and pull the lever that’s situated to the left 
of the door. This raises the other gate 
inside. Turn right and push the chamber 
rotation button twice. 


a 
A This large button 
rotates the gate room 

through a fifth of a turn 
every time you press it. 


oe 
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Vit may make your brain hurt if you try to 
puzzle it out yourself, but Riven is at least rather 
pretty 


Cross the Gate Room and go to the 
chamber rotation button just outside the 
other open door. (This is where you 
originally entered.) Push this chamber 
rotation button twice. This returns the inner 
chamber to its original configuration. Cross 
the room and go through the now-open 
doorway. Cross the bridge and enter the 
massive domed building. 


THE GOLDEN DOME 


Inside you'll find some catwalks and 
hydraulic levers. One important lever is at 
the entrance; you can see it if you turn 
around just inside the dome doorway. No 
power is routed to it yet, so leave it alone 
for now. 

Take two steps forward across the 
catwalk. Click on the wall plaque at the 
bottom of the screen (on the catwalk 
railing). The plaque shows you that power 
pipes from this golden dome lead to five 
different locations, each designated by a 
grid pattern. 

Go left, down the catwalk. Continue 
along the stairs that wind halfway around 
the dome. Follow the catwalk outside to 
the hissing pipe. 

Examine the diagram on the pipe. 
Looks like it powers some sort of bridge. 
Click on the small lever to open the steam 
valve. Opening this valve sends steam 
power to the drawbridge on the west end 
of the island. If you turn left and look up, 
you can see how the pipe runs to the 
raised drawbridge. This bridge connects 
Book Assembly Island to the Golden 
Dome. You won't use it now, through. In this 
walkthrough, we get to Book Assembly 
Island a different way. 
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RIVEN 


ATake your time when 
playing Riven—there’s 
no time limit, so you 
can afford to think 
things through. 


Return to the 
main catwalk and 
continue left around 
the dome. Go through 
the dark cave to another pipe. Again, 
examine the diagram on the pipe. Another 
drawbridge power-up, apparently. Click on 
the small lever to open the steam valve. 
Yes, opening this valve sends steam power 
to another drawbridge that runs east from 
the Golden Dome, connecting it with the 
Gate Room. Again, you won't use it now. 
But it’s powered up for later use. 

Return to the Golden Dome. Go back 
up the stairs to the dome entrance. (Pull 
the lever there to see the drawbridge 
operate. Pull the lever again to re-lower the 
bridge.) Cross the bridge to return to the 
Gate Room. Exit the Gate Room through 
the far door. Cross 
the footbridge to 
the Temple. 


THRONE ROOM 


Enter the Temple 
and take two steps 
down the corridor. 
Turn left and click 
on the door to open 
it. Enter the room. 
The door shuts 
behind you. 

Click on the throne-like chair to raise 
the cage around it. Step once toward the 
throne, then turn right to see a viewing 
device on the wall. Click on the device for a 
close-up. You see a room lined with pillars. 
Click on the switch next to the viewing 
device. On the viewscreen, watch a door 
open. Let’s go find that door, shall we? Exit 
the throne room. 

Turn left and follow the corridor to the 
end. Open the stone door and enter the 
chamber. 


GEHN’S TEMPLE 


Explore the chamber. Exit through the open 
door at the end of the column of pillars. 
(This is the same door you saw open in the 
viewscreen up in the throne room). 


you explore. 


A Most levers and 
switches don’t have an 
obvious effect, but alter 
something in a different 
location. 


AWith so many paths and locations, it can 
be easy to get lost. If you have the patience, 
it might be worth making a simple map as 


TRAM STATION 
Approach the device at 

| the bottom of the short 
staircase. Click on the 
blue button atop the 

| sphere—a tram call. 
Watch the car approach. 
A Enter the tram car. 

į Click on the knob at left 
to pull it right and rotate 
the car 180 degrees. 
Click on the center lever 
to activate the car. Enjoy 
the ride. 


JUNGLE ISLAND 


This island of Riven 
features a central 
lake surrounded by 
cliffs, a spectacular 
rain forest on the 
west end of the 
island (hence its 
name), a gorgeous 
lagoon to the east, 
and a cluster of 
simple mud 
dwellings in the 
southeast. After you arrive, turn left and 
exit the car. 


ARRIVAL AREA 


Move forward to the wall and turn right. 
Click on the small round object for a close- 
up. Looks like a wooden eye, doesn't it? 
Click on the eye. Note the symbol on the 
back and the frog-like chirping sound. (This 
will be important later.) 

The symbol on the back of the wooden 
eye is actually a D’ni numeral, one of 
several you'll find throughout Riven. 
Elsewhere on Jungle Island you'll find 
information for translating these numerals. 

Turn around and enter the cave 
opening. Go forward once to climb halfway 
up the stairs. Turn around and look back at 
the cave opening. Does that look like a 
frog, or what? And note where the wooden 
eye is located in the frog outline—right 
where the eye would be on an actual frog. 

Turn around and climb the spiraling 
rock stairs to the cave opening. When you 
reach the cave opening, turn around and 
note the tram call at left. You’ll return to use 
it later in the game. Exit the cave. 

Descend the stone stairway (lower left) 
until you see the “sunners” (seal-like 
animals) on the rocks. Stop! Don’t move 
forward until the sunners stop moving! 


k: i 
A The lush and opulent 
jungle holds many 
buildings to explore and 
yet more tricky puzzles 
to solve. 
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SUNNER ROCK 

Sunners are wonderful creatures. They’re 
communal, loving, and highly intelligent, 
not unlike dolphins. Wait until the sunners 
lower their heads. 

Take a step onto the beach. (If you 
approach the sunners while their heads are 
up, you spook them and they slip away.) 
One of the sunners barks a warning. Note 
the sound for later. As you face Sunner 
Rock, turn right and follow the beach, 
skirting the lagoon. Go as far as possible, 
then turn left. 

Look at the rocks in the lagoon. These 
rocks form the outline of another creature. 
Looks kind of like a whale, doesn’t it? 
Actually, it’s a deadly wahrk, an aquatic 
cross between whale and shark. Note that 
another wooden eye is lodged in the left 
end of the rock formation. 

Click anywhere on the rock to get a 
close-up of the wooden eye. Click on the 
eye to see another symbol and hear the 
odd wahrk’s cry. Note both for later. Again, 
the symbol is a D’ni numeral. Follow the 
beach back to the path and go left. Follow 
the path to the stairs and climb them to the 
tunnel. Continue through the lighted tunnel. 


VILLAGE LAKE 


When you reach the other end of the 
tunnel, you hear a warning alarm sound. A 
guard in a sentry post signals to someone 
below and disappears. 

Proceed across the wooden walkway to 
the end. Look down to see the ladder below 
you. Climb down the ladder and then 
approach the dry basin. 

Click on the spigot at lower right to fill 
the basin. Look at the shape of the water in 
the basin. Looks kind of bug-like. And 


AClimb down this ladder at the Village Lake to 
find another cryptic clue from a wooden eye. 


there’s another wooden eye! Click on the 
wooden eye for a close-up. Rotate the eye 
to see the D’ni number symbol and hear 
the weird rubbing, clicking sound. Again, 
note them for later. 


At this point, you could go past the 
basin, then climb down and explore until 
you reach a dead end. But what a dead 
end. It’s a shimmering hole in the water! 
You can’t go down into the water hole yet, 
so return to the bug basin. 

From the bug basin, climb the ladder 
and go back all the way past Sunner Rock 
to the stone stairs. Climb the stairs. (Climb 
past the cave on the right that leads to the 
tram station.) 

At the top, cross the wood-and-rope 
suspension bridge and continue down the 
path past the tree stumps. 


THE JUNGLE PATH 


Somebody did some serious logging 
around here. Entire hills have been 
clear-cut. 

At the first path fork, go right. At the 
next path fork, go left toward the wooden 
gate. Click on the bug sitting on the right 
gatepost and note the sound. Aha! Same 
noise as the wooden eye in the bug- 
shaped pool. Click on the gate to open it. 
Go through the gate and follow the path 
through the forest. Continue down the 
stairs—you hear a deep rumbling—and 
through a tree trunk. You see a bunch of 
cool blue phosphorescent stuff growing 
near the path. Turn left and spot the 
gigantic dagger stuck in the ground. 
Approach it and follow the rough steps 
down to another wooden eye. Click on the 
eye to hear the sound of a sunner bark. 
Again, note the D’ni number symbol on the 
back. Return to the main path. At the Y- 
fork, go right. Follow the path until the 
music gets spooky again and you see the 
big wahrk idol. 


THE WAHRK IDOL 


Note the two decorative lampposts in front 
of the idol. When facing the idol, click on 
the top of the right lamppost to flip a 
hidden switch. The idol’s mouth opens. 
Enter the idol’s mouth and climb the stairs 
to the elevator. Note the blue tram call 
button in front of the elevator. 

Enter the elevator. Inside the elevator, 
you can drag the handle at right to its 
bottom position to ride down one level. 
This leads to a tram station that connects 
Jungle Island to Survey Island. However, 
you needn't use the tram from here in this 
walkthrough. 

Drag the handle at right to its topmost 
position to ride the elevator up one level. 
Exit and proceed along a high jungle 
catwalk. At the fork where you see the 
spinning dome, take the left fork and 
continue to the end. 


FIRE-MARBLEDOME 


Examine the spinning Fire-marble Dome 
and note its location next to a rumbling 
volcanic fissure. Go back to the path fork 
and turn left. Take that fork to the spinning 
device (a “kinetoscope”). Click on the 
eyepiece to view a series of symbols on 
the kinetoscope. 


When the yellow-highlighted symbol 


appears, click quickly on the button at the 
top of the eyepiece. This can be tricky. You 
must be quick. But you'll nail it eventually; 
the kinetoscope stops spinning, as does 
the Fire-marble Dome. For a brief moment 
you can see a linking book, but then an 
inner seal slides shut. Note the yellow- 
highlighted symbol for later use. Here, it’s a 
horizontal eye with a vertical line. Return to 
the Fire-marble Dome via the other fork of 
the catwalk and look inside to see the 
slider puzzle. Obviously, you need more 
information to solve the slider puzzle and 
access the dome. 


Turn around, exit the dome, and then 


turn left. Climb the stairs to the tower 
surrounded by pillars. 


GEHN’S WATCHTOWER 


Click on the tower door to open it. Then 
enter the tower. 


Click on the throne to sit. Click on the 


left handle to activate the throne. The chair 
rotates and rises. 


Look down on the lake. Note the 


amazing water holes and the underwater 
track. Note also the cage-like platform 
directly below the throne. Click on the 
throne’s right handle to close the bottom of 
the cage-like platform. 


Click on the left handle to lower the 


chair. Open the door and exit the tower. 


Follow the walkway back to the 


elevator. Enter the elevator and drag the 


handle down to its middle position. Ride 


down one level. Then pull the lever at left to 
open the wahrk idol’s mouth. Exit the idol 
and follow the path; you see a child who 


runs from you. Continue to the fork in the 
cave under the Fire-marble Dome. Take the 
right fork, climb the glowing red stairway, 
and go through the wooden gate to the 
next intersection. 

Turn right and follow the precarious 
catwalk into an eerie, blue-lit cave. Halfway 
down the cave stairs, turn left to see the 
glyph of a godlike creature feeding people 


to hungry wahrks. Continue down the 


wooden walkway as it winds around Village 
Lake. As you near the village, you’ll see the 
child again. Her mother appears to bustle 
her off to safety. 
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THE VILLAGE 


Keep following the walkway to the ladder. 
Climb ladders and cross the plank to the 
dried mud dwelling. Try the star-shaped 
knocker until a face appears. Then back 
away from the door. Move down the 
walkway to the left. 

Climb the ladder and continue along 
the walkway to the big metal contraption— 
it is a submarine. 


VILLAGE DOCK 

Push the lever at left to lower the 
submarine into the lake. Yes, that’s all you 
do here. 

Retrace your route back to the front of 
the mud dwelling. Note the submarine 
below, sitting on underwater tracks. Climb 
down the ladder and then retrace your 
route all the way back along the lake, and 
then through the eerie, blue-lit cave. 

After you emerge from the cave, follow 
the footbridge past the wooden gate on 
your left. Climb the stairs and exit the 
forest into the cleared area full of stumps. 

Go right at the intersection and 
continue across the suspension bridge. 
Continue past Sunner Rock and through 
the tunnel to the bug-shaped basin with 
the wooden eye. Continue past the basin, 
climb down the ladder, and follow the 
walkway to the next ladder. Enter the 
tunnel and then climb down the ladder into 
the submarine. 

Click the center handle to turn the sub 
around. Click the right handle to move 
forward to the juncture. Be sure the bottom 
handle is to the right, so that you take the 
right-hand track. (It should be, already.) 
Click the right handle again to move 
forward a second time. You arrive at the 
Dock Ramp Control Tower. 

Look up and click to open the hatch. 
Climb the ladder to exit the submarine. 
Turn around to face the rungs in the wall. 


DOCK RAMP CONTROL TOWER 
Approach the rungs and look up. That’s a 
long climb. Climb the rungs to the room at 
the top of the tower. Step forward to the 
levers. 


Y These five levers in the Dock Ramp Control 
Tower extend the ramps at the submarine docks. 


CONTINUED > 
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A Keeping good notes is abso ute y essential in 
Riven—there’s simply too much to remember it 
all, so you’ve got to write things down. 


You find five levers in the control tower 
room. These control the access ramps at 
the five submarine docks around the lake. 
Moving a lever to the up position extends 
the ramp at the corresponding dock. 

Flip all five levers to the up position 
and then climb back down the ladder to 
the submarine. Click the center handle to 
turn the sub around. Click the right handle 
to go forward to the next juncture. Click the 
bottom handle to slide it left and select the 
left track. Click the right handle to go 
forward again. 


Village Schoolroom 
Exit the submarine and turn around. Go to 
the door of the house-like structure and 
open it. 

Enter the schoolroom and step forward 
once. Turn left and click on the “hangman” 
device for a close-up. Click on the ring on 
the base at right to activate the device. 
Note the selected symbol, then count the 
number of clicks as the hanging figure 
lowers toward the carnivorous wahrk. Keep 
playing, matching each symbol to the 
number of clicks to learn D’ni numbers 
from 1 to 10. 

To solve a later puzzle, you need to 
know D’ni numerals from 11 to 25, too. D’ni 
numbers higher than 10 combine symbols 
of previous numbers in an ingenious way. 

Decoding D’ni numbers tells you those 
symbols on the back of the wooden eyes 
are actually numerals. The bug eye is 2, the 
frog eye is 3, the sunner eye is 4, and the 
wahrk eye is 5. So there appears to be an 
order to the creatures. What creature is 
number 1, | wonder? Let’s be on the 
lookout. 

Return to the submarine. Click the 
center handle to turn around. Click the 
right handle to go forward once. Be sure 
the bottom handle is still in the left position 
to select the left track. Click the right 
handle to go forward again. 


Wahrk Gallows 

The rest of the steps in Jungle Island lead 
to a place—the gateway to the Moiety 
Age—that you won't know how to access 
yet. But because we’re here on Jungle 
Island, let’s learn how to access that 
gateway. 

Exit the submarine, turn around, and 
go to the center of the gallows. Click on 
the small, triangle-shaped handle. This 
lowers a bar on a rope. Click on the bar to 
ride to the top of the gallows. Note that 
you can't reach the bar unless you closed 
the base of the gallows platform from the 
chair in Gehn’s watchtower, overlooking 
the gallows. 


Holding Cell and Rebel Tunnel 

Move forward across the plank to the cage 
with the prisoner. Turn right and follow the 

walkway to the star-shaped control button 

on the rock wall. Click on the button for 

a close-up, then click again to open 

the cage. 


AThere’s a rebel prisoner in this holding cell, 
but freeing him isn’t as easy as it first seems. 


Go back to the cage. Where’s the 
prisoner? Enter the cage and click on the 
floor grate for a close-up; click again to 
open it. Click on the water in the grate. You 
pull up a ring that opens a secret passage 
in the cage’s back wall. 

Enter the tunnel. The door slides shut 


behind you. Go forward eight times through 


the darkness. Click on the handle at left to 
illuminate a light bulb. Turn around, go 
forward to the next light bulb, and click on 
it to turn it on, too. Take one step forward 
and click on the next light. Go forward two 
steps and click on the next light. 

Turn around and click on the handle at 
the right to swing a door across the 
passage, revealing another corridor. Follow 
the corridor to the pillar room. 
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Stone Pillar Gateway 

This room contains 25 stone pillars, each 
etched with an animal icon. Your task here 
is to click on five in the correct order to 
access another age. Four of the symbols 
look familiar—bug, frog, sunner, wahrk— 
and you know the numbers associated with 
those four, so you know the correct order 
to click on them. But you don’t yet know 
the creature symbol associated with 1, the 
first in the order. 

Exit the stone pillar gateway. Go back 
up the corridor to the secret door. Pull the 
ring on the floor at lower right to open the 
secret door. Go through the cage. 

Turn right and follow the walkway down 
to the ladder. Click on the ladder to lower 
it. Climb down the ladder. 

Turn around and follow the walkway 
around the Village Lake and up through the 
eerie, blue-lit tunnel. Continue forward past 
the wooden gate, up the stairs, and out of 
the forest. 


Logging Car to Book Assembly Island 
At the first intersection, go left. At the next 
intersection, go right. 

Board the logging car and push the 
handle at left. Now enjoy your wild, white- 
knuckled roller-coaster ride through the 
water tunnel to Book Assembly Island. 


| 
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What could be better than screaming along the open road on a stupidly fast motorbike, dodging the cops in an illegal 
race? How about screaming along the open road on a stupidly fast motorbike, dodging the cops in an illegal road race 
and smacking the other riders about at over 100mph? Become the ultimate Road Rash master with these vital hints. 
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Jon Cash+Trade:$2024 Bike:Swatiow 


> Banzai Diablo 
Corsair Kamikaze 


A Don't blow all your cash whenever you can 
afford a new bike—save up for the faster 
machines. 


MAN MACHINE 


AND MONEY 


Road Rash doesn't require the strategy of a 
game like Worms, but that doesn’t mean 
you can’t incorporate a few reliable 
techniques into your style of play. 

e Handling your money is just as important 
as handling your machine, and you need 
cash to stay in the competition. Never 
spend it all on a bike. If you are arrested 
during a course and can’t pay the fine, 
your game is over. Always keep a few 
hundred in reserve, just in case. Repairs 
can also drain your account, but this only 
happens if all your stamina is wiped out. 
It’s better to be safe and save than get 
disqualified from the race. 

e For the faster courses Level 2 offers, its 
best to save all winnings acquired on this 
tour and roar out on a superior machine, 
such as a middle-range sports bike. To 
rack up extra cash, repeat the courses on 


A Only use the ‘lean and swerve’ moves in an 
emergency, as you can easily lose control. 


A Once you get airborne, leave the controls 
alone until you’re firmly back on the road, or 
you'll almost certainly crash. 


which you have previously qualified and 
collect the prize money. This is an easy 
(but monotonous) way of buying your 
dream bike. 
e The Left and Right shoulder buttons (that 
enable you to sway left and right) should 
only be used in emergencies—such as 
avoiding a high-speed collision—because 
it’s very easy to spin off the road while 
executing this maneuver. However, if 
these buttons are tapped just a split- 
second before impact, your bike is often 
only clipped instead of totally wrecked. 
Of course, the best way to avoid being 
killed on the road (apart from excellent 
riding) is braking. Braking in a racing 
game?! Surely that’s only for gingerbread- 
baking grandmas? It may be the domain 
of sensible people, but braking reduces 
your speed from 100 mph to 0 mph in 
one second, which means collisions can 
be easily avoided. Sensibility lecture over. 
If smashing into a car is inevitable, try to 
swerve into one of the headlights of the 
incoming vehicle, no matter how fast 


laye ; o Ke 
i 5 8 
A The cops are pretty tough, but if you can 
smack them hard enough you'll be able to 
snatch away their rather tasty Riot Clubs. 
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AThe centre line is always the safest place to 
ride—you can avoid trouble from either side. 


you’re driving. Your chance of simply 
clipping the headlight and remaining 
saddled is much greater than if you crash 
into the center of the hood, when you’re 
likely to be hurled into the air. 

e Leave the controls alone when taking to 
the air; otherwise there can be serious 
repercussions on landing—the bike 
usually careens into the nearest tree! 
Most machines (especially with light 
riders) bounce when they reconnect with 
asphalt, and any erratic swerves made 
during a bounce will result in a bad fall. 

e The police carry riot clubs, and once an 

officer is disarmed, his weapon is 

yours—for as long as you can hold onto 
it! Chatting to the other racers in the bar 
has little effect on the race itself, because 
no matter how sweet they talk, when out 
on the road it’s every person for themself. 

It’s best to do unto them before they 

have the chance to do unto you. 

Ride alongside another biker, leaving a 

gap between the two of you. To knock 

your opponent onto the asphalt with 

just a few shots, swiftly sway into him 

or her, boot outstretched. It doesn’t take 

many strikes to put rival bikers back a 

few miles. 


CONTINUED > 


ROAD RASH 


CONTINUED > 


ROUGH RIDERS 


At first glance, the riding abilities of the 
various competitors seem alike. Don’t be 
fooled—the subtle differences between the 
Road Rashers can determine your victory 
or your abject defeat. Here’s the lowdown 
on who’s who. 


Being a little on the 
heavy side, Axle’s 
bikes are tough to 
control—there’s a tiny 
delay between control 
pad press and 
response. However, if 
built-up areas don’t YOU get accustomed 
give you much room to the bike (learning to 
if things go wrong, so read the road ahead 
be careful. helps), it’s not hard to 
rack up a number of 
wins. Being a sturdy guy, he can often 
slam into roadside objects without falling 
off his mount, and this proves invaluable 
in cluttered city streets. 


BOSE JEFFERSON 


Like Axle, Bose handles a tad slower 
compared to more agile bikers like Cydney. His 
weight ensures he sticks to the road during 
tight corners, and he packs a good right hook. 
If he clips a car or skims a tree he usually 
retains his balance without losing much time. 
Bose is a good choice. 


CYDNEY BASS 


She may be the richest racer, but she’s one 
of the worst competitors. The money 
advantage is useless at the start of the 
game anyway, because you can’t buy other 
bikes until a few races into the competition. 
Cydney’s stamina is poor but her worst 
aspect is that, due to her light weight, 
she’s unable to floor any other biker—not 


AThe buildings in 


AThe chain is one of the best weapons in the 
game, and Pearl starts the game with one 
hidden away. 


even with a deluge of punches, kicks, and 
batterings with a lead pipe! 


MILWAUKEE JON 


Milwaukee may be a daredevil, but he’s not a 
strong one—turning the bars seems like too 
much effort for this wimpy rider. Control 
response is terrible—it feels like minutes pass 
before pressing a button has any effect. Jon's 
races are plodding affairs and it doesn’t take 
much of a bump to send him hurtling across 
the road. The only benefit is that Jon starts the 
game with a club. 


PEARL MCKURDY 


This girl knows what Rashing is all about! 
She packs a length of chain inside her 
leathers, turning a weakling into a 
hardened fighter. Pearl’s bike is a gem to 
drive, too. It’s so light that it’s ideal for 
zipping between the other contenders. A 
fine racer of the most reckless kind. 


RHONDA THE RASH 


If this psychotic lady hits an object she’s 
catapulted into next week, making the run 


Y Sometimes the safest bet is simply to avoid 

the other riders and outrace them. But that’s not 
much fun—far more enjoyable to smack them as 
you pass... 


Always be on the 
lookout for 
roadside 
obstacles, 
especially when 
racing at high 
speeds. 
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ABe careful when slipping past cars 
on the inside—you don’t want to get 
pushed off the road. 


back to the bike longer than the race itself! 
Other than that, Rhonda is a middle-of-the- 
road racer who peaks when the superbikes 
are brought into play. Handling is average, 
fighting skills are average, so her overall 
rating is, you guessed it, average. 


SLIM JIM 


The erratic, insane Slim Jim has brought a 
knife to the party—actually, it’s a large 
machete that soon silences anybody crazy 
enough to argue with the king of thin. Jim 
can easily lose it on tight corners during 
the early races, but his performance 
improves somewhat as the bikes get 
heavier. 


TEFLON MIKE 
There’s nothing disastrous about the final 
competitor, but he’s lacking something 
compared to those armed to the teeth or 
gifted with superb road-holding skills. 
What’s more, he can’t take many falls 
without rubbing his head and retiring,which 
isn’t what you need in the heat of a race. 


A Oops! A few stacks are almost inevitable— 
just get back in the race quickly. 


ROAD RASH 
JAILBREAK 


DRIVING TIPS 


Sliding 

Sliding causes a crash when you reach a 
maximum angle of oversteer (in other 
words, when the bike is facing a different 
direction than it is traveling). Slides can be 
recovered by reducing throttle, steering or 
both. Note that each bike has unique 
sliding characteristics. 

Turn Radius 

The bike turning radius varies exponentially 
with speed. You need to slow down to 
make sharp turns, either by releasing the 
throttle (air brake) or by manually braking. 
But remember: Arcade bikes have greater 
air braking. 

Turn in Place 

When objects prevent forward motion, the 
bike is able to turn in place to get free. To 
initiate a turn in place, apply full steering 
with a minimal amount of throttle. 
Wheelies and Jumps 

The height of objects that can be jumped is 
relative to the angle of the wheelie you 
perform. Different bikes have varying 
amounts of maximum wheelie, with Cop 
bikes being lowest, Cruiser bikes being 
middle and Sport bikes being max. A 
wheelie can be maintained to keep the 
wheel in the air longer. 

Burnout 

You can hold down the brake plus the 
throttle when stopped to produce a 
burnout. You can use the steering to 
change direction and burnout oscillation. 

Some obstacles (especially signs and 
cones) yield as you roll through them. Most 
simply dent you and your bike. 

Watch the curves. Sliding too hard can 
easily lead to a crash. 

On a three-lane road, you should go for 
the side with two lanes in the same 
direction, even if it’s the oncoming side of 
the road. You can maneuver better in two 
lanes than you can in one. 

On rare occasions, a drunk driver will 
ride the center line between lanes. It 
doesn’t happen often enough to change 
your tactic of riding these lines yourself, 
but don’t be too surprised if it happens 
every once in a long while. 

Nitro through the straightaways, but 
mostly at the end of the race. If you can’t 
catch up to a rider, start using taunts. It 
might lure him to slow down and fight you. 


If you get it just right, a Cop bike can 
jump a car. DeSades and Kaffe Boys’ bikes 
do a better job. Just don’t try to jump a 
truck with any bike. You have the highest 
clearance at the highest point of the 
wheelie. 

On the long, low bridges, try to weave 
in and out of the lampposts. You can even 
weave through traffic if you need to. With a 
little bit of luck, your opponents won't be 
as good on their bikes as you are on yours 
and they will crash while you speed ahead 
of them. 

On a sidecar bike, it’s possible for both 
the driver and the monkey to control the 
steering of the bike. No matter what, though, 
only the driver controls the throttle and 
brake. The driver has to keep up with the 
health of both players and the status of the 
bike in order to decide when to speed up or 
slow down to protect the bike and its riders. 

Running over Rashers or Cops when 
they are off their bikes will certainly send 
them sailing, but it won’t count as a TKO. 


FIGHTING TIPS 


e Cars, trees, lampposts, even the 
buildings; all of these can be your allies in 
the war of the Rashers. A well-placed 
bump or kick can send an opponent 
sailing. 

e If you’re itching for a fight, use those 
taunts. 

e Just like you, your opponents have to 
concentrate more on their driving when 
the roads curve. It’ll be harder to start a 
fight when the roads are twisting around. 

e Cops make really tough opponents. 

e When engaged in battle, you can vary 
your speed to make yourself a tougher 
target. 

e Super weapons are hard to come by. Use 
them when you’re low on health or with 
the tougher opponents. 

e You’ll be engaged in combat more often if 
you hold top speed, drive in straight lines, 
and let your opponents come to you. 

e The chain, mace, cattle prod, and stun 
gun weapons all take some time to wind 
up before you strike. 


JAILBREAK MODE 


Nitros are great for catching up, getting out 
of tight spots and in the home stretch. 

It all adds up. Every hit, every TKO, 
every second faster over the finish line 
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Alf you can’t get out of 
the way of an oncoming 
Car, pop a wheelie and fly. 


earns you points. The higher the points, the 
more Rash Cash you win in Jailbreak 
mode. The more Rash Cash you earn, the 
more toys you get for rashing. 

In Jailbreak mode, you get maximum 
rewards when you TKO four opponents and 
take at least either first or second place. If 
you’re in third place, you’ll need to take down 
five opponents to get the maximum rewards 
(only take down as many as you need). 

If you get knocked down, hit multiple 
times, or have your weapon stolen, you'll 
lose Rash Cash. The higher your level, the 
more you lose. 

You can avoid placing in the top three 
on races to have another crack at more 
points, more rashing, and more weapons. 

Sometimes you can lose a weapon when 
you get busted. The Cops confiscate it. 

Getting busted or wrecking in Jailbreak 
mode can cost you weapons or nitros. 

Charges to your weapons, making 
them super weapons, are available only in 
Jailbreak mode. 


To bring up the cheat screen, highlight the 
Multiplayer button on the Options menu. 
Then press and hold ŒD + (Ri) + R3 + © 
then tap X. Now you can enter codes to 
unlock some secrets. 


SECRET CODES 
Code Function 
KLFSDA Allows you to change 


levels in Jailbreak mode 
BDK Allows you to change 

levels in Five-O mode 
CMB Allows you to change 
levels in Sidecar Co-op 
Awards four nitros in all 
Jailbreak mode races 


FDMFG 


You can move from level to level, but you 
still have to qualify in all of the races ona 
level to play the level progression races. 


A Nitro can get you away from an attack. 


However, in a Time Trial race, Nitros do you a 
lot more good if you can use them when you 
can get the full burn. 


MVAdg TIVE HSV" GVO" 


THE CAST OF BABIES 


TOMMY 


Tommy Pickles is the Rugrats’ 
ringleader. Even though he’s 
only 1 year old, he’s an 
explorer at heart, always 
willing to brave the 
backyard’s jungles and 
mountains, or any other place 
within the Rugrats’ homes. 

There’s never a dull 
day when Tommy’s around. He can create a 
fantastic adventure inside his head and 
bring it to life for all of the other Rugrats. 
He collects things, too, including the 
infamous screwdriver that allows him to 
escape his crib and free the other Rugrats 
to go adventuring. 


CHUCKIE 
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Chuckie’s real name is Charles 
Crandall Finster. He’s 2, 
and a reluctant adventurer. 
He’s always the first to say 
maybe they shouldn’t do 
something. But his 
friendship with Tommy is so 
strong, he overcomes his 
own fears and goes along 
to live life to the fullest. 


ANGELICA 


As everyone who knows her will 
acknowledge, Angelica Pickles is 
probably the bossiest 
person ever born. She also 
gets away with nearly 
everything. She’s 3. She 
loves getting the other 
Rugrats in trouble and 
delights in making up 
stories to scare them. 


PHIL AND LIL 


Philip and Lillian DeVille are 1-1/2-year-old 
twins who have a reputation for eating 

rm gross Stuff. They love to 
argue with each other. 
Their parents can never tell 


KIMI WATANABE 
Kimi Watanabe is the Rugrats’ new friend. 
i - She’s 1-1/2 years old. It 
appears Tommy is going to 
have some competition 
when it comes to leading 
the Rugrats. Kimi is 
extremely brave, but she 
doesn't always think before 
she does something. 


Move Character/Aim Directional Buttons 
Make Selection 

Throw Cookie or Baseball 

Hit Golf Ball 

Speed Up 


Reverse 

Back Away from Ball in Golf 
Shoot Pucks 

Change View in Golf 

Open Prize Menu 

View Score in Golf 

Pause Game 


TICKETS 


The game features two kinds of tickets. You 
must collect both kinds to win. 


RED TICKET 

You'll find red tickets everywhere, in all five 
parts of EUROREPTARLAND. Walk through 
them to collect them. When you think you 
have enough, go to the Main Entrance and 
find the Prize Center. There you can trade 
the red tickets you’ve gathered for the prizes 
you'll need to play the mystery games. 


GOLD TICKET 

The only way to get gold tickets is to win 
games. Regular and mystery games are 
located in each of the five amusement park 
areas. You don’t need prizes to play regular 
games, but there aren’t enough regular 
games to give you all of the gold tickets 
you'll need to get the Reptar Control 
Helmet. 


In the one-player game mode, you play the 
full adventure throughout the 

EUROREPTARLAND amusement park. You 
must find and collect enough red tickets to 
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RUGRATS IN 
HARIS 


trade for prizes at the Prize Center. The 
prizes allow you to play all the mystery 
games. Then you have to beat enough 
regular games and mystery games to get 
enough gold tickets to trade for the Reptar 
Control Helmet. Finally, you have to beat 
Robosnail and save the princess. 

Two-, three-, and four-player game 
modes let you play against your friends for 
points. Each time you play, four different 
games pop up. Some are regular games 
and some are mystery games. The player 
with the highest score is the winner. 


REPTAR VS. ROBOSNAIL 


Robosnail is loose in the streets of Paris! 
Use your claws and launch fireballs to stop 
him! Good luck! 


@. 
A Run through the 
buildings! Reptar is 
very tall! 


A You’ve got to save 
the Eiffel Tower! 


A You can’t just stand up 
to Robosnail, though, 
because he will break the 
robotic Reptar. 


A Use your fireballs to 
do the most damage to 
Robosnail. 


ARobosnail slime is | A You'll probably have 
just too much for you. to play this part of the 


game a few times before 
you beat Robosnail. 


ARun to get the 
crates that appear to 
get extra fireballs. 


AGo to the buildings in the 
lower-left screen area. 
Robosnail always has trouble 
getting in there. Keep 
Spitting fireballs and running 
when Robosnail turns 
around. Then come back to 
these buildings and do it all 
over again ‘til you defeat 


A After you beat Robosnail! 


Robosnail, the 
princess comes to you 
in a victory dance. 


Become a master of the fighting arts with this complete move list for each and every fighter in this high-octane beat 
’em-up extravaganza. Even the secret POW moves are listed. 


Note: 
e denotes the POW move for each 
character. 


BASARA THE 


EXECUTIONER 


BUST 

Stabbing Feet During jump, #+4 
Friendly Rip ee bud+X 
Shadow Exit o¢bu+X or @ or OH 
Soul Sucker Jeeta 


Airborne Slash 

At jump peak, +%->+X or @ or m 
Ground Slash vu>+X or @ orm 
Shadow Feint 9€9+X or@orMora 
e SHADOW DANCE DREAM PULL 


€eUy>e+On 
SLASH 
Stabbing Feet During jump, ¥+4 
Friendly Rip ee bN9+X 
Shadow Stitcher  oubee+X or @ ors 
Soul Sucker beeta 


Airborne Slash 
At jump peak, #™++X or @ or m 
Ground Slash vy >+X or @ orm 


Soul of the Beast eudbet+e 
e SHADOW DANCE PAYBACK 

ee bNdE+XO 

GAIRA KAFUIN 

BUST 
One Hundred Dropper During jump, 4+4 
Nag Blast ve e+X 
Deadly Pokes vud+X or @ orm 
Earthquake Assault 44+XO 
Heaven Heart Slicer veEED+XO 
Hades Heart Slicer VCES+HEA 
e FIST FLASH DANCE vusbut+xe@ 


SLASH 


Prudence Punch 
100 Heavy Body Blow 


During Jump, ++ 
During Jump, ++ 


Nag Blast Ve e+X 
Victory Riser >9vu+X or @ orm 
Profound Pummel $ud+x@ 
Earthquake Assault VU+XO 
Ceiling Slam Grabber ebe+x 
Hard Head Grabber €4e+@ 


€¢Je+a 
vudvut+xe@ 


Reverse Twirl Grab 
e FIST FLASH DANCE 


GALFORD 


BUST 


Plasma Factor 

+X @® (standing) or +X @ (crouching) 
Plasma Break vu 3+X or @ orm 
Shadow Copy >¢“b39+X or @ 
Replica Attack  udeet+up or @A 
Imitate Replica When hit, up or @4 


Striking Heads DUNA 
Strike Heads Dash During Dash, 4s+4 
Lightning Slash 34u 
e LIGHTNING STRIKE THREE 

DULCeCD+H 


SLASH 


Plasma Blade 
Shadow Copy 
Replica Attack 
Imitate Replica 


+u3+X or @ orm 
>€¢“b4N>+X or @ 
 dudeetup or @A 
When hit, up or @4 


Rolling Crush 34+ 
Rush Dog ve e+X 
Plasma Dog beeLEe+X 
Machine Gun Dog Jeete 
Replica Dog veet+e 
Overhead Crash beeta 
e DOUBLE MEGASTRIKE HEADS 
Jerhbyd+Eora 
GENJURO KIBAGAMI 
BUST 
Lightning Wings 24X or @ ore 


Death of 100 Demons €3+X or @ or m 
Cherry Blossom Iris Reverse 
+2€+X or @ or @ 
Three Heavens Death 
+s >+X or @ or m(three times) 
Purple Sunset >udv+xX or @ orm 
e REVERSE FIVE FLASHES 
DPEREYD+OA 


SLASH 
Lightning Wings 
Triple Death Hack 
+X or @ or m (three times) 
Cherry Blossom Slice e€+X or @® or m 


>vu+X or@®or@ 
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Death Drops €vein 
Scarlet Slash 9ud+X or @ orm 
e FIVE FLASH RIP PELLII+XO 


HANZO HATTORI 


BUST 

Ninja Silent Shadow 

Ninja Exploding Dragon Blast 
vée¢+xX or @ org 


we+X 


Ninja Shadow Splitter 
>€ubN>+X or @ 
DUVCE+OMA 
€vbus+OmA 
€4¢+any button 


Ninja Heaven Splitter 
Utsusemi Earth Opener 
Ninja Monkey Dance 
Ninja Windsplitter 
During jump, ¥¥3+X or @ or m 
Ninja Exploding Atom Flash DPUNtMA 
e DRAGON POISON FINALIZER 
DULKES+HA 


SLASH 


Ninja Shadow 
Ninja Exploding Dragon Blast 
vee+X or @ or 


UU+X 


Ninja Shadow Splitter 
ertu or @ 
Ninja Heaven Splitter SuVEC+OMA 
Utsusemi Earth Opener CLEND+OMA 
Ninja Buddha Reverse Blow When hit, up 
Ninja Demon Reverse Blow When hit, © a 
Ninja Windsplitter 
During jump, #¥3+X or @ or m 
Ninja Strike Dash SUNtBA 
Rustling Ninja Strike Dash 
During dash, >¥s+m4 
VUV+X®O 


HAOHMARCHU 


BUST 


Force Fang 
Broiler Blast 
After taking a strong hit, while 
crouching, E 
Secret Cyclone Homicide Slash 
vu >+X or @ or 
Secret Crescent Moon Slash 
>“by+X oree orm 


e FLASH FINISHER 


After taking a strong hit, m 


CONTINUED > 


ill NMOGMOHS IVUVINYS 


SAMARAI SHOWDOWN Ill 


CONTINUED > 


Secret Driving Crescent Moon Slash 
During dash, >£ 4%+X or @ or m 


Sword Shockwave PUNTA 

Typhoon Wave VUDHA 

Serene Slice vee 3+m 

e SUP. SEC. HEAVEN CRUNCH 
DEKENVIIMA 

SLASH 

Sword Slash Attack Subecin 


Secret Cyclone Slash  ™€+X or @ or m 
Secret Crescent Moon Slash 
 o“bs+X or @orm 
Secret Hurricane Thrust 
During Dash, ##4s+X or @ or m 
Secret Earthquake Slice 
€¢“+X or @ org 
Secret Flying Cyclone Slash 
During Jump 4¥3+X or @ or m 
Secret Flying Earthquake Slash 
During Jump +e &+m 
e TOP SECRET HEAVEN CONSTRAINT 
BLAST ERRER EEDA 


KYOSHIRO SENRYO 


BUST 


Hades Twirling Flames 
Swirling Hades 
Eight Coil Serpent 
Kyoshiro Jig 
Smoldering Blood Pounce 

During jump, ++Xx 


vu3+X or @ orm 
>vs+X or @ orm 
VeeVeKC+E 
usu ste 


Aging Lion’s Tale Blast 
3udee+X or @org 
e KYOSHIRO DEMON BOOGIE 
bud by9+ON 


SLASH 


Twirling Flame 
Twisting Heavens 


vu >+X or ® or E 
>vu+X or ® orm 


Toad Plague eK“ dystup 
Tsunami Crunch vee+X or @ orm 
Kyoshiro Jig Vu A Ead 


Smoldering Blood Pounce 

During jump, ¥+X 
Lion Tale Blast  9udee+X or @ orm 
e KYOSHIRO DEMON BOOGIE 


bud b53+On 
NAKORURU 
BUST 
Lela O Chikiri PUTA 


Annu Mutsube 
Lela Mutsube 


€¢“b+X or@orm 
vu>+xX or @ or w 


Kamui Risse €e“+X or @ orm 
Wolf Pounce VEE+A 
Riding Wolf Attack 

Wolf Pounce +X or @ or m 
Myu Shikite Wolf Pounce +6 4+ 


Kanto Shikite Wolf Pounce +4 w->+ m 
Imel Shikite Wolf Pounce +jump +> 4 u+ m 
Epunike Shikite When knocked down, up 
e NUBEKI KAMUI SHIKITE éx 4 u> 4u+0 m 


SLASH 

Lela O Chikiri 
Annu Mutsube 
Lela Mutsube 


PUNTA 
€“4+X or @orm 
vu3+X or ® or E 


Kamui Risse ebe+xor® orm 
Mamahaha Flight beeta 
Mamahaha Attack 


Mamahaha Flight +X or @ or m 
Kamui Mutsube Mamahaha Flight +4 %->+ m 


LeLashe Pubee+xX 
Shichikabu Etu Brute sudbect+@ 
Shichikabu Amyu Jude e+ 
e ELEYU KAMUI RISSE 

DUGLEDULEE+XO 
BUST 
Lupu Thomumu 

+X @® (standing) or +X @ (crouching) 

Konril Myu ee b+X 
Lupu Quall vu3>+xX or @ org 


Konril Shira During jump, ®¥s+x 
Rupu Tu Nu Yaku DPUYEETA 
Upon Ho XXX or @©@@@ or BEB 


(slash repeatedly) 
e RUPU KAMUI EMYU 


DULKEDVSEEHMA 
SLASH 
Kamui Shtokke vee 3+ 
Konril Myu €e +X 
Lupu Quall +u3+X or @ or 
Konril Shira During jump, #¥s+xX 
Rupu Ru Nu Tiu Jube e+e 
Konrul Nonril 344X 
e RUPU KAMUI EMYU 

PUVLEDULCE+MA 
BUST 
Evil Hornet Gouger (forward) €¢¥4y 3+ 
Evil Hornet Gouger (reverse) DPUGEETA 


Underworld Lord Blast 
Dark Destroyer 

>€¢4y3+m Rise, then X or @ or E (A 
to stop) 


vu >+X or @ orm 


Judgement Blow >udin 
Invitation to Evil €3€39+X or @org 
Miasma Plasma ee +X 


e LEGIONS OF HADES BLITZ ¢€343+@8 


SLASH 
Evil Hornet Gouger (forward) ¢¥sud+Aa 
Evil Hornet Gouger (reverse) DUGEETA 
Holy Spirit Slicer +u>+X or @ or 
Dark Destroyer 
>€“ty3+m Rise, then X or Mor @ (A 
to stop) 


Judgement Blow Suvi 
Phoenix Flash €9€39+X or @ors 
Miasma Plasma enix 


e LEGIONS OF HADES BLITZ &>4xw+0m 


SHIZUMARU HISAME 
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BUST 


Scarlet Sword Rains of Time During jump, 
J+ 
Scarlet Sword Deadly Drizzle 
During jump, *+# 
Scarlet Sword Mist Blast 
vu3+xX or @ or E 
Scarlet Sword Downpour Thrust 
€¢e+xXor@orag 
Scarlet Sword Crosscurrent Slicer 
>”¢du+X or @ ore 
e SCARLET SWORD DEADLY DOWNPOUR 
SLICE >eeYI9+XO 
SLASH 
Scarlet Sword Downpour Thrust 
>ubee+X or @ore 
Scarlet Sword Mist Blast 
ou3+X or @orge 
Scarlet Sword Hailfire ee YUd+X 
Sca. Sw. Windshear Slice 
€$¢+X or @org 
Scarlet Sword Crosscurrent Slicer 
>2bu+X or @ or @ 
e SCARLET SWORD HURRICANE 
SHREDDER SLASH 
PULKEDIVEE+MA 


UKYO TACHIBANA 


BUST 
Concealed Sabre Skylark Swipe €34+X 
Concealed Sabre Snowfall Slash Flash 
ve¢+X or @ ors 
Concealed Sabre Swallow Swipe 
During jump, £+ %+Xor @ or E 
Concealed Sabre Dream Mist s¥e¢>+@ 
Concealed Sabre Heat Flash 
>vu+X or ® orm 
e FLASHBACK FLASH BLAST 3€3+m4 


SLASH 
Vanity Sabre Snowfall Slash 
Concealed Sabre Snowfall Slash 
+eée+xor® orm 
Concealed Sabre Swallow Swipe 
During jump, #¥s%+Xor @ or m 
Concealed Sabre Haze Hack 
+4s>+Xxorr@®orm 
Concealed Sabre Heaven’s Gales 
u4 ée+E to accumulate energy, 
then X to attack 
Concealed Sabre Warrior Wind 
>u% ée+E to accumulate energy, 
then @ to attack 
e TSUBAME SIX FLASH 


peeta 


Dubees+On 


Infinite Health P1 


800185B40080 
800186B40080 
800185B40000 
800186B40000 


infinite Health P2 
No Health P1 
No Health P2 


Each of this unique racer’s courses hold several hidden keys that access bonus cars and more. 


Here’s how to find them. 


TRACK ONE KEYS 


1. Instead of tearing off with the pack from 
the start line, slam your car into reverse 
and spin it around—heading for the back of 
the tunnel. In the left-hand corner of the 
tunnel is your first key. Pick it up by driving 
through it, then spin the car around again 
and race off to catch up with the others. 

2. As you race off from the start line you 
will notice the second key hovering above 
the left-hand side of the track. At first it 
seems impossible to collect this key. If you 
drive into the wall beneath it, your car 
bounces into the air, but nowhere near high 
enough to get it. In fact, you can’t collect 
this key while travelling in the normal 
direction. Instead, race onto the Golden 
Gate Bridge, then spin the car around and 
head back toward the key. As you near it, 
veer onto the right-hand side of the track, 
into the sand, where a small jump sends 
your car flying through the air at the key. 

3. Just after the Golden Gate Bridge, on 
the grassy bank that you can fly over using 
the ramp, you find the third key. To pick it 
up you must drive on through the toll booth 
instead of taking the jump and then hit the 
grass area just beyond the toll booth 
traveling at around 120 mph. If you get 

the correct angle your car will soar right 
through the key. 

4. Just after the first tunnel, crash through 
the fence on the left and into the dirt track 
section. Drive up the left of the fenced-off 
trees, heading up the steep hill. At the very 
top you find your key to collect. Picking it 


A Reaching some 
of the better hidden 
keys requires some 
fairly unconventional 
driving techniques. 


A In order to 
collect all the keys, 
you often have to 
spin around and go 
the ‘wrong’ way 
along the track. 


up is a simple matter of driving through it— 
no trickery is needed here. 
5. After passing the fifth checkpoint —the 
one that also acts as the finish line—keep 
to the left side of the track. You will find a 
grass-covered ledge you can drive up. At 
the very end of this ledge is your fifth key. 
You can pass through it to pick it up, 
then jump off the ledge and land back on 
the main track. Watch your speed as you 
approach the ledge, though—if you take it 
too fast, you run the risk of falling off the 
ledge before you reach the key. 
6. On the left toward the end of the long 
straightaway is a tunnel. Use this and drive 
through, but instead of tearing off down the 
road when you emerge, hit the brakes and 
spin the car to the left. Your key is nestled 
in the corner of the wall. Grab it, spin the 
car again, and head down the secret road 
to rejoin the track. 


TRACK TWO KEYS 


1. Drive to the end of the Bay Bridge, then 
stop dead. You need to drop off the end of 
the bridge at an angle and travel very 
slowly; around 8 mph should do it. This 
way you won't completely clear the level 
down below and, if your vehicle falls on its 
wheels, you can double back and go down 
the previously hidden section of bridge. 
You'll find your key at the very end. 

2. Instead of racing underneath the truck 
on the corner, turn and slow down to keep 
your tires on the ground, then speed up 
again and head directly for the fountain 
outside the Plaza to the left. 

If you hit the fountain at over 100 mph 
and at the right angle, you enter the plaza 
through a secret entrance hidden behind 
the glass panels. This secret tunnel is lined 
with “DANGER?” signs, and has a key 
floating in the center. This move is very 
difficult and requires more luck than skill. 
3. Back to that truck parked on the corner 
but this time jump onto the top of the 
building as before, and drive down toward 
the second jump ramp. Drive off the ramp 
at 10 mph.The trick is in getting your car to 
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fall onto its wheels so it can continue to 
drive. This is achieved through luck more 
than judgment—it depends on your speed 
and the angle you fall from. So keep your 
speed down and your fingers crossed! If 
you do manage to land safely, drive to the 
left to find your third key. 

4. For this key drive down past the truck on 
the corner once more, and toward the 
fountain outside the Plaza again. There’s a 
road leading from the plaza that joins the 
main track. Drive down this and into an 
underground garage to find the key 
nestling in the corner. Grab it, put your 
vehicle into reverse, and you can get 
yourself back onto the track and in the 
race before you know it! 

5. The next two keys can be found in the 
strange halfpipe section found by jumping 
over the broken area of the Bay Bridge and 
toward the halfpipe. Now you will find your 
first key high up on a ledge, on the side of 
the halfpipe. Collecting this key can be 
difficult with the strict time constraints 
given in the game, but you can first collect 
extra time by driving through a complete 
loop at the start of the halfpipe—the very 
top of the loop has special time power-ups 
to collect. 

6. This time you must drive into the halfpipe 
section as fast as possible, but instead of 
going for the first loop-the-loop drive up 
the side of the halfpipe, gradually turn and 
head back down toward the loop-the-loop 
at the far end. As you race into the loop, 
straighten your car up again to tackle the 
loop head on. The key is at the very top of 
the loop, so you’re going to need to pick 
up some serious speed to get it! 

7. Remember the fountain you had to hit to 
reach the second key? Well just beyond 
this fountain, further down the hillside, is a 
second fountain outside the Plaza. This 
holds the last key for track two. All you 
have to do is drive very slowly into the 
fountain. Again, collecting this key requires 
a good dose of luck, but keep your fingers 
crossed and you’ll get your key. 


CONTINUED > 
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SAN FRANCISCO RUSH 


CONTINUED > 


TRACK THREE KEYS 


1. As you race down the starting 
straightaway and enter the first bend, stay 
to the extreme left-hand side of the track. 
You will notice a line of trees. Run all of 
them down—it’s great fun and leads you to 
a set of steps leading upward. Drive up 
the steps. You may need to accelerate hard 
to make it to the top, depending on the car 
you’re driving. At the top, hang a sharp left 
into a small walled area where your first 
track three key is hiding in the corner. 

2. The second checkpoint is the hiding 
place for the second key on this track—it 
hovers directly above the checkpoint sign. 
Locating the key is easy, but getting it is 
another matter! You must travel all the way 
around the next long bend, turn around, 
and then come back the other way. Of 
course, if you’re already playing the track 
backward, you don’t have to bother about 
this. Accelerate up the hill and make sure 
you’re on the center line. If you don’t veer 
from the line, you pick up enough speed to 
send your vehicle soaring into the air and 
through the key. 

3. Immediately after the fourth checkpoint, 
the track dips into an underpass then 
comes back up again before descending a 
very steep hill. The third key is hovering 
near the roof of the underpass and cannot 
be grabbed while traveling in the normal 
direction. To get this one, travel to the 
bottom of the steep hill, then spin the car 
around and make a return trip back up the 
hill toward the underpass. Keep to the 
center line in the road, and as long as you 
reach the top of the hill at over 110 mph, 
your Car soars through the air and through 
the key! 

4. The fourth key is easy to find. Take the 
route through the Dragon's Gate into 
Chinatown and race to the top of the hill. 
Slow off as you reach the top, and instead 
of jumping over the building and into the 
approach to Lombard Street, take a right. 
The key can be found on the corner of the 
red-colored building on the left. Just drive 
through it and it’s yours. 

5. Another key hidden in Chinatown—but 
the location of this one is a little more 
bizarre! Don’t take the Dragon’s Gate route 
this time; head right from there and around 
the normal route of the track. 

Before you reach the last bend before 
Lombard Street on the left, look out for a 
hole in the fence on the right-hand side of 
the track. Drive slowly through this and you 
come down into a small alley, where there’s 
a second hole. Drive through and down a 
tunnel and into a strange area that’s lined 
with a sky pattern! This is certainly strange, 
but if you spin your car around and head 
for the corner of this “room,” you find the 
fifth key. 


6. There’s a secret tunnel on the left just 
after Chinatown. Pass this and look for the 
small oasis of palm trees on a bricked area 
to the left. The key rests in the corner of 
this area. You can easily reach it from the 
end of the secret tunnel by simply slowing 
down as you exit and steering to the left. 
Your vehicle climbs the small wall to reach 
the key. If you approach the exit of the 
tunnel from the main track, look for where 
the wall dips—this is the only way you can 
access this secret area. Drive up, and then 
go right to get the sixth key. 

7. As you drive around the final bend in 
track three and enter the starting 
straightaway again, you will notice a group 
of people and a tram standing alone on the 
left-hand side of the track. Head to the left 
of the tram and steer around to the right so 
that your car passes behind it—here’s the 
seventh key. 

8. Just around the bend from key two is a 
canyon section. Drive your car between the 
buildings and down into the canyon 
halfpipe itself; now drive to the right of the 
first set of rocks—as far up the side of the 
canyon as you can get. Up here you will 
discover the eighth and final key. 


TRACK FOUR KEYS 


1. There’s a fenced-off area in the bus 
depot at the start of track four. The main 
track goes to the right of it and the secret 
road to the left. Inside this area is your first 
key. To grab it, drive down into the skate 
park just beyond the secret area, drive to 
the end, then turn your car around. Come 
tearing down the park and hit the fountain 
at the end. If you get the correct angle and 
speed (as fast as possible, basically!), your 
car flies through the air and lands in the 
fenced area, ready to collect the key. 

2. The second key is suspended in the air 
above a small hill in the green area, just 
beyond the bus depot. Take the main track 
all the way up the straightaway, and then 
take a left to face the hill. Now hit the 
accelerator and increase your vehicle’s 
speed until you hit the hill. With a bit of luck, 
the car springs into the air and gets the key. 
3. Reaching the second level of the 
building at the end of the first long piece of 
road is a real nuisance, but it has to be 
done if you want to pick up the third key. 
When you eventually reach the second 
level, drive on down the gangway and 
through the building ahead. Now drop onto 
the roof of a lower building—here you find 
the key. Try to pick it up as you drop off: 
There’s an invisible wall to the left that 
makes it very tricky to turn around if you 
miss your prize. 

4. This one’s easy to collect! At the T- 
junction just back from the location of key 
three, there’s a small gap between two 
large buildings. Locate this and drive down 
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it, then take a sharp turn to the left. Here 
you find the fourth key, just hovering and 
waiting to be picked up. 

5. This has to be the toughest maneuver 
you ever have to do in San Francisco Rush. 
It involves the triple-jump in the same area 
as key three. Reaching the first level of the 
jump was a pain, the second level was 
nearly impossible, but the third? Pure luck! 
Hit the bottom ramp at the highest speed 
possible. If you hit it at exactly the right 
angle and your vehicle flips in the right 
direction, you just might make it to the third 
level in one piece. If you do, the key is just 
on down the gangway, and the level then 
empties out onto the approach to the 
Stockton Street Tunnel. All this, and in a 
short time limit? Good luck! 

6. After passing through the area that 
contains the Transamerica Pyramid and the 
multi-level jump, stick to the main track 
instead of going through the bus depot 
shortcut. You will race around the corner; 
then the track straightens out, ready for a 
jump down to the lower level. Keep to the 
very left of the track here. There’s a small 
gangway that leads to a hotel parking lot; 
drive down it, being careful not to hit the 
sides too much. Make two sharp left turns 
into the parking lot, where you find the 
sixth key lurking in a corner. 

7. For this key you need to race around to 
the triple rooftop jump again, only this time 
you don’t want to clear all three jumps. 
Instead, hit the first ramp from the grass 
and leave it to the right. You need to aim to 
leave the ramp at around 95 mph to land 
on the second story of the building holding 
the second ramp. Drive down the side of 
the wall to get the key. 

8. The eighth and final key for track four 
seems simple to collect. It’s hidden down 
an alleyway on the second square box 
section of the main track, where the road 
splits into two. The problem is that the alley 
is SO narrow, one wrong move and your 
vehicle explodes! Drive down at just over 
20 mph, then steer sharply to the right, 
then left to find the key. The trick is to keep 
the speed up, without hitting the wall. 


TRACK FIVE KEYS 


1. Head on through the Fort Mason area and 
down to the docks. Follow the cliffside down 
onto the beach until you can’t go any further, 
then turn around. You need to accelerate 
parallel with the cliffs, heading toward the 
dock buildings. Hit the edge of the beach at 
around 100 mph and your car flies through 
the air, landing on the roof of the first 
building. The key is on the fourth building — 
and you guessed it, you must have enough 
speed and be at the correct angle to jump 
from roof to roof until you reach your key. 
Double jump from building #2 to building #3, 
then drive across the walkway joint to #4. 


You can select a different color car from the 
selection screen by simply pressing m as you 
choose your favorite vehicle. 


CAR BONUSES 

There are hidden cars in San Francisco Rush 
that are found by picking up the keys around 
each track. We've told you how to find the 
keys so here are the cars you will earn. 


Muscle Car—Pick up four keys from 
any track then press * on the gear selection 
screen. 


2. Back down to the beach again for key 
two, and take exactly the same run up as 
you did to get key one. The difference here 
is that the key is on the dockside building 
to the right. Hit the beach ramp at 90 mph. 
Land on the first building. Start from the 
left end, drive off the right end, and leap 
across to the dock. 

3. The third key is hiding out on top of a 
building in the Marina residential area. Head 
through the gap in the hazard signs, keeping 
your speed high and heading down the left- 
hand side of the trees. Hit the first jump, 
then aim to hit the second rooftop jump 
slightly to the right. If you get the angle just 
right, you should now be racing toward the 
rooftop key. You can land safely on the 
rooftop and simply drive through the key— 
but the hard part is getting the high-speed 
double jump correct in the first place. 

4. Again, drive through the Marina 
residential shortcut to get this key, but 
forget about the jumps—simply keep going 
left until you reach a main road. Drive a 
little way down here, then look for a gap in 
the buildings to the right—your key is 
nestling between the two buildings in a 
small alleyway. Simply drive through it. 

5. Where track five splits in two halfway 
around there is a dirt ramp to the left of the 
track—this is your starting point for key 
five. From the bottom of the hill, speed up 
the road and veer to the left, then back to 
the right as you hit the ramp at around 115 
mph. The car should soar through the air 
again, between the two buildings. You will 
find the key here. You can either stop on 
top of the building to drive into it, or hope 
that you are heading in the right direction 
to fly right through it! 


A You can’t afford 
to take too long 
collecting keys— 
you still have to 
pass each 
checkpoint in time. 


A It’s important to 
be in full control 
when searching for 
keys—some require 
specific speeds to 
collect. 


Hot Rod—Once you have found eight keys, 
press + on the gear selection screen. 


City Bus—When you have clocked up 16 keys, 
press + on the gear selection screen for this 
vehicle. 


Police Car—You must finish the one player GP 
Mode and press © on the gear selection 
screen to get this car. 


Taxi—Once the one player Circuit Mode has 
been completed, press + on the gear 
selection screen. 


6. Take the right-hand route where the track 
splits at the ramp to key five, and take the 
left bend. A gas station on the next left 
bend holds key six. Collecting this key is 
refreshingly simple. Just drive around the 
gas station and in through the entrance. 
The key is sitting there in the corner. 

7. There are two ways of picking up key 
seven. You can either take the two-level 
jump, aiming to land on the bottom level, 
then spin your car around and drive to the 
key. Or the easier way, and the one that 
makes it easier to grab within the time limit, 
is to play the track backward: Just before 
you reach the first corner, don’t follow the 
main track, go through the secret entrance 
in the building to the right. Speed down 
here as fast as you can to make it over the 
spike pit, then simply drive down the side 
of the jump and pick up the key. Easy! 

8. You can find the final key of track five 
underneath a building on the right-hand 
side of the final downhill straightaway. 
You’re looking for a blue building lined with 
windows. Just drive into the gap before the 
building, then through the holes in the wall 
to find your key in the corner of an 
underground garage. 


TRACK SIX KEYS 


1. Head down the starting straightaway 
and head into the cave with a fenced-off 
entrance on the left. Once inside, skid your 
car around, ignoring the secret tunnel, and 
you will find your key sitting there, waiting 
to be collected. 

2. The second key is located near the lake 
jump shortcut entered from the cave in key 
one. You must drive around the bend and 
through the checkpoint, then almost to the 
next bend, then steer left onto the grass 
and head for the water. The key is located 
near a timber fence, nestling in the trees. 
Simply drive through it and hit the Abort 
button to get back to the track with the 
minimum of fuss. 

3. After heading back up the straightaway 
again and starting a clockwise route 
around the ring road, stop when you reach 
the first house on the left, situated behind 
the crash barriers. Drive around the 


barriers and down the grassy slope toward 
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the water. You can drive around the back of 
the house, keeping your speed slow, but 
not so slow as to be repositioned on the 
track again. The key is easily found, so 
simply drive through to collect it. 

4. Key four is also situated near the house 
described in key three, but it’s not too easy 
to reach. It’s perching on the top of Seal 
Rock, a small island outcrop just off the 
coast near the house. To collect this one, 
you have to start your maneuver from up 
the hill. Aim to hit the rocks to the right of 
the crash barrier at around 80 mph, facing 
Seal Rock. The car should make the trip 
over the water and land near enough to 
collect the key. 

5. Head on up the hill from Seal Rock, and 
over toward the T-junction. Continue to the 
bend in the track where there’s a breakable 
window in the building on the left. Drive 
around the back of this building and carry 
on through the parking lot. The key is to be 
found in a corner near the far building. 

6. On around the bend from key five, the 
cars must climb a very steep hill as they 
pass through the final checkpoint. Just 
beyond this checkpoint is a grand building 
on the left-hand side. It has a small 
entrance in the front that you can just about 
drive your car through. The key is found 
inside. Forget about attempting to drive 
back through the door when you have 
collected this key. Simply press the Abort 
button and you’ll be instantly back on track. 
7. Immediately after the final checkpoint in 
track six, when racing around the ring road 
counterclockwise, comes the most 
demanding set of keys. Keys seven and eight 
are found in a highly secret underground 
cavern named Papyland. To access this, drive 
off the cliff edge to the left of the hazard 
warning signs. Take it really slowly down the 
side of the hill, braking to steady the car and 
all the time heading to the right. When you 
reach the waterside, drive slowly over the hills 
until you reach the secret entrance. Key 
seven is in the center of a loop-the-loop. Use 
the silver ramp to the side to jump through 
the loop. Aim to hit the loop at around 80 
mph. The car should stall halfway around the 
loop and fall through the key, collecting it. 

8. You will find the eighth and final key for the 
game hidden away in the top level of the 
arena. Drive up the walls on the side to reach 
the key. 


D00074BC0001 
800560440000 


Drone Cars Cannot Drive 


Drone Cars Cannot Drive 
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SHOCKWAVE ASSAULT 


ASSAULT 


Only you can defeat the invading alien hordes in this futuristic combination of flight sim and 3D blaster. 


Use these tips to survive. 


ti Me PO A 


A Keep one eye on your laser, shield and 
fuel gauges at all times—especially when 
dogfighting aliens. 


and fuel gauges are 
located at the bottom 
of the screen, shown 
as colored bars. Your 
GENER HINTS remaining missiles are 
indicated by the box 
to the right. 
Quickly fix a target- 
lock and use the radar 
to line up with the 
leading alien, then fire 
away. Eliminating early 
threats betters your 
chance of survival. 
If you’re in a critical 
situation but near a 
refueling drone, 
it’s better to avoid a 
dogfight with another 
flying alien. Quickly refuel, then return to 
carried away with sight-seeing—there are the action. 


aliens to kill. e Keep your targeting sight about as high 
over the horizon. You can take out most of 
e Your F-117 is equipped to handle only a the flying aliens from this safe distance. 


limited amount of weaponry, so watch the 
weapons gauges closely. Your laser, shield, 
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A Low-level dogfights are dangerous situations, especially if 
there are buildings or other obstacles. 

V Try to save your missiles for really tough targets, or use them 
J to finish off enemies when your craft is badly damaged and you 
need quick kills. 


ITEMS LIST 


ltem-collecting plays a major role in Silent 
Hill. Many items you pick up help move the 
game forward—for example, they help solve 
a puzzle or provide a vital clue. Others are 
there strictly for your survival needs (Health 
Drinks, for example). 

Look over the following descriptions. 
Becoming familiar with the game’s most 
important items may give you the edge you 
need to solve Silent Hill’s most perplexing 
mysteries. 

Asterisked items (*) become available 
only on a second run through the game on 
a gold Next Fear save. 


AMPOULE 

The scarcity of these underscores their 
importance to your survival. Because they 
function much like a limited invincibility 
potion, save them for boss fights. But use 
care: The Ampoule’s effects wear off quickly. 
If you’re in the red when they do, one hit 
can send you back to the Start screen. 


BLOOD PACK 

Find the Blood Pack, filled with 200 
milliliters of fresh blood, on a shelf in the 
Hospital’s third-floor Storage Room. Use it 
to distract the tentacles in Room 204 so 
you can pick up the Plate of Hatter. 


CAMERA 


The Camera you pick up in Nowhere helps 
you solve a difficult puzzle. On Nowhere’s 
third floor is a room similar to the “other 
church” behind the Antique Shop in Central 
Silent Hill. Use the Camera to take pictures 
on either side of the altar to reveal symbols 
etched in the canvas. Copy the symbols 
into the button plates on the room’s two 
doors to unlock them. 


CHANNELING STONE* 


First found on the counter of the 
convenience store on the northeast corner 
of Bachman and Finney streets, the 
Channeling Stone is the game’s most 
mysterious object. Only a few locations 
exist where you can use it. Using it in each 
area enables a special ending and access 
to the secret Hyperblaster. 


CHEMICALS 


Find the bottle of Chemicals, an essential 
piece of the Alchemy Laboratory puzzle in 
Midwich School, on a shelf in the Lab 
Storage Room next to the true Laboratory. 
This acid eats through any material, 
including the statuette of the old man’s 
hand on the desktop in the Lab. 


SILENT HILL 


DISINFECTANT ALCOHOL 


After you solve the Alice in Wonderland 
puzzle on the second floor, you can enter 
the Hospital’s east wing. Visit the Intensive 
Care Unit and pick up the Disinfectant 
Alcohol from a table there. Use the Alcohol 
on the ivy-covered trapdoor in the secret 
area behind the Basement Storage Room. 


EMPTY BOTTLE 

Find this optional item in the Kitchen on the 
first floor of the Alchemilla Hospital, during 
daylight. Use it to scoop up mysterious 
liquids. Using it correctly gives you access 
to one of several possible endings. 


FIRST AID KITS 


The powerful medicine in these small white 
boxes completely heals any damage you’ve 
sustained, even if your meter is in the red. 
Save these packets for brutal boss fights or 
for when you’re lost and far from safety. 


THE FIVE SYMBOLS 

When you reach the Child’s Room in 
Nowhere, there is a locked door containing 
five empty recesses. To unlock the door, 
find the five “rites,” or symbols, and place 
them in their respective slots. 


Amulet of Solomon: Solve the Grim Reaper 
puzzle in the hall behind the Door of Ophiel. 
Enter A-L-E-R-T into the letter lock plate to 
proceed first into the Storage Room, then 
the Morgue. The Amulet of Solomon is 
hanging on the back wall in the Morgue. 


Ankh: The Ankh hangs from a nail situated in 
the Graffiti Room behind the Door of Phaleg. 


Crest of Mercury: Pick up the Crest of Mercury 
from a display cushion in the Jewelry Store 
on the second floor of Nowhere. 


Dagger of Melchior: Before you remove the 
Dagger from the fridge in the Kitchen 
behind the Door of Phaleg, examine the 
fridge, then choose not to pull out the 
Dagger. Use the Ring of Contract on the 
door to complete the chain link. Now it’s 
safe to pull out the Dagger. 


Disc of Ouroboros: This last piece of the 
door puzzle sits on the monitoring 
machine behind the Door of Aratron. 


FLAUROS 

You’ll pick up the Flauros object from the 
altar in the Balkan Church after your first 
meeting with Dahlia Gillespie. Its purpose 
and function remain unknown throughout 
most of your journey, but you’ll know when 
the time comes to use it. 
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GASOLINE CAN* 


When you complete Silent Hill and play 
through again using a gold Next Fear save, 
you gain access to the Gas Can. It is ona 
shelf in the Garage behind the Gas Station on 
Bloch Street. When you have the Gas Can, 
pick up both the Rock Drill and the Chainsaw 
from locations in Old Silent Hill. Very cool. 


GOLD MEDALLION 


You receive the Gold Medallion after you 
solve the Alchemy Laboratory puzzle in 
Midwich School. When you place the Gold 
Medallion in the “A Golden Sun” slot in the 
School's courtyard Clock Tower, the cover on 
the piano in the Music Room is unlocked. 


HANDGUN AMMO 

These small red boxes are abundant 
throughout Silent Hill, but don’t burn 
through the bullets. You’ll need far more 
Handgun Ammo than you will Shotgun or 
Rifle shells; thus, you may run through 
more bullets than you’d planned. Always 
weigh the need to shoot enemies against 
the possibility of escape. Each box of 
Handgun Ammo carries 15 rounds. 


HEALTH DRINKS 

These small bottles are plentiful, but use 

them sparingly. They are not as potent as 
First Aid Kits, but Health Drinks replenish 
your health by about a third, making them 
very effective for recovery from minimum 

to medium damage. 


LIGHTER 


The Lighter has enough fluid in it for only 
one flick. It is in Alchemilla Hospital Room 
201. With the Disinfectant Alcohol, the 
Lighter works to burn away those stubborn 
vines over the trapdoor in the Basement 
Storage Room. 


MAGNET 


The only way to get at the Magnet in the 
Resort Area’s Motel is to locate the numeric 
password on a piece of paper in the Indian 
Runner. Enter 0-8-8-6 in the electronic lock 
near the Motel’s rear exit to enter and find 
the Magnet on the sofa near the coffee table. 
Use it to grab the Motorcycle Key from 
beneath the floorboards of Motel Room 3. 


MAPS 


Because you rely heavily on maps to get 
through the game’s different areas, it’s 
imperative you locate the map for each 
new building or area you enter. Pressing 4 
displays the map for any area you’re in, 
but only after you locate the hard copy. 


PICTURE CARD 

Take the Picture Card from a table in the 
northeast classroom of the School’s first 
floor. It solves the puzzle of the weird door 
in the room behind the Reception Desk, 
acting like a key to grant you access to the 
first floor’s West Hall. 
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After ammunition, keys are the next most important items in the game. Beginning with the House Key in the Doghouse on Levin Street, you use dozens 


of keys to get through puzzle areas. The following table reveals where to find each key and what it’s used for. 


Police car trunk (east end of Finney Road) 
One of the Keys for Eclipse (Levin Street) 


In faucet in room left of nonfunctioning elevator in Nowhere 
Unlocks Door of Ophiel 


Inside Birdcage in room left of nonfunctioning elevator 


on first floor, Nowhere 


Unlocks Door of Phaleg 


Inside mailbox at south end of Ellroy Street 


KEY: ANTIQUE SHOP KEY: KEY OF LION 
Location: Key Left by Dahlia Gillespie on desktop in Location: 

Examination Room, Alchemilla Hospital Function: 
Function: Unlocks door to Green Lion Antique Shop KEY: KEY OF OPHIEL 
KEY: BIRDCAGE KEY Location: 
Location: In left room, third floor, Nowhere Function: 
Function: Unlocks Birdcage in room left of nonfunctioning elevator . 

on first floor, Nowhere a KEY OF PHALEG 
KEY: CLASSROOM KEY 
Location: In courtyard Drainage Pool after using Rubber Ball Function: 
Function: Unlocks East Hall Classrooms on second floor of ; 

Midwich Elementary School Pa KEY F SGARECROW 
KEY: DRAWBRIDGE KEY Function: 


One of the Keys for Eclipse (Levin Street) 


Location: On altar in Balkan Church 

wore : - . ; KEY: KEY OF WOODMAN 
Function: Activates control panel in Orridge Bridge Control Tower Location: In Basketball Court in alley behind Café 
KEY: EXAMINATION ROOM KEY Function: One of the Keys for Eclipse (Levin Street) 
Location: In Alessa’s Room on second floor of : 
— Eh ae pela oe ern earots 

cuon; ocxS goor to Examination Room Function: Unlocks Library Reserve Room on second floor 

KEY: HOSPITAL BASEMENT KEY . 
Location: On table in Alchemilla Hospital Conference Room nee a eee Bar 
Function: Unlocks door to Basement staircase Function: Unlocks Room 3 at Motel in Resort Area 
KEY: HOUSE KEY 

SR ; ; KEY: MOTORCYCLE KEY 
ae a Ma ae fees ae i Location: Under floorboards below dresser in Motel Room 3 

i PENS DOF OR NOUSE OMHEVINSEEG Function: Unlocks gas tank of motorcycle in Motel Office Garage 

KEY: K. GORDON KEY 

PR Fae KEY: SAFE KEY 
ee Taria MoN m any School Location: In drawer behind counter in Indian Runner 

on CRS: POU Ra puse Function: Unlocks safe behind counter 
KEY: KEY OF ARATON 

ina i . KEY: SEWER KEY 
eee Gir aa eae pete on second floor, Nowhere Location: In wall cabinet of Sewer Office 

` Function: Unlocks gate in Sewer C1 

KEY: KEY OF BETHOR 

oo ‘ KEY: SEWER EXIT KEY 
Location: i me A ee on shelf, second room on the right, Location: In water at south end of D Sewers 
Einen: PE E Lien Function: Unlocks the north Sewer Exit in D Sewers 
KEY: KEY OF HAGITH 
Location: In grandfather clock in Antique Shop, Nowhere 
Function: Unlocks Door of Hagith 

PLIERS Alice in Wonderland characters. To solve RUBBER BALL 


Find the Pliers on a rusty tray in a room off 
the Classroom in the Nowhere area. Use 
them to remove the Key of Ophiel from the 
faucet near the nonfunctioning elevator. 


POCKET FLASHLIGHT 


Find the Flashlight on the Café counter; it’s 
among the game’s most important items. 
To use it to illuminate dark areas, press @; 
use the same button to turn it off. 


PORTABLE RADIO 

The red Portable Radio you find in the Café is 
another essential tool. It issues white noise to 
alert you whenever a monster is in the vicinity. 


PUZZLE PLATES 

After you visit the spooky fourth floor of 
Alchemilla Hospital, the building 
transforms, forcing you to solve a puzzle in 
the second-floor Nurses Room involving 


the puzzle, you must collect four colored 
Plates that act as keys to unlock the door 
in the Nurses Room. 


RIFLE SHELLS 

Silent Hill’s scarcest ammo, Rifle Shells come 
in small green boxes of only six shells each. 
You'll find your first such box in the Shopping 
Center’s Jewelry Store. The Hunting Rifle 
matches the Shotgun’s power, but can hit 
targets from a greater distance, making Rifle 
Shells a hot commodity for boss fights. 


RING OF CONTRACT 
You'll find the Ring of Contract displayed 


on a cushion in the Jewelry Store in 
Nowhere. Use it in the Kitchen room 
behind the Door of Phaleg to trap the nasty 
beast lurking in the refrigerator. If you fail to 
use the Ring before you extract the Dagger 
of Melchior, the beast eats you. 


PRIMA’S UNAUTHORIZED STRATEGY GUIDE 


The mirror version of Midwich School 
enables you to pick up the Rubber Ball 
from a gurney in the first-floor Storage 
Room. You'll need it to plug a corner 
drainpipe on the School roof. 


SCREWDRIVER 


Found near the Pliers in a room next to the 
Classroom in Nowhere, the Screwdriver 
allows you to remove that pesky Steel 
Plate from the wall in one of the second- 
floor rooms. The Key of Aratron sits behind 
the Steel Plate. 


SHOTGUN SHELLS 


You stumble across these purple boxes 
after you reach Midwich Elementary 
School. Each shot delivers maximum 
damage, so conserve your Shotgun Shells 
for boss fights and especially tough 
enemies. Shotgun Shells come in sets of 
six shells per box. 


SILVER MEDALLION 


When you solve the puzzle in the Midwich 
School Music Room, the Silver Medallion 
falls from a slot positioned above the 
blackboard. Place it in the opening on the 
side of the courtyard Clock Tower labeled 
“A Silver Moon.” 


STONE OF TIME 

Solving the astrological puzzle in the hall 
behind the Door of Ophiel gives you the 
Stone of Time. Use it on the broken 
grandfather clock in Nowhere’s Antique 
Shop to access the Key of Hagith. 


STORE RECEIPT 


When you run into Dr. Kaufmann a second 
time at Annie’s Bar in the Silent Hill Resort 
Area, pick up the Store Receipt he drops. 
The numbers scrawled on it (0, 4, 7, 3) are 
important. Use them on the combination 
lock to enter the Indian Runner general store. 


UNKNOWN LIQUID 


When you first visit the Alchemilla Hospital 
during the day, you stumble on the 
ransacked Director’s Room on the first 
floor. Someone has made a mess of the 
shelves and smashed a vial on the floor 
behind the desk. Collect the spilled liquid 
in the Empty Bottle. 


VIDEOTAPE 

You stumble across the Videotape on a 
gurney in the first room to the right, in the 
second hallway, second Basement level, 
Alchemilla Hospital. View it using the old 
VCR in Room 302, but you won't see a 
clear version of the footage until you reach 
the area they call Nowhere. 


SECRETS FILE 


Finding certain items or enabling different 
events can answer any questions you may 
have. This section gives you the skinny on 
the secrets you can find in the game— 
secrets that shed further light on the 
mysteries of Silent Hill. 


GOOD+ 

Save Cybil using the Unknown Liquid, and 
she appears in the final sequence. The 
dialogue sequence before the final battle 
explains the story more fully, clearing up 
some questions. 


Received after Gold “Next Fear” Save: 
Channeling Stone, Chainsaw, Rock Drill, 
Gas Can 

Extras: An instrumental version of the ending 
theme during credits, FMV of Cybil and 
Harry holding a baby (similar to opening 
sequence of Harry and his deceased wife). 


To receive the Good ending, meet with Dr. 
Kaufmann in the Motel, but kill Cybil when 
you confront her evil form in the 
Amusement Park. By tossing the bottle of 
Aglaophaotis at Alessa, Dr. Kaufmann 
ensures you'll fight the Great Winged 
Demon instead of Alessa/Cheryl. 


Received after Gold “Next Fear” Save: 
Chainsaw, Gas Can, Rock Drill 

Extras: A cool FMV of Lisa Garland rising 
from the depths of hell to drag the doc 
back down with her. 


BAD+ 

If you picked up the Unknown Liquid from 
the hospital and used it to save Cybil, but 
you never met up with Dr. Kaufmann in the 
Motel garage, you’ll receive a slightly better 
ending than the Bad version. 

Cybil shows up just before the final 
battle and you will then receive a bit more 
of the story line than you did during the 
Bad ending, but you will still have to fight 
Alessa/Cheryl as the end boss. It’s a little 
better than the Bad ending, but it’s still 
quite a grim fate for Harry. 


Received after Gold “Next Fear” Save: 
Chainsaw, Rock Drill, Gas Can, Katana (On 
Hard setting) 

Extras: Different ending theme, in-game cinema 
of Cybil slapping around a despondent Harry 
to get him to escape with her. 


BAD 


If you fail to enable both of the optional 
flagpoints, you’ll simply face off with 
Alessa/Cheryl at the end of the game after 
minimal dialogue with Dahlia. Bleak. 


Received after Gold “Next Fear” Save: 
Chainsaw, Rock Drill, Gas Can 

Extras: Ending theme with vocals, FMV of 
Harry lying unconscious in his jeep, 
supposedly dreaming, shortly before he dies. 


MAP LOCATION 
Old Silent Hill Map 

Midwich Elementary School Map 
Central Silent Hill Map 
Alchemilla Hospital Map 
Hospital Basement Map 

Sewer A Map 

Resort Area Map 

Sewer B to Amusement Park Map 


On Café counter 

On counter in School Lobby 

On desk in control room of Orridge Bridge Control Tower 
On wall left of Alchemilla Hospital entrance 

On desk in Doctor’s Office 

On desk in Sewer Office 

On wall of destroyed building near Sewer Exit 

On wall near entrance ladder to Sewer B 


There’s more than one way to finish Silent Hill. The flagpoints comprise two optional events—meeting with Dr. 


UFO ENDING 


If you get the Good+ ending, you'll receive 
the Channeling Stone. On your next time 
through using the Gold “Next Fear” Save, 
you'll find and use the Channeling Stone to 
receive a special, early ending. Use the item 
to “channel” some eerie UFO lights on the 
roof of the School, in the Hospital Courtyard 
at night, in the parking lot of the Motel, in the 
cabin of the Boat in the Resort Area, and 
atop the Lighthouse. Once you complete all 
the sightings, you’ll summon a fleet of 
spaceships that will...well, see for yourself. 


Received after Gold “Next Fear” Save: 
Chainsaw, Gas Can, Rock Drill, Channeling 
Stone, Hyper Blaster 

Extras: A visit from some unfriendly aliens, 
no cinema or bloopers. 


THE GOLD SAVE 


After the game’s ending plays out, sit 
through the credits for a chance to save 
your game and enable access to new items 
your second time through. 


EXTRA OPTIONS 


Complete Silent Hill, then insert a memory 
card with a Gold “Next Fear” save when 
you begin a new game. Enter the Options 
menu on the Start Screen, then press Œ 
or (81) to find a menu filled with new 
options. Most of the secret options allow 
you to set your controls, while others make 
your next game easier. 

One secret option is the ability to change 
the blood color in the game. Another is the 
Auto Aim feature that keeps your weapon 
drawn by pressing R2. You can sheath the 
weapon by getting hit by an enemy or by 
pressing R3 again. Another option is Bullet 
Adjust. This allows you to multiply each bullet, 
or piece of ammo, by the number on this 
option. Therefore, if you’ve set the option to 
“x5”, you'll collect five times the amount of 
ammo each time you pick some up. The 
more games you play through and save onto 
your memory card, the higher this number. 


Kaufmann in the Motel garage and saving Cybil at the Amusement Park. You can in fact play through the entire 
game and never go through the entire Kaufmann sequence in the Resort Area. The same can also be said for 
saving Cybil; if you never picked up the Unknown Liquid from the Alchemilla Hospital Director’s Office, you must 
kill your cop friend. Your ending, depending on what you’ve accomplished, is graded on a kind of meter that 
runs from Bad to Good+. And depending on the ending you receive, access to certain items becomes available 
your second time round. It also determines the boss you face in the final battle. 
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THE SIMPSONS WRESTLING 


THE SIMPSONS 
WRESTLING 


The attacks described below for each Simpsons character work the same way. For Grapple Attacks, press œ when you 
are near your opponent, then press the button used for the attack you have chosen. For Rope Attacks, press the 

required button as you’re bouncing off a rope to start an attack. Lastly, for Jump Attacks, press x to jump, then press 
the necessary button to attack while in the air. 


Main Attacks 

x Jump 
ad Combo 
a Bowling Ball Throw 
® Super Homer (© for spinning kick) 
Grapple Attacks 

a Throw 
A: Choke 
bd Slam 
Rope Attacks 

a Rush 
4 Clothesline 
e Head Drive 
Jump Attacks 

7 Head Bounce 
a Sitting Bounce 
e Body Slam 


J] Homer has some 
unique attacks. His 
bowling ball rolls 
around the ring for a 
while and he can roll 
two balls at the same 
time. His special attack 
(@) has him eat a box 
of doughnuts, then 
grow into Super Homer. 
Instead of grappling, Homer does a spinning 
kick in this mode when R3 is pressed. 


A Super Homer’s 
spinning kick. 


Main Attacks 

x Jump 
a Combo 
a Sax Blow 
eS Bite 
Grapple Attacks 

E Throw 
a Sax Bash 
(3 Slam 


Rope Attacks 

a Rolling Attack 
4 Somersault Attack 
e Sax Swing 
Jump Attacks 

m Head Bounce 
S Rolling Bounce 
e Head Dive 


Lisa is a tricky 
character to play. Her 
Bite attack is great 
because the opponent 
can’t counterattack 
while she’s locked on. 
Keep pressing any of 
the buttons to keep 
chomping and causing 
damage. Her Sax 
Blow isn’t as effective as some of her other 
attacks because only certain notes cause 
damage. When you have lots of energy, 
press 4 repeatedly to get in some of those 
hurtful notes. 


A Lisa bites her 
way to victory. 


Main Attacks 

x Jump 
E Combo 
a Blue Hair Whip 
e Maggie 
Grapple Attacks 

m Throw 
a Head Butt 
e Slam 
Rope Attacks 

a Head Thrust 
a Rolling Attack 
e Frying Pan Windmill 
Jump Attacks 

= Head Bounce 
a Rolling Bounce 
e Body Slam 


Marge offers a variety of attacks. Her Blue 
Hair Whip is damaging. However, you must 
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-4 carefully aim it at your 
| opponent. Her special 
attack sends Maggie 
to latch on to the 
opponent for a short 
amount of time. While 
Maggie is holding on, 
the opponent is 


A Maggie keeps 
Homer on the 


ground. unable to jump. 
BART 

Main Attacks 

x Jump 
a Combo 
A Slingshot 
e Skateboard 
Grapple Attacks 

m Throw 
s Head Butt 
e Slam 
Rope Attacks 

a Slingshot Swing 
a Rolling Attack 
e Flying Kick 
Jump Attacks 

a Head Bounce 
a Spinning Bounce 
e Super Slam 


Bart is a tough 

| character to play. His 

Í special attack is difficult 
to control and you'll 
rarely get in a lot of hits 
with it. Do a lot of 
jumping attacks, using 
your Slingshot move in 
between. Use the rope 
attacks as needed. 


A Bart 
skateboards 
around the ring. 


SKULLMONKEYS 


Only Klaymen, last of the clay superheroes, can save the universe from the evil Klogg and his armies of Skullmonkey 
minions in this wacky platform adventure featuring extensive use of digitized “claymation” animation. This level-by- 


level guide will make it easy. 


Skullmonkeys is not an especially boss- 
oriented game, mostly involving character 
control and world-exploring instead, but 
there are a few nasty chaps in the middle 
of the action that must be destroyed. The 
first guardian is a complete pushover. To 
defeat the bony baboon, simply stand on 
your guard on the center block and butt- 
bounce the brute three times. Avoid him 
when he’s rolling, but he won't be doing it 
for long, as this battle usually lasts about 
15 seconds. 

Secondly, we come to the disarmingly 
named Joe-Head Joe. Once again, he’s 
easy to kill, as long as you have plenty of 
projectiles. Bombard him before he can do 
any damage to your good self and he 
drops very quickly. 

On the other hand, when you first meet 
him, Glenn the Ynt is impossible to beat. 
However, once you have hit his feet, leaving 
him open to attack in the midriff, you 
should notice that he holds one of his leafy 
tendrils either high, low, or central. This 
shows where his attack is going to go, 
giving you a few crucial seconds to get out 
of the way and prepare for your next 
attack. 

The Mage Monkey seems similarly 
troublesome, unless you’re very speedy or 
well armed with projectiles like the 
Universal Enema. Wait until he lets down 
his force-field, then quickly attack before 
he can remove one of your precious 
platforms. Several similar hits see him fall 
to his demise. 

Finally, you get to face your erstwhile 
brother and give him what he deserves for 
planetary genocide. Unfortunately, he’s not 
a worthy opponent, especially if you are 
well protected. All you have to do is avoid 
his falling spiked balls, preparing yourself to 
collect one of the boulders he occasionally 
drops. Slip underneath his ship and fire off 
the boulder. After five of these shots, your 
nemesis crashes into the ground. However, 
your mission is not over yet! 


THE LEVELS 


SCIENCE CENTER 

The very first world that you have to battle 
through is a piece of cake, as the helpful 
signs throughout the shorter levels 


suggest. You’re in a frightening place where 
you meet mildly dangerous characters such 
as Clay Keepers, Loud Moths, Mental 
Monkeys, Tempest Pulsating Monkeys, 
Jumpy the Gorilla, and the Head Shooter 
Monkey. You also have a run-in with the 
Robot HoverMonkey, which can only be 
totaled with the Universal Enema. 

Just wait for him to shoot before 
jumping over the energy balls and zipping 
under the big bully before he comes 
crashing down on your Plasticine head! 
Otherwise, use your weapons, butt- 
bounce, and agility to get through this first 
world with little trouble. 


MONKEY SHRINES 

R3, R3, ©, m 

Your journey through the realm of the 
skeletal primate takes a far more primeval 
turn at this point, as you have to get 
through the ancient burial ground of the 
skullmonkeys with your pride intact. The 
dangers here are pretty much the same as 
that in the last world, but careful jumping is 
required to make it across the landscape, 
swinging on the awkward platforms. 


HARD BOILER 

@, X, R3, R3, a, X, C1, X, X, A, E 

If you can’t stand the heat, get out of the 
Hard Boiler, as the main problems are the 
never-ending flame grills that you must 
quickly leap across or be charboiled! You 
also meet the deadly flying monkeys here, 
but worst of all is the constant threat of 
falling down a gap into oblivion! This is the 
easiest way to lose a life, so the best thing to 
do is make use of the Phart Heads to make 
a methane copy of yourself, who can go 
ahead and take all the risks while your real 
body is safe! Beware, these only last a short 
while, so once you’re whole again be careful. 
Jumping is crucial to save yourself from a 
fate as bad as falling an awfully long way. 


SNO 

(Ri), (R2), m, ©, @, CI, RD, X, X, RD, RI 

As the name suggests, you now have to 
make your way through a world covered 
in... snow! Once again, a major hazard is in 
tumbling down to infinity, so always guard 
against that, but you must also be on the 
look-out for vicious Sno-Blow Monkeys, 
who are always on hand to blow your thin 
head clean off your shoulders. Save a few 
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projectiles to combust them with and you 
will be able to continue your mission. 


SKULLMONKEYS BRAND HOTDOGS 
ti), m, X, ©), X, CD, R3, X, X, RI, RI 
Down in the sewers of the old offal factory, 
you can drown in filthy grease and sewage. 
To move you through this section, there are 
pieces of sausage and driftwood poking 
out of the grime, but these only float for a 
while, so always be on the look out for the 
next platform. A good way to prevent 
drowning is to use Halos, as the grimy 
liquid doesn’t kill instantly. You also have to 
avoid or destroy creatures like Pop-Corn 
Skulls, Pipe Cleaners, and Fork Shooters, if 
you want to get out of the factory alive. 


ELEVATED STRUCTURE OF TERROR 


A (L 2), 12), m, C3, R3, X, X, C, A 


, , , 


Never before has the danger of falling to 
your death been so great! As you 
cautiously make your way across the 
Elevated Structure of Terror, you make 
acquaintance with all kinds of lying nasties, 
including the barking bird. When you’re full 
size their biggest threat is in getting stuck 
to your feet; when you have been shrunk, 
it’s a kill or be killed situation. Tread 
carefully. 


YNT DEATH GARDEN 

©, ©, ©, H, X, X, H, X, E, C1), E, E 
Your first meeting with the deadly Ynt 
people looks rather pretty, but unless you 
have an impressive arsenal of weapons, 
you may have trouble staying alive. Use 
projectile moves on the flying Ynts to avoid 
their lethal spikes, but you can simply 
bounce the Worker Ynts into oblivion. You 
can also bounce on Swarms of Ynts, using 
them as platforms. 


YNT MINES 
Ri), Œ, X, R3, ŒD, X, E, X, m, R2) 
Further into the insect world, more 
problems crop up. There are more spikes 
and holes, and more Ynt Swarms. Make 
good use of the Phart Head and, with the 
help of old Slappy the Hamster, you should 
make it to the end. 


YNT WEEDS 
ti}, A, A, R3, C1, X, ©, E, m, A, A 
Braving the elements, this level sees you 


SAJMNOWTINNS 


SKULLMONKEYS 
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It may be more fun than bathing in warm Jell-O, 
but it can’t be denied that Skullmonkeys is 
treacherously difficult in places. Even the 
smallest cheat is extremely useful, and luckily 
there are many options for skullduggery. All of 
the following codes should be entered while the 
game is paused: 


9 lives 1), A,+,¢,@, C, m,> 
Instant Halo R2),0@,0,+,¢,0,9,4 
Ammunition 4,0,1,0, ¢, 4, E, Gar 
Level skip 4a, C, m, >,0,4,4 
9 Super Willies RD, é, E, 4, T, A, R3, Geer 
Frozen Klaymen 12),¢,@, RJ, 4, m, A, 4 


struggling against similar landscapes and 
enemies. The same rules apply to victory, 
but if you get this far, you’re going to find it 
a little more difficult to navigate. 


YNT EGGS 

o, (2), m, @, x, C, @, X, m, A, X 
This is the same kind of Ynt scene here, 
but with extraordinarily large chances of a 
long fall. 

To make your way to the Plasticine 
teleporter, you have to jump onto the reeds 
that hang from the ceiling. Unfortunately, 
these are frequented by Flying Ynts, so you 
have to be patient and maneuver around 
them, as weapons are useless while 
climbing vines. Again, Phart Heads are 
crucial. 


MONK RUSHMORE 


©, X, Em, @2), x, CI, a, m, (2), 44), R3) 
The beautiful and awe-inspiring Monk 
Rushmore is the site for Klaymen’s next 
perilous mission, leaping across the clouds 
in search of his evil brother. Once again, 
your main problem is avoiding the gaps, 
but you must also be wary of airborne 
monkeys and moving platforms. Usual 
safety rules apply. 


SOAR HEAD 


2), X, @, £2), @, 11), (11), @, (2), R3, 


E, L1 
This pretty world can be conquered in just 
a few short minutes, if you have no 
scruples about ignoring secrets and 
bonuses. Each level starts at the top of a 
long drop, but this time there’s a hawk to 
grab hold of you. If you’re well protected, 
simply drop down as fast as possible to 
the bottom of the level and leap into that 
teleporter. This level isn't as dangerous as 
the others. 


SHARDS 

R2), R2), x, £2), A, 7 , tr 
u R1 

This is one of the nastiest environments 
our bizarre hero has encountered. One 


x 


t2), (Ri 


, , , 


Tinted Klaymen 12),@,@,¢,0 (2),t,4 
Crazy Klaymen 4%, A, (2), 0, 6, A, 6 
Fast Klaymen ©, m, 2), @,(R), +, @, R3 
Slow Klaymen L1), A, €, 4, R2), A, ©, Ge 
Small Klaymen R3, 6, m, A,R), ¢, m, A 
Swirly Qs R1),>, @ , R2), R2), m,- , Ger 
Phoenix Hands 8, A, R3, 6, 0,0,4, > 
Phart Heads R1), é, t, CD, C1, >, cT 
Shoot Heads +,m,A, 4,4, m,m, 


Universal Enema ©,4,%,%, A, ŒD, ED, D 


1970s icons C, O, T, é, 4, t, 4, E 
Fill "Er Up 1, 4,4, 80,@,9,%, cam 


false move or mistimed leap in the Shards 
levels and Klaymen explodes, unless he 
has a Halo or is using a Phart-Head copy. 
By now you will have met every enemy 
around, and from here on in there are 
skullmonkeys in abundance. Be prepared! 


CASTLE DE LOS MUERTOS 

©, t), ©, ©, E, ©, A, A, C, C3, M, R2 
There’s no apparent reason for Klaymen to 
end up on the roof of this rickety old fort, 
but now you have to guide him through as 
safely as possible. This means avoiding the 
ignorant skullmonkeys in the attic, ready to 
poke a spear where it hurts, and the 
endless run of other spiky implements that 
are spread across the skyline. As usual, it’s 
absolutely crucial not to fall through the 
gaps, especially tricky between the moving 
platforms. You must carefully judge the 
longer jumps and be prepared for some 
slippery roof action! 


INCREDIBLE DRIVEY RUN 
©, 1), ©, ©, mE, A, 4, CI, 
In possibly the strangest situation yet, 
Klaymen has to race across a fairground 
rollercoaster, riding on what can only be 
described as a red blob with legs. Here you 
can do nothing but ride and jump, avoiding 
all the nasties on your journey. Make ready 
to jump over dangerous gaps and spiky 
things, and also be wary of flying monkeys 
who drop bombs that have to be leapt over. 


R2), (2) 


WORM GRAVEYARD 

12), @, @, R2), E, @, A, A, (14), 
This unbelievably smelly place is also 
perilously spiky, not to mention being filled 
with the most unspeakable selection of 
vicious primates known to alien. Only the 
toughest freedom fighters will get this far, 
and only the best will survive. 


(R2), A 


, 


EVIL ENGINE NO. 9 

R2), (Ri), X, m, @, £D, R3, m, £, RJ, a, a 
Having finally scuttled the evil machinations 
of his evil brother, Klaymen has to fight 
through the mighty engine of Klogg’s ship 
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to prevent it from destroying his home 
planet! It goes without saying that this is 
the most infuriatingly difficult level in the 
adventure, in which Phart Heads galore are 
needed to ensure success. When you leap 
off a light-switch and onto the generated 
platforms, always leave it until the last 
second, otherwise the platforms disappear 
before you have made your way across. 
Speed is absolutely vital. If you don’t keep 
up the pace, you won't stay alive. If you’re 
cautious and nimble, you should finally get 
through this world alive and save the 
Neverhood. And as Klogg is defeated, 
there’s no final big baddy—you have 
virtually completed the game. 


1970 

m, R3), R), C9, C3, a, RI, ©2), OD) 
E, 

Only virtually, though, because if you 
haven’t conned your way into this 
dimension, you just ain't hip. The brilliantly 
funky 1970s world is ordinarily only 
available to those who have collected all 
the 70s icons at the end of the Monk 
Rushmore level, but this code whisks you 
there instantaneously. Here you make your 
way across a dizzying landscape of lava 
lamps, disco lights, and fluffy platforms, 
crucially avoiding plummeting down 
ravines, because this time not only do you 
die, you’re also whisked out of this groovy 
world. If you are good enough to make it to 
the end of the 70s, you get dozens and 
dozens of free lives. Well worth the risk. 


R3, 


DO009B24A0000 
8009B24A0100 
D009B24A0200 
8009B24A0300 
D009B24A0001 
8009B24A0101 
D009B24A0201 
8009B24A0301 
D009B24A0102 
8009B24A0101 
D009B24A0302 
8009B24A0301 
D009B2360000 
8009B2360FFF 
D009B2440501 
8009B2446301 
-D009B24C0000 
8009B24C0300 
8009B24E0103 


Always Have Halo 
Always Have Halo 
Always Have Halo 
Always Have Halo 
Always Have Halo 
Always Have Halo 
Always Have Halo 
Always Have Halo 
Always Have Halo 
Always Have Halo 
Always Have Halo 
Always Have Halo 
Extra Points 
Extra Points 
Extra Lives 

Extra Lives 

Have All 1970s 
Have All 1970s 
Have All Swirlies 


SLED STORM 


Motorized Ski Bikes, super fast tracks, insane stunts and rabbit squashing. It doesn’t get much better than this snow 
bound offering from sports sim giants EA. 


There are two types of Championship in 
Sled Storm: Open Mountain and Snocross. 
In an Open Mountain Championship, you 
collect cash for winning races, with 
additional cash awarded for points scored 
during the race. You can then use this cash 
to upgrade your sled for better 
performance. In a Snocross Championship, 
you race for points, attempting to pull off 
high scoring tricks over the jumps. In both 
types of Championship, winning a set of 
races leads to unlocking further tracks, for 
example winning Snocross 1, 2 and 3 
unlocks Snocross 4 and so on. 


A When upgrading your sled, try and keep 
everything nicely balanced. 


UPGRADING YOUR SLED 


In Open Championship mode, it is possible 
to upgrade your sled with the money you 
win. The sleds have four attributes; Top 
Speed, Acceleration, Handling and 
Stability. Each is represented by a little bar 
that increases in length as you upgrade 
different parts. When upgrading, you need 
to think about all four ratings equally, a sled 
with really good acceleration is useless if it 
handles like a brick on ice. Remember to 
sell your lower levels of upgrades before 
buying the next level up. 


SHORTCUTS 


One of the best features of Sled Storm is 
the fact that you aren't limited to staying on 
the track all of the time. If you want, you 
are free to explore any little shortcuts you 
may find, some of which may be quicker, 
some of which may be not. Look for signs 
off the track, they are sometimes an 


V Alternative routes often involve jumping over the track. 


> Shortcuts may 
give you the 
advantage over 
your rivals. 


indicator of another route, also look for “Ice 
Walls” as more often than not these can be 
smashed through to reveal hidden 
shortcuts. If you're lacking inspiration, keep 
an eye out for your opponents, as they 
aren't shy about taking a sly shortcut and 
it's easy for you to follow them. Note that 
you can only use shortcuts on Open 
Mountain, not Snocross. 


Practice leaning around corners using the 
1) and R3 buttons for a tighter turn, this is 
useful to stop you going too wide around 
corners, where you might want to keep on 
the packed down snow for better speed. 
Leaning is especially useful on the 
Snocross tracks, where there's less space 
to maneuver. 


iton Bme 


fa L 


A Snocross courses are narrower than the 
Open Mountain courses. 
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mints lap # 


POINT SCORING 


Points are scored by successfully 
completing tricks, but you also get points 
for hitting certain items during races: 


A Leaning around bends gives you a tighter 
turning circle. 


Plants are worth 50 points 
Signs are worth 50 points 
Snowmen are worth 100 points 
Rabbits are worth 7500 points 


TRICKS 


There are lots of totally insane stunts and 
tricks for you to play with, assuming you 
can fit them in between all that hectic 
racing. Here's a list of the basic tricks and 
a description of what they do. To perform a 
trick, you need to get up some speed, then 
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A Smashing into a wooden sign gives you 
50 points. 


as you hit the slope or incline, you need to 
hold down the appropriate trick button or 
buttons —the and/or R3 buttons. As you 
do this several animated zeros appear on 
screen, these indicate that you're about to 
try a trick and the game is waiting for you 
to input the trick sequence. Your points will 
be totted up if and when you complete the 
trick, but you only score points if you do 
the trick and land it successfully. 


THE TRICK LIST 

No Hander T2) + 4 
Just like it sounds, the rider takes both 
hands off the handlebars. 

No Footer +f 
The rider lifts his or her feet off the 
footpegs. 

Lookback +? 


The rider stands up, and looks back over 
his or her shoulder. 


Heel Clicker R3) + é, t 
The rider lifts both his feet above the 
handlebars, clicks them together, then 
replaces them on the pegs. 


Nac Nac RJ +9,4 
The rider swings the left leg to the back of 
the sled and looks back over his left 
shoulder. 


One Footed Can Can +4,6 
The rider nattily kicks his right leg over the 
tank to the left side then back again. 


One Footed Can Can 

One Hander R2) + 
Same as the One Footed Can Can, but 
surprisingly, with only one hand. The 
rider removes the right hand from the 
handlebars. 


Can Can (Kickout) B+, é 
The rider kicks both feet off the footpegs 
and to the left of the sled. 


Recliner EJ +R 
The rider takes both hands off the 
handlebars and leans back on the seat, 
putting his feet on the handlebars. 


Parallel Can Can T2) + é, > 
The rider kicks both legs out to the left of 
the sled, keeping them parallel. 

Nose Dive Suicide No Hander R3) +% 
The rider takes both hands off the 
handlebars and leans back as far as 
possible 


Indian Air(Airwalk) J +a, 


The rider takes both feet off the footpegs, 
kicks them back over the seat, and makes 
a scissors kick motion in mid air. 


A For a high scoring trick you'll need 
some good air. 


A And down safely for 600 points. 
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Decade (Chocolate Swirl) +s, 4b, e 
The rider leaps off the seat and spins 
himself 360 degrees around the 
handlebars before landing back on the 
seat. 


One Handed Superman R2) + R, > 
The rider kicks both legs to the rear of the 
sled, lets go off the handlebar with one 
hand and lays flat on the seat, doing an 
impression of Superman. 


Saran Wrap T2) 4+ £, 4 
Rider's right foot over the handlebars, 
right hand off the handlebars. 


Nothing +7,9 
The rider lets go of the handlebars, and 
does a star jump in mid air before 
regaining control of the sled. 


Backflip R2) + C3), R, t, A 
This is one of the most visually pleasing 
stunts—the rider completely lets go of the 
sled, completes a backflip in mid-air, and 
gets back on the sled before it hits the 
ground. If you do it right that is. 


Each character has an individual trick 
rating, shown on the character select 
screen. The higher the rating, the higher the 
chances of successfully completing 
tricks—especially the harder ones! 

Note that Tracey is unable to perform the 
Indian Air, Decade or Backflip, Gio is 
unable to perform the Saran Wrap, Nothing 
or Backflip and Travis is unable to perform 
the Nose Dive Suicide No Hander, Recliner 
or Backflip. Alternative tricks for these 
three: (R2) + £2), R, t, a, 


COMBINATIONS 


Certain Tricks can be combined together 
for even bigger points! There are more than 
18 combos, including: 


Heel Clicker to No Footer 

One Footed Can Can to Saran Wrap 
Parallel Can Can to One Handed Superman 
Indian Air to No Footer 


SOUL BLADE 


When Namco turned its attention to weapon-based combat, the result was yet another arcade hit. The typically smooth 
PlayStation conversion went one step further, adding new game modes and options. Use these tips and character 


guides to earn the Soul Blade. 


GENERAL HINTS 


e Only experienced players can unleash 
stream after stream of flowing moves. 
Until you reach that level, always guard 
between offensive maneuvers; be ready 
to crouch down to block low attacks, or 
better still, Impact Block. 

e Memorize each character’s Critical Edge 
extender(s)—in other words, the joypad 
commands following the m, A, @ auto- 
combo-—so you can always dish out 
major damage when the opportunity 
arises. 

e To easily obtain the Soul Edge and Han 

Myong secret characters, set the 

difficulty level to Easy, battle count to a 

single round, and ring size to the 

minimum of eight meters. The latter 
adjustment means that you can 
immediately dash at an opponent and 
kick/uppercut/throw them out of the ring, 
thereby winning the fight in a matter of 
seconds. 

Switch on Auto Save: there’s nothing 

more frustrating than winning one of 

those tricky Edge Master matches, 
earning a wonderful new weapon, 
switching off your PlayStation... and only 
then realizing you forgot to save the 
game so all your effort was for nothing. 

The easiest Key Config. is type “B.” It’s 

basically the standard set up, but makes 

3D movements a breeze by assigning 

Dodge Out to and Dodge In to ©), 

plus a Critical Edge is a mere press of R2 

away. RJ becomes a second Guard 
button. 

Special “unblockable” moves are only 

that when they’re completed: while 

they’re “charging up,” an enemy can 
interrupt you. Use an “unblockable” when 
you knock an opponent to the ground— 
they should get to their feet just in time to 
be blasted off them again!—or if you’re 
some distance away, then you should be 
able to complete the move before you’re 
stopped. 

Make full use of your dodge ability. If your 

moves are constantly blocked by a defensive 

fighter, side-step into or out of the screen and 
swipe them along their flank. When you’re 
attacked, it’s often easier to dodge in 3D, 
rather than block or dodge in the same plane. 


e Don't blindly memorize and regurgitate 
the characters’ special moves. Although 
they differ in name and execution, many 
moves are common to all characters, and 
their versatility is often more entertaining 
than a combo-intensive “power match.” 


COMBAT EXTRAS 


In addition to the many maneuvers and 
combos, prepare yourself for battle with 
these moves: 


GUARD IMPACT 


Pressing X or + + X blocks attacks, but if 
you hit > + X as someone attacks, they’re 
momentarily stunned and you have the 
opportunity for a counterattack. 


LOCKED WEAPONS 


If fighters attack simultaneously, their 
weapons sometimes lock together and a 
“scissors, paper, stone” situation comes 
into play: 

@ beats m 

m beats 4 

A beats @ 


FLOATING COMBOS 


Also known as juggle combos, an attacking 
opponent is hit into the air and you quickly 
attack before he lands. These combos are 
essential to complete Edge Master mode, 
where certain adversaries can only be hurt 
while they’re in the air. Each character has 
their own floating combo opener, but the 
common move is € + 4—how you injure 
them before they land is up to you! 


SECRET CHARACTERS 

Mastered the main characters? Acquire the 
following extra fighters and so extend the 
match combinations. 


SOUL EDGE 

Cervantes’ fiery-limbed alter ego is soon 
acquired: set the difficulty level to Easy and 
complete the game with every character. 
As you'd expect, he’s similar to Cervantes, 
but with a few devilish extra moves. 


HAN MYONG 


Become Hyang’s aging mentor by 
completing the game as Hwang and Seung 
Mina, then a second time with the same 
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characters, this time getting the alternative 
ending. Myong plays like Hwang but has a 
few extra combos and is fractionally faster 
and stronger. 


SIEGFRIED! 


If you like Siegfried’s “evil armor” —as seen 
when possessed by the Soul Edge in his 
ordinary end sequence—complete his 
Edge Master quest, where his Ultimate 
Weapon is, of course, the Soul Edge. 


SOPHITIA! AND ANOTHER 
SOPHITIA! 

To strip Sophitia of her armor, use her to 
complete Edge Master mode and gain her 
Ultimate Weapon. 

If you complete the mammoth task of 
gaining all 70 Edge Master weapons, she 
becomes Sophitia, and only wears a 
swim suit! 


ALTERNATIVE ENDINGS 

To view a character’s second ending, 
complete Arcade mode after you have 
gathered all their weapons from their Edge 
Master quest, or change the basic end 
sequence by pressing the relevant buttons 
when it’s in “full screen” mode (as opposed 
to “letterbox” format). 


Cervantes ®t + A (repeatedly) 
Hwang +A 
Li Long all symbol buttons and 
rotate joypad. 
Mitsurugi € or > = dodge bullet, 
®t = advance, @ or A = attack 
Rock +, t + A (repeatedly) 
Seung Mina +, t (repeatedly) 
Siegfried ®t + A (repeatedly) 
Sophitia +, t (repeatedly) 
Taki + + X (repeatedly) 
Voldo +, t (repeatedly) 
EDGE MASTER MODE 


This amusing adventure soon becomes 
difficult. After the first two fights, your 
opponents toughen up and things are 
complicated by conditions—a tight time 
limit is imposed or only a certain type of 
move hurts adversaries. You must master 
floating combos and throws to stand the 
slightest chance of gaining all your 
weapons —and adding endless 
combinations to Vs Battle mode. 
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SOUL BLADE 


omi 


CHALLENGER 


A Weapon locks occur when both fighters attack at the same height at the same time. Once a lock 
starts, you just have to hope you choose the right atttack button and keep hammering away until 
one character wins. 


Frustratingly, after you defeat Soul 
Edge, you don’t gain your Ultimate 
Weapon. It appears at one of the locations 
one stage away from Spain, so pick one 
and fight there. 

If the weapon is there and you win, 
you’re an Edge Master! If you lose, your 
character performs their “out of time” 
losing sequence. Because the weapon was 
there and you lost, it moves one stage 
away, but never to Spain. Go to one of 
those countries and fight again, until you 
receive the Ultimate Weapon. 

If the weapon isn’t at your first choice, 
nothing happens if you win, and your 
character doesn’t perform their losing 
animation sequence if you’re beaten. You 
should try another area one stage away 
from Spain and keep going until you find it 
and win. 


CERVANTES 


Black Inferno E, E, E 
Shadow Flare E, E, 4+E 
Metal Militia E, E, A 
Night Crawler ‘+m 
Dark Slash Alpha BiA 
Scarface S+BA 
Rush to Judgement M+M+A 
Dark Conquerer A, A, A 
Fearless Wretch A, A, vin 
Speeding Bullet D+A, A, A 
Demon Slaughter >, 2404A 
Sabertooth Tiger >, 2+4 
Dancin Goblin 3, 4, uta 
Skull Cleaver e+ 
Imperial Knight 244, A 
Sign of the Cross €,¢+A 
Monkey Kick ©, 3+0 
Home Free ©, +0 


Leftovers “+0 
Round Kick +0 
Darksided Kick >, 3+0 
Unpleasant Desire >, 2444+40 
Self Destruction beea 
Horizontal Sweep “+8+0 
Judgement of Death M+M4X 


(against downed opponent) 

Heroic Act (unblockable) K++ 
Hunter of Shadows Critical Edge, 
>, 4, w+A+0 


Tree Chopper E, E, E 
Spiral Flame E, E, 44m 
Nail Driver E, E, A 
Gut Spiller x40, E 
Mighty Swoop M+, A 
Edge of Hurricane w+, E, A 
Reverse Flip Alpha +m 
Top Thrower +m 
Razor Edge Alpha vu 3+n 
Firefly’s Tail 

(while rising from crouch) EB, A 
Heat Wave A, 4, E 
Trip to Heaven A, A, H, A 
Trip to Death A, A, m, vim 
Reverse Flip Beta +a 
Heaven's Strike >, 944 
Firefly’s Tail Alpha VuND+E, A 
Power Destroyer 0, © 
Round Kick +0 
Boomerang Kick “+@ 
Cut Cross 4+0, 4 
Rocket Launcher >, 3+0 
Moon Crusher >, 2+0, © 
Earth Crusher >, >+0,0, 0 
High Hoops t, 3+0 
Twin Hopper Alpha 4x40 
X-Strike B+A 
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Split-U-in-Two 
Silent Step 


Firebird Flap Alpha 


Foot Stamp 


>, P+H+A 
vu> 
VUDA 
x+@ 


(against downed opponent) 


Atomic Blast (unblockable) 


Steel Explosion 


Clashing Victims 


Thunderstorm 
Whipping 
Whiplash Kick 


Whiplash Low Kick 


Whiplash Pain 
Python Squeeze 
Boa Bite 

King Cobra 
Serpent Dance 
Viper Venom 
Rope Attacher 
Victim of Snake 
Dragon's Beat 
Hydra’s Fire 
Fortress of Hydra 
Komodo Dragon 
Dragon Snake 
Rope Skipper 
Double Stab 
Hailstorm 
Sadistic Cross 
Drum Beat 
Snake Venom 
Drum Solo 
Drum Roll 

Drum Fire 
Dragon Attack 
Air Splitter 
Punisher Whip 
Dragon’s Knuckle 
Twin Harpoon 
Harpoon Driller 
Rising Kick 
Monkey Magic 
Turn Around 
Dragon's Elbow 


Dragon’s Elbow and Fist 


&+4+0 
Critical Edge, 
€K4N9+4+0 
Critical Edge, 
EK UND MLA 


E, E, E 

E, E, vig 
E, E, @ 

E, E, 4+0 
E, E, 4+0, 4 
>+E, 8 
>+E, E, E 
2+0, E, 4+0 
>+E, E, 4+0, A 
>+E, E, v+8 
+E 

E, A 

E, 4A, © 
D+, A 

E, E, O 
>+E, A, © 
A+ 

“+5 

Vil, T+A 
a, A, å 

A, E 

4, © 
2+4, A 
€+A 
€+A, A 
+4, A, A 
L+ 

K+4, E 

>, 944 
Vee+A, A 
0, © 

© 4+0 

>, 3+0 
VUDdA 
vee 

vee, a 
vee, A, +A 


Somersault Kick (while rising from crouch) 


Striking Pose 


Reversal Attack 


x+@ (against downed 


opponent) 
€+M+XxX 


Circle of Destruction (unblockable) #+4+@ 


Fire and Brimstone 


Critical Edge, >, 
DP+H+A 


MITSURUGI 


No Escape 
Slice and Dice 
Wind Storm 
Tiger Loop 
Looping Cutter 


E, E, E 
E, u, 44E 
E, E, A 
A+ 
3+H, via 


Darkside >+E, A 
Shin Slicer “+m 
Tiger Sweep +m 
Division Loop (while rising from crouch) 
E, via 

Division Slash (while rising from crouch) 
BoA 

Division Bell Alpha vuO+H 
Division Loop Alpha $ND+H, Vin 
Division Slash Alpha SUSE A 
Triangle Cutter 4A, A,A, E 
Wipe Out A, A, H, A 
Sudden Wind A, A, E, 4+8 
Let It Roll +a 
Thunder Strike 3,9344 
Trooper Alpha busi Ad 
Charging Lance €+®@ 
Wood Chopper +0, 4 
Coiling Snake 4+0, 4 
Steel Slicer B+A 
Phoenix Tail >, D+M+A 
Silent Step vu 
Thirds 3+, Jin 
Step Stab 3344 
Rocket Kick Alpha +4uw3+0 
Final Strike w+A 
(against downed opponent) 

Reversal Attack ©€+04X 


Hammer of God(unblockable) 
>~uVeet+A 
Ticket to Styx Critical Edge, ¢¥449+8+@ 


Cross the Styx Critical Edge, 

€¥4N9+A+0 
Cut-to-Pieces E, E, E 
Brutal Slash E, A 
Bear’s Hunt u, © 
Axe Swings Down >+E, E 
Tidal Wave 2+0, E, E 
Demolition Strike 3+0, E, A 
Duscus Thrower “+5 
Lumberjack >, 3+5 
Tornado >, 2+0, A 
Piston Attack A,A, å 
Fly Swatter A, E 
Headbutt e+ 
Battle Ax >, 244 
Wild Slash u+@, E 
Horizontal Sweep Kick “+@ 
Buffalo’s Charge >, 3+0 
Great Sky Splitter vim, A 
Pouncer +m 
Falling Rock +ee+a+xX (throw) 
Wishbone 1+0 


(against downed opponent) 
Fullmoon Fever (unblockable) +xw->+4+@ 


Devastator Critical Edge, 9% 4 &+E-+X 
Heart Exploder Critical Edge, 
Dube e+A+X 


A Cervantes’ strength lies in his wide selection of powerful moves with good range—but he’s not 
the quickest character, and if you learn his attacks, you can often see them coming in time to 


block and counter. 


Sparrow’s Rush B, E, E 
Fly Flipper Kick u, © 
Rising Sparrow m, E, E, 
Burning Sparrow m,m, E, 4+0 
Lightning Sparrow m, E, A 
Flashing Sparrow u, E, 
Crazy Seesaw E, >+E 


Bad Attitude E, >+E, E 
Dancing Souls 


Sleeping Souls E, >+E, 8, 4+0 


Xylophonist >+E, © 
Running Free “+m 
Twister T+M+A 
Meteor Shower A, 4,4 
Triple Wave A, A, +i8 
Art of Heaven A, E 
Art of Earth A, v+5 
Fire Dance 4, © 
High Tide 3+4, 4 
Rip Tide 3+4, E 
Low Tide 3+4, Jin 
Enchanted Spear e+ 
Skyscraper €+A, 4+ A 
Burning Free Wheel A+A+@ 
Axle Kick A+®@ 
Boomerang Kick “+@ 
Round Kick +0 
High Hoops >40 
Rocket Launcher 2,340 
Moon Crusher >, >40, © 
Earth Crusher >, >+40,0, © 
Starlight Explosion B+A 
Orion Express B+A,3+8 
Star Destroyer B+A,3+0,4 
Baton Twirler M+A, B+A 
Plower and Kick A, 2+0 
Knee Crusher 4¥+@ (against downed 

opponent) 
Killing Vault (unblockable) A+M+A 


Crystal Cyclone 


Critical Edge, ¢«¢+m+4 
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Eagle’s Flap a, J+ 
Back Spin Slash +m 
Ankle Slash ‘+e 
Spiral Blade 
(while rising from crouch) E, E 
Brain Smasher A, A, å 
Manslaughter A,A,®@ 
Cross Cutter A, ++8 
Brainstormer 4, © 
Headbutt e+ 
Double Headbutt +4, E 
Triple Headbutt +4, E, A 
Overkill K4+A 
Mortal Slaughter £+4, b+ (throw) 
Invader €,€+4 
Blackmail €,¢+A, 4 
Double Lancers x+0, © 
Unicorn’s Charge 3+0, ©, 4 
Brital Kick >, 3+0 
Drop Kick PP+OLA 
Spin Kick u+ 
Sledgehammer >, >9+4m4A 
Shoulder Charge 9+A4+0 
Flapjack v+A+X 
Stomping x+0, 000 
(against downed opponent) 
Earth Divide (unblockable) SUDA 
Command of the Blade Critical Edge, 
P+ +O 
SOPHITIA 
Final Strike E, E, E 
Silent Shadow E, m, 4+ 
Silent Dancer E, E, E, O 
Silent Screamer E, E, A 
Angel’s Punishment n, E, © 
Silent Rage m, E, 4+0 
Maiden Revenge +m 
CONTINUED > 
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SOUL BLADE 
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te 
HERALDS 


A Mitsurugi is perhaps the most balanced character—with practice, he can even cope with Taki’s 


blistering speed. 


The Conductor A, A, A 
Justice of the Peace A,A, E 
Holy Slash A, A, 4+0 
Holy Comet A, 4, 4+0 
Holy Strike A,A, m, à 
Permanent Exile 2+4 
Moon Eclipse €+a 
Holy Horns ee 
Kaleidoscope Kick ©, 0, 4+0 
Paradise Kick ©, ©, 4+0, 3+0 
Moon Flip Beta t+ 
White Flash %+@ or 7+0 
Angel’s Spiral a+®@, E 
Angel’s Dive A+@, A 
Angel’s Flip A+@, © 
Silent Step vue 
Angel Strike VUD+A 
Holy Step >, v4 
Athens Upper >, $, uta 
Iron Butterfly >, 4,34m 
Holy Arrow w, E 
Shield of Justice wA 
Sunshine Flip n+@ 


Heaven to Hell (throw) 4+X , +, @+4+@ 

Nightmare Stab w+4,4, 4,4 
(against downed opponent) 

Reversal Attack €+M4+X 

Guardians of the Law 

(unblockable) 

Soul Asylum 


Asylum of Fire 


TAKI 


€,¢,¢+8,A 
Critical Edge, 4s>+m+X 
Critical Edge, #s3+4+X 


Dark Slash E, E, E 
Shadow Ripper E, m, A 
Purple Wind E, E, 4+0 
Double Ripper mA 
Silent Wind E, A, © 
Dark Wind n, ) 
Slash and Stab >2+m, A 


Terrible Stab 


Lightning Spark 3+0, A, A, å 
Reaping Hook “+m 
Winding Top >, >+E 
Lightning Strike A,A,A 
Flash of the Blade A,A, E 
Silent Storm A,A, E, O 
Hell’s Bells 4A, E 
Upper Criss Cross 4A, E, © 
Middle Criss Cross A, m, +0 
Low Criss Cross A, m, 4+0 
Blood and Bullets 4, © 


Assassin’s Strike >, 944 
Diminisher (while rising from crouch) 4, 4 
Double Spinning Kick 0, © 


Shooting Star ©, 0,0 
Hunting Shadow ©, 0, 4+0 
Dark Shooter 0,0 u 
Assassin’s Kick, Double x+0, © 
Assassin’s Kick, Triple 3+0, 0, © 
Whirlwind >, 340 
Spinning High Kick +0 
Great Loop ++0, © 
Backflip ERE 
Roll the Bones 4u 
Death Spin busta 
Moon Orbiter vu r+4, @ 
Rolling Kick 4x340 
Scissor Spin n+ 
Stalker >, 9404A 
Human Trampoline (throw) bee+A4X 
Body Press u+@ (against downed 

opponent) 
Reversal Attack €+04X 
Haley’s Comet (unblockable) »udee+a 


Wind of Death 


Critical Edge, 4t, B+4 


Mutilator E, E, A 
Life Stealer mA 
Bloody Clap C4044 


Dark Shredder 
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Black Masquerade 
Orbiting Moon 

Blind Spin 

Meat Driller 

Meat Driller and Kick 
Plower 

Rat Chase 

Rat Chase and Kick 


Triple Blade (reversal attack) 


Killer Blade (reversal) 
Killer X (reversal) 
Total Ecipse 

Power Slave 

Demon Elbow 

Lift Up Kick 

Praying Mantis 

Evil Bow 

Leg Trap 
Kaleidoscope of Pain 
Monkey Flip 

Psycho Spin 

Deadly Rose 

Turn Around 

Wheel of Agony 


e 
+ 
a 
a 
E 
>rmPrPeneeun 


t 
4 
a 
a 


t 
+ 
> 


>, D+H+A 


>, 3+m+4, © 


>, 9444X 


>, 3+M+4+X, @ 


E+ 
vee 
+X 


(facing away from opponent) 


Wheel of Fire 
Puppet Master 
Lunar Dive 
Humming Torpedo 
Meat Grinder (throw) 
Grave Digger 


@+X, t+ (facing away) 
+++ (facing away) 


y, +A 
Running, m 
bu d+A+X 
v+0, 0,8 


(against downed opponent) 


Blood Follows Blood 
(unblockable) 
House of Pain 


Judi 


Critical Edge, }?+m+4 


All Weapons for Sophitia 
All Weapons for Sophitia 
All Weapons for Cervantes 
All Weapons for Cervantes 
All Weapons for Hwang 
All Weapons for Hwang 
All Weapons for Li Long 
All Weapons for Li Long 
All Weapons for Mitsurugi 
All Weapons for Mitsurugi 
All Weapons for Rock 
All Weapons for Rock 

All Weapons for Siegfried 
All Weapons for Siegfried 
All Weapons for Seung 

All Weapons for Seung 

All Weapons for Taki 

All Weapons for Taki 

All Weapons for Voldo 

All Weapons for Voldo 
Infinite Health P1 

Infinite Health P2 

Infinite Power Moves P1 
Infinite Power Moves P2 
Low Health P1 

Low Health P2 

No Power Moves P1 

No Power Moves P2 


SO0EA34AFFFF 
800EA360FFFF 
800EA352FFFF 
800EA368FFFF 
800EA350FFFF 
800EA366FFFF 
800EA346FFFF 
800EA35CFFFF 
800EA340FFFF 
800EA356FFFF 
800EA34EFFFF 
800EA364FFFF 
800EA34CFFFF 
800EA362FFFF 
800EA342FFFF 
800EA358FFFF 
800EA344FFFF 
800EA35AFFFF 
800EA348FFFF 
800EA35EFFFF 
800BFFBA00F0 
800C2EF200F0 
800001160060 
800C304E0060 
800BFFBA0000 
800C2EF20000 
800001160000 
800C304E0000 


SOUTH PARK 


RALLY 


Gear up for some foul-mouthed fun on seven race tracks and 14 objectives. Other racing games may have more finesse 
and more finely tuned controls, but what other racing games have tracks where the object is to find the mad cow 
disease antidote, or where you can race against Jesus or Satan? 


TERREYS 0/20 


OBJECTIVE: 

FMB THE TURKEYS 
A Arrows tell you when you’re close to an 
objective and which way to go to reach it. 


Don’t expect to find easily marked tracks in 
South Park Rally. The seven tracks wind 
through a maze of streets, rooms, and 
other scenery. It’s easy to lose your way, SO 
follow the other racers a time or two to get 
a feel for each track. 

The problem with this strategy is that 
you lose one credit each time you lose a 
race in Championship mode, and once you 
lose all of your credits you must start over. 
(Further more you can’t save your progress 
in Championship mode. If you turn off the 
game you have to start over from the 
beginning!) 

Fortunately, there are some hidden 
credits in each portion of the championship. 
Here are the locations of all hidden credits. 


RALLY DAYS 1 


A few cows stand in a row on the right side 
of the street just before Checkpoint 3. On 
the left side of the street is a row of 
buildings. Cross behind them to snag the 
extra credit. 


RALLY DAYS 2 


When you get to the first bridge, make a 
left at the tracks. You’ll find the extra credit 
at the end of the train track. 


COW DAYS 


Go to the southeast end of the barn with 
all the hay. 


VALENTINE’S DAY 


Look outside the disco room entrance to 
the Big Gay Boat Ride. 


SPRING CLEANING 


Dive in the pool of sewage just past 
Checkpoint 2. 


READ A BOOK DAY 


Drive to the stairs of the large building in 
the middle of the cemetery. 


EASTER EGG HUNT 


Head to the mountain ledge to the right 
near the start of the course. 


PINK LEMONADE 
Go to the hallway with the red carpet. 
MEMORIAL DAY 


The extra credit is near the laser, on the 
cliffs edge. 


LAP 113 


ORJECTIVE- 
EIND SOME UNDIRF ANTS’ 


A Watch the screen’s upper-left to learn how 


your opponents are faring. 
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INDEPENDENCE DAY 


Look on the right side of the building near 
Checkpoint 2. 


HALLOWEEN 


Go to the little town behind the stand 
of trees. 


THANKSGIVING DAY 


The credit is in the tire suspended from the 
ceiling in the barn with the ramps. 


CHRISTMAS 


The credit is hidden in the parking lot near 
Checkpoint 3, behind the blue car. 


THE TRACKS 


Here are some tactical tips for the most 
challenging courses. 


RALLY DAYS 2 


This is the same track used in Rally Days 
1, but the checkpoints are in a different 
order, so pay attention to the small race 
track at the bottom of your screen. This 
time the objective is to cross Checkpoint 4 
with the trophy in your hand. Park yourself 


A Wait near the checkpoint for opponents to 


approach, then ram them and take their goodies 
to register them for yourself. 
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near Checkpoint 4 and ram the trophy 
bearer right before he or she crosses the 
finish line. You'll cross it yourself and win. 


COW DAYS 


Unlike other tracks, this one, at a farm 
outside South Park, has no checkpoints: 
only the antidote, which you need to hold 
for two minutes to cure yourself of mad 
cow disease. The antidote is to the left of 
the starting point. Get it first and then 
head left and into the closest barn 

(the one with the ramps and the tire). 

To one side of this barn is a set of stairs. 
Take the stairs all the way to the top, 
then ride out on the support beam. 

Your opponents can’t get to you there, 
so you’ll be safe until you’re cured. 


VALENTINE’S DAY 


This is one of the most difficult of the 
races and comes down to luck just as 
much as skill. Expect to play it a few times 
before you succeed. Let one of your 
opponents get the bow and arrow, then 
ram him or her to get it for yourself and 
start shooting. Get your opponents into 
the boat ride water course so they’re all 
lined up behind you, then get a little 
distance on them and exit. Spin around 
and shoot them as they come out. 


SPRING CLEANING 


Once you get the underwear, take 
advantage of the X portion of the track to 
get to the checkpoints more quickly. Don’t 
worry about getting more than one pair of 
underwear—you'll have your hands full just 
keeping the first pair. 


READ A BOOK DAY 


When the race starts, grab a few of the 10 
chickens you need, then head back to the 
drop point and wait for other contestants 
to close. When you bump them, you 
automatically take their chickens. Once 
you do, drive over the drop point and wait 
for the next driver. 


HALLOWEEN AND CHRISTMAS DAY 


Use the tactics you perfected in Rally Days 


2 and Read a Book Day: hang out on the 
drop points and ram your opponents to 
get their goodies, then take them to the 
drop point. 


THANKSGIVING DAY 


The best place to snag turkeys is over by 
the bull pen. This is another challenging 
race; plan to play it quite a few times 
because your computer opponents can 
scoop up turkeys at lightning speed. Keep 
on the move and blast your opponents to 
slow them down. 
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MILLENNIUM NEW YEAR’S 
EVE RACE 


As soon as you snag the key, keep to the 
outside track (watch out for the lava!). You 
should be able to keep up the speed and 
keep your distance from your pursuers. 


UNLOCKING HIDDEN 
CHARACTERS AND 


ACCESSING TRACKS 


A number of characters are accessible by 
finishing various races (including Jesus 
and Satan, late in the Championship) and 
according to Internet rumor, many more 
can be found through various obscure 
strategies. The guaranteed way to unlock 
all characters and tracks is to defeat 
Championship mode without using any 
continues. Unfortunately, that’s very 
difficult, because you can’t save your 
progress in Championship mode, so you 
have to play straight through with no 
mistakes. 

Accessing all the tracks is a little 
simpler—after you play on a track, you 
have access to the next one in Arcade 
mode, so you can play on all seven before 
finishing Championship mode. 

All the hidden characters handle about 
the same. If you really must see all the 
characters, use your Game Shark or 
borrow a friend’s. 


800a3394ffff 
8009c33c0005 
800a338cffff 
800a338effff 
800a3390ffff 


Unlock All Tracks 


Infinite Credits 
All Char & Extra Cheats 


Unlock All Races 


SOVIET STRIKE 


Offering another fine blend of helicopter-based shoot-’em-up and simple tactical planning, there’s just as much fun to 
be had from this game as its stablemate Nuclear Strike. The following tips and hints for each campaign will turn you 
into an ace pilot in a matter of minutes, so get reading. 


GENERAL HINTS 


e Clean up as you go. Unless time is of the 
essence (e.g., Caspian Strike), leaving too 
many foes unfinished makes life difficult 
later on. 

e Pay attention to messages about fuel and 
armor and take action accordingly. 
Disengage and restock—don't go for a shot 
at “one more tank.” 

e Use your map and compass to find ammo, 
fuel, and targets. Some missions show 
armor power-ups, too. Don't forget that 
rescuing MIAs and civilians gives 150 armor 
points per person whenever you drop them 
off at a landing zone. 

e When your mission takes place on the 
edge of a playing area you’re unlikely to 
revisit, break off when told your mission 
is complete, leaving unbashed baddies. 
Don’t do this in the middle of the map, 
though—you might need to fly over the 
battle zone again. 

e Take out hostiles before demolishing 
constructions (buildings don’t shoot back!). 
Soviet Strike prioritizes targets logically; 
make sure you do, too. 

e Use your chopper’s shadow to line yourself 
up for winch grabs. Luckily, people you 
intend to rescue head for the winch now, 
unlike previous Strike games, where they 
often ran around at random. 

e Circle an enemy by holding a “jink” button 
and tapping left or right. It’s easy when you 
get the hang of it, and reduces damage 
considerably when facing a single foe. 

e Use your menus. Regularly cycle through 
enemy positions to find enemy locations. 
This is especially useful if your armor is cut 
to ribbons and you need a safe route to an 
essential pick-up. 


CRIMEA 

Terrorist training camps have been found in 
the Crimea. Someone is arming local 
warlords. The Strike team must take out these 
camps and end the war before it even starts. 


AThe video sequences often have clues 
or hints about how best to achieve your 
mission objectives. 


RADARS 


These are simple enough. As you attack the 
first one, you’re given information on 
captured agents, offering you a second 
mission. Take out the second radar before 
going for these. It’s on the way and you don't 
want the enemy to know where you are. Take 
out all the nearby baddies before 
proceeding—they can't live to get in sly shots 
while you’re tackling later campaigns. 

There are ammo crates in the trucks nearby. 


AGENTS 


Take out the hardware and soldiers near 
buildings before blasting. As soon as Nick is 
located (he’s wearing a gray suit and a green 
helmet), pick him up. If you don't, he gets 
shot by a firing squad. There’s an armor crate 
in the southwest corner building. Remember, 
you get armor by returning passengers to the 
landing zones, so keep them onboard until 
you need a quick fix. 


AIRFIELD 


Strike the western side of the airfield first. 
Maneuver your craft so only one foe or 
building is within attack range at a time. Pick 
it off, advance, and attack the next. Charging 
in invites too much return fire. If you need 
armor, fly your load to the western landing 
zone, as the route was cleared on the way to 
the airfield. Trucks nearby contain fuel and 
ammo. Before you move on to the next 
mission, pick up the superwinch. 


POWS 


Land on the pad to the south of the southern 
POW camp. Your co-pilot gets into the 
bulldozer and smashes up the camp. Follow 
him in, dealing with the camps. Nick 
eventually finds ammo dumps and tells you 
to catch up with him later. He takes off in a 
ski sled for the mountains. Follow him and 
take out the ZSUs he finds, then return to the 
camp for POWs. Don't forget to pick up 
Nick—his location is highlighted as co-pilot 
under the “Assets” menu. Drop off the first 
load of POWs, then go for the northern base. 


EX-KGB HQ 

There’s an armor repair pick-up in the gray 
building to the east of the HQ. During the 
mission you're told about an attack on your 
supply drops. Tackle these first, then topple 
the HQ and capture the foes in purple tops. 
Each captured enemy offers you a sub- 
mission, such as the power station. Tackle 
these as you find them, then return for the 
other purple-topped perils. You’re soon told 
about reinforcements from the west of the 
lake. Trash ’em. They’re not too tricky, as long 
as you take one foe at a time. As the last hut 
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falls, you’re told to review the next mission— 
terrorists. 


TERRORISTS 


Attack the northern or southern end first (the 
choice is yours), and work your way through 
one step at a time. NEVER fly over a foe, or 
you’re caught on all sides. When you have 
finished, you’re given the location of your 
next mission. Fly there. 


ARead your mission briefings carefully, and 
don’t let tempting enemy units distract you 
from your goals. 


EAVESDROP 


A wise tactic here is to use the walls and 
buildings to your advantage. Hide, swoop out 
firing (inking works well), then hide again. 

Use the landing pad at the eastern end 
to drop off the co-pilot and defend your 
position. Pick up any fuel, armor or ammo 
needed, and when you get the message, 
pick up your co-pilot. Fly back to home 
base (where you started) to end the 
campaign. Your journalist friend hushes up 
your activities. 


BLACK SEA 


There are many friendly bases scattered 
awkwardly through enemy territory here. You 
can locate them using the assets menu and 
make sure you don't hit them. 


RADAR 


At the start, your co-pilot takes off in a 
speedboat in order to find the Kiev. But don’t 
follow him—go for the radars to stop the 
enemy tracking you instead. 

When the first radar falls, you are told 
where the ship holding the hostage is 
located. Take no heed at present—go for the 
other radar while Nick attacks in the 
speedboat. 

Go and pick up the MIAs before enemy 
troops arrive to kill them. If they get them all, 
your mission is aborted. Unload them at the 
landing zone for 150 points of armor per 
passenger. The safest way to get there is to 
go to the extreme north and fly along the top 
of the map. 
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When you’re told the location of the POW 
camp, remember it and trash the guarding 
foes. Leave the POWs loose—they don't go 
anywhere. Collect and transport them 
whenever you need the armor. 


DOCKS 


First of all, get the reinforcement convoys 
coming in from the west. One convoy drops 
off the troops which attack the MIAs (which 
you should have rescued by now), the other 
heads for a friendly HQ. 

When attacking the docks themselves, 
pick your way through one step at a time. The 
enemy are tightly packed, so flying over them 
is disastrous. Take out all the tanks, vehicles, 
and foot soldiers. You also need to topple the 
command buildings. These are easily 
identified by their five-pointed star and the 
red-and-white flag flying in the forecourt. 

The ships need to be targeted, too—hit 
them until they burn. By firing at extreme 
range at the aft of a ship, you can often 
destroy it without tackling the guns. 


PICKETS 


Stay away from the carrier at this stage. Blast 
the speedboats with a couple of rockets, or a 
single missile if you’re desperate. Destroying a 
picket removes an alert zone. By lining 
yourself up with the ship and attacking its fore 
or aft, you only have one gun to deal with. 
Pick up the guy you see in the water—he has 
a message. 

Make sure the craft you’re attacking is a 
picket and not something else. The seas are 
full of enemies, many of which should be left 
alone. Attacking the carrier, for example, is 
disastrous unless the pickets are sunk. 


CARRIER 


The same tactics should be used against the 
carrier. Start at the bow or stern, tackling the 
guns one at a time. If you’re under fire from a 
chopper, retreat out of range—fight the foes 
one at a time. 

Sidewinders work well against 
helicopters, but you have to be close. Target 
your shots by firing your gun at the chopper, 
unloading the sidewinder only when your 
bullets are registering hits. The mission ends 
when the carrier falls and all choppers are 
downed. 


MISSILES 


Four cargo ships sail to the south. One holds 
a fuel replenishment, another has armor, and 
the final two carry ICBMs with nuclear 
warheads. To complete this mission, winch 
the nukes off the ships and drop them in 

the water. 

You get a message saying that your new 
landing zone (to the west of the map) is under 
attack. Fly there and take out the single BTR- 
70 APC. Now attack the cargo ships hugging 
the southern coast. Just do it—it isn’t hard. 
During this mission, Strike Force airdrops 
depth charges for use against subs — 
remember where they are, in the water near 
the southeast coast. They appear as ammo 
on the assets map, but aren't specifically 
identified as depth charges. 


DESTROYER 


A message from Strike Command says the 
destroyer is escaping. Don't worry, it isn’t fast. 
Feel free to take time and load up with 
anything you need. It’s a fairly straightforward 
fight—by now you know how to tackle a ship. 


SUBS 


To cripple a sub, pick up a depth charge that 
the Strike team airdropped earlier and fly it 
over the submarine—they’re cruising on the 
surface, so are easy to spot. Fly above the 
sub and drop the depth charge on top of it. 
Go back and get another depth charge and 
repeat the process for the other two subs. 

Although time is important, it isn’t 
hopelessly short. The subs aren't so fast that 
you should ignore enemy fire or forgo 
collecting any power-ups. 


RESCUE 


This is a tough one. Make sure you have full 
armor and weapons before attacking. Tackle 
this ship in the same way as you fought the 
others, avoiding broadsides by starting at the 
fore or aft and keeping your distance, tackling 
one gun at a time. 

Pick up your buddy (he will appear to the 
right of the ship, in the water) and then grab 
the depth charge from the burning deck. Drop 
this on the escaping speedboat—it contains 
arch-villain Vlad. 


LANDING 


Three landing craft, each holding six tanks, 
are attacking the southeast beach. Trash ’em. 
Don't let the tanks escape or it’s “return to 
base” time. Remember, there are three 
landing craft— don’t just hang around in front 
of one boat, keep checking your map to find 
the next tank. When the tanks are toppled 
and the boats battered, go back to the 
starting point in the top-right corner to 
complete the campaign. 


CASPIAN 


This is an awkward campaign. The missions 
offered consist of groups of enemy hardware, 
all converging on the chemical weapons plant 
in the north. Taking all of them on one at a 
time is a recipe for disaster, so instead here’s 
a campaign overview. 

First go north and take out the 
northeastern bridge and nearby scouts where 
shown. Leave the bridge further down the 
valley (your allies need it) but trash the scouts, 
thereby slowing Savak’s advance. 

Highlight Bessus on the assets menu, 
pick him up, and take him to the eastern-most 
OP where he raises an army. Shoot the rocks 
nearby, causing a landslide. If the tanks have 
advanced as far as the fuel dump, blast it and 
take out several of them at once. Don’t hang 
around waiting for them, though. 

Highlight Nimrud on the assets menu, 
and fly there via the middle rock formation 
indicated on our map above. Blast this to 
create a further landslide, then pick up 
Nimrud and take him to the OP in the 
west. Near here is a third rock formation— 
blast this, too. 
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Highlight Delilah on the assets menu, fly 
to her, and ferry her to the central OP taking 
out the remaining scouts en route—you have 
completed mission five. The three agents raise 
armies and attack Savak’s forces. Without 
them, you haven't a hope of victory. 

Note also that you must deliver the 
agents as offered here. Although in theory 
they can be taken to any OP the agents don't 
get on with each other, despite being 
related—drop them on the wrong OPs and 
they fight among themselves instead of 
targeting Savak. 

Re-arm with whatever you need and help 
defend the chemical plant. Taking out fuel 
trucks slows the enemy down, but it isn’t 
easy. Use the Enemies menu, cycling through 
to see who’s nearest the plant. Don’t neglect 
the foot soldiers, who are listed as 
“Mechanized Infantry” for mission two. Once 
they leave the troop carriers, they don't 
appear on the menu. If you’re not careful, they 
overrun the plant without you noticing, which 
is a pity—they’re easy to beat when you know 
they’re coming. 

Soon Nimrud asks for help—his position 
is being overrun by tanks. At this point the 
enemies are bunched up behind your 
landslide. Unleash sidewinders, which often 
take out more than one tank, and missiles. 
When these are trashed, fly back to the 
chemical plant. 

From now on, it’s a case of defending it 
against all attackers, listening to instructions 
as you go. At the end, destroy the escaping 
jeep by blasting the oil well as it passes. 


800401F00000 
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Infinite Ammo 
Infinite Ammo 
Infinite Armor 
Infinite Armor 
Infinite Fuel 
Infinite Fuel 


CRIMEA 
WORSTCASE 


DRACULA 
CHERNOBYL 


KREMLIN 
CIVILWAR 


BLACK SEA 
GRANDTHEFT 


CASPIAN 
GROZNEY 


Follow this advice to be a successful superhero in the game of the film of the comic. 


GENERAL ADVICE 


e If you come up against a particularly tough 
opponent, use the Hell Gauntlet to boost 
Spawn’s attacking ability. You should only need 
this additional strength on boss characters, so 
try to save them until they’re really necessary. 

e As well as inside objects, power-ups are tucked 
in sneaky places. Look above and around all 
pieces of scenery to discover more goodies. 
Smash everything breakable and jump onto 
everything climbable in your bid for bonuses! 
Be aware that some destructible objects can 
first be used to reach higher areas. 

e The high kick is probably the most effective 
attack in Spawr's arsenal. It’s fast and very 
easy to perform—simply tap the ® button. You 
should use this move on regular opponents; it 
works against bosses equally effectively, but 
they block more often, so watch out! 

On later levels, Spawn has to make death- 
defying leaps—not easy, as his jump is feeble. 
Use R3 to look around and [2) to align yourself 
before taking the plunge. 

e Spawn’s magic is very powerful but can only be 
used when you have some power orbs. Only 
use the associated special moves until you 
really need them. Likewise, don’t restore 
Spawn’s physical condition unless he’s about 
to lose a fight and you don't have a recent save 
position to fall back upon. 


STREET SPAWN REALM 


This realm introduces all the game’s elements 
and eccentricities. Ignoring the simplistic Level 1. 


LEVEL 2 


Arriving in an alleyway, you’ll see a large box in 
front of you. Jump onto it then to the left twice to 
reach an alcove that contains a Necroplasmic 
Orb. Proceed down the alley and you reach a 
street area where there’s a goon to beat up. 

Smash the telephone booth for kicks, bear 
to the left, and smash through the wooden fence 
in the corner. Follow the alleyway, past a door, 
and break crates to get Pyromantic and 
Necroplasmic orbs and a Hell Gauntlet. The alley 
leads to a street where you can see a bad guy in 
the middle distance, but retrace your steps until 
you’re back at the door, now on your right. Stand 
in front of the switch and press the X button, 
opening the door. Enter the building—Neal’s 
Diner—and cause destruction! Break the shelves, 
jump onto the counter and destroy the cash tills, 
then run into the back room and shatter crates 
and more shelves! There’s a Necroplasmic Orb 
among them. 

Jump back over the counter and open the 
chest next to the disappointingly indestructible 
seating—there’s a rusty key inside. Go through 
the small corridor to your left and into the street, 
where you'll see the bad guy you avoided earlier. 


Fight him this time, but when he’s beaten, ignore 
the warehouse he guarded and go back to the 
first street area. 

Look for another warehouse with horizontal 
metal shutters. Jump onto the platform, operate 
the switch, and the shutters raise. Go inside and 
smash the crates and trashcans in the first area 
to receive a Pyromantic Orb. Proceed around the 
corner, smashing all crates, and you’ll see a door 
ahead. Ignore the doorway on the left. 

Walk up to the lock and press u to use the 
rusty key that you found in Neal’s Diner. Go 
through the doorway and up the stairs. Smash 
through the crates to reach the exposed 
Pyromantic Orb and walk to the end. There’s a 
second platform at 90!', but you can’t jump the 
gap. Instead, stand where the two platforms are 
nearest then run diagonally across. Break crates 
to access a Cryomantic Orb and Hell Gauntlet. 

Look down—there’s a bad guy below. 
Luckily, there’s nothing else in the lower part of 
the room, so get back onto the other platform, 
go down the stairs and leave the building. Return 
to the other warehouse—the one conveniently 
signposted “Warehouse”! You'll notice a 
Necroplasmic Orb above it, but how do you 
reach it? 

Enter the warehouse, jumping from part of 
the way along the landing bay slope to gain 
access. The first corridor leads to a room full of 
crates guarded by an enforcer. With the tough 
guy eliminated, smash crates, but first use those 
in the far-left corner as stepping stones to reach 
a Cryomantic Orb. The nearby doorway leads up 
to a control room. Operate the wall switch and 
return to the room, where metal shutters raise, to 
unveil a corridor. The crate in the corner holds a 
Pyromantic Orb and the room beyond contains a 
mob enforcer! 

Smash crates to gain two more Pyros, 
then break the group of crates on the left to 
reveal a small room. Flick the switch and you 
discover it’s an elevator! At the top are some 
goodies, including that Necroplasmic Orb 
above the “Warehouse” sign! Be sure to get 
off the elevator immediately, else it lowers and 
won't go up again. 

The second crate room leads to some 
alleyways. Take a left and smash through crates 
and trashcans to get a Pyromantic Orb. Back in 
the main alleyway, walk past two trashcans, take 
a left, and find a Hell Gauntlet. In the street, the 
cybernetic Overkill is ready for you! 

With Overkill out of action, collect the 
Necroplasmic Orb from the “L’-shaped street, 
then go down the steps at the other end. Jump 
to reach the warp mist and go to the next level. 


LEVEL 3 


Drop into the pipe room, exit and take a left. Run 
to the end of the corridor and go left, right, and 
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left again to find a barrier through which you can 
see sewage pouring into a tank. Take a wrong 
turn and you may find a Cryomantic Orb. 

Smash through the barrier, drop into the 
room, and fight the thug. Operate the switch in 
the adjacent room and get the Hell Gauntlet 
through the barrier—you probably saw it at the 
start of the level. Smash up some machinery, if 
you want. Go back the way you came, this time 
running down the corridor you haven't tried. 

Break through the barrier that you find and 
drop onto a slope that’s running with sewage. 
Walk down the slope and break through the next 
barrier you find. After defeating the thug on the 
other side, go to the side of the room where 
there appears to be a dangerous drop into slime. 
It isn’t. Dive in and collect the Necroplasmic 
Orb—Spawn’s physical condition is likely to need 
a little restoration. Jump up into the side room, 
where there’s a large gear to collect. 

Retrace your steps back onto the sewage 
slope, walk up it and find the small corridor with 
a barrier at the end—you should see large green 
panels on one of the walls. Shatter the barrier, 
drop into the room and beat up the goon. Find a 
small square alcove in one of the walls, walk up 
to it and press X. Now the gear you collected 
earlier is put into the alcove, opening an area 
further on in the game. Go through the room and 
exit into a corridor. Follow the corridor around 
and up stairs, breaking any crates that you find. 
When you reach street level, you discover that 
Overkill is already fit and healthy again! Defeat 
him again—this time he’s out of the picture for 
good. 

A little battered after meeting Overkill? 
Gratefully collect the Necroplasmic Orb, then 
head for the opposite corner of the area, where 
there’s an alleyway. Follow it, shatter the crate, 
and fight the goon. More crates are found along 
another alley—there’s another hood to beat up at 
the end. 

Follow the street around and you will notice 
the temple. Enter and turn immediately left to 
find a Hell Gauntlet tucked behind the doorway. 
Proceed into the temple, where you meet the 
Anti-Spawn, a.k.a. the Redeemer! If you beat 
him, walk up the steps at the rear of the room 
and use the warp mist to exit the level. 


Infinite Health 8007F0500860 
8007F1600000 
D007F1440008 


8007F 1600000 


Low Enemy Health 
R1 Power Drain 
R1 Power Drain 


SPICEWORLD 


If you yearn for the happy days when Geri was still strutting her funky stuff with the rest of the girls, this’ll be just the 
game for you. Here’s a guide to completing each mix. 


Once you have selected your favorite Spice 
Girl from the starting line-up (there’s 
practically no difference in gameplay between 
Scary, Ginger, Baby, Sporty, and Posh), it’s 
time to exercise your musical talents in the 
Mixing section of Spice World. Here you find 
yourself on a grid of five squares, each of 
which is the doorway to a different Spice Girls 
song: their debut hit, ‘Wannabe,’ blockbusting 
follow-up ‘Say You’ll Be There, exclusive Pepsi 
tune ‘Move Over, slinky charity classic ‘Who 
Do You Think You Are?’ and the explosive hit, 
‘Spice Up Your Life’ There is no real order of 
songs, though ‘Wannabe’ is probably the 
most straightforward, and ‘Who Do You Think 
You Are?’ is more random. 

When you have chosen, you stand on a 
grid with nine squares, each of which triggers 
a sample from the song. Your task is to create 
an ultimate mix by leaping around the grid, 
linking them together. A finished song has a 
mixture of 18 samples, and although no 
points are awarded, no Spice Girl would be 
seen dancing to a badly constructed track. 


WANNABE 


1. Tl tell you what | want, what | really, really 
want; So tell me what you want, what you 
really, really want. I'll...’ 

2. ‘...Tell you what | want, what I really, really 
want; So tell me what you want, what you 
really, really want. | wanna...’ 

3. ‘...Ah, | wanna ah, | wanna ah, | wanna ah, 
| wanna...’ 

4. ‘...Really really really wanna zig-a-zig-ahh!’ 
5. ‘If you want my future, forget my past; If 
you wanna get with me, better make it fast’ 
6. ‘If you wanna be my lover, you’ve gotta get 
with my friends...’ 

7. ‘Here’s the story from A to Z, you wanna get 
with me, you gotta listen carefully: 

8. ‘...Make it last forever, friendship never 
ends’ 

9. ‘If you wanna be my lover!’ 

The girl’s first release is probably the most 
straightforward track to mix in Spice World. 
The first six samples practically run 
concurrently, followed by number eight. Some 
of the samples can be used on their own, or 
repeated throughout the track to add a 
personal touch, but if they’re designed to run 
together, they don’t always sound right when 
played on their own. Experiment before 
recording and saving them. It’s worth 
remembering that the original ended with 
sample nine, and sample seven makes a 
good central breakdown rap. 


SPICE UP YOUR LIFE 


1. Intro. 

2. ‘When you’re feeling, sad and low; We will 
take you where you gotta go: 

3. ‘Colors of the world (spice up your life!); 
Every boy and every girl (spice up your life!)... 
4. ‘Slam it to the left (if you’re having a good 
time); Shake it to the right (if you know that 
you feel fine)...’ 

5. ‘Chicas to the front, ha! HA!’ 

6. ‘Flamenco, lambada, but hip-hop is 
harder...’ 

7. ‘Hi, ci, ya, hold tight!’ 

8. ‘Shake it, shake it, shake it, ha-ka!; Shake 
it, shake it, shake it, ha-kal’ 

9. ‘People of the world (spice up your life!); 
Aaaaah...’ 

Sample one is the introduction to the original 
track, but it can be used at any point as a filler 
in your mix. Tracks three and nine, and four 
and five are meant to be played concurrently, 
but can sometimes be inserted in other 
places for a groovy effect. One of the bonuses 
with ‘Spice Up Your Life’ is that there are two 
totally cool extra samples—six and eight— 
that can be inserted as a bridge or filler 
throughout your recording. Again, you’re 
provided with the original track finale, sample 
seven, but it can be placed at practically any 
point in the mix. 


, 


MOVE OVER 


1. Intro. 

2. ‘Generation next, generation next, 
a-generation...’ 

3. ‘Generation next, generation next, 
a-generation...’ 

4. ‘Over, yeah, don’t do it over (yeah yeah 
yeah); ’Cos it’s...’ 

5. ‘Over, yeah yeah yeah (don't do it over): 

6. ‘Hold it down, feel the noise; Let ‘em know 
it’s a fight, pick it up, it’s alive? 

7. ‘Next phase, next stage, next grade, 

next wave: 

8. ‘Sow me the seed, every color every creed; 
Teach never preach, listen up and take heed? 
9. ‘Next, next Generation next...’ 
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As ‘Move Over’ was originally such a short yet 
anthemic track, you’re spoiled here, with a 
choice of samples that can practically all be 
used independently of each other. Tracks four 
and five are the only linked samples, and even 
they can be repeated for a freestyle techno 
mix. Otherwise, find and record whatever mix 
of samples best suits your purposes, making 
sure to use suitable intros and extros. 


SAY YOU'LL BE THERE 


1. ‘I’m giving you everything, all that joy...’ 

2. ‘...Can bring, this | swear (I'll give you 
everything)...’ 

3. ‘Last time, that we had this conversation...’ 
4. ‘...| decided we should be friends’ 

5. ‘Any fool can see they’re falling; | gotta...’ 
6. ‘...Make you understand...’ 

7. ‘I'll give you everything, on this | swear; Just 
promise you'll always be there: 

8. ‘I’m giving you everything!’ 

9. Intro. 

This grid may seem a little mixed up already, 
with the intro at the end, but this is an easy 
mix, with all of the linked samples placed one 
after the other. Once again, there are no rules 
as to where you can put the samples, but it’s 
worth knowing that the original track is in this 
order: nine, three, four, five, six, one, two, 
seven, eight. Of course, you already knew 
that, but this is going to be your very own 
reinterpretation, right? 


WHO DO YOU THINK YOU ARE? 
1. Intro 1. 
2. Intro 2. 
3. ‘The race is on to get out of the bottom’ 
4. ‘Who-o-o, do you think you are? (Do you 
think you are?) | said-a...’ 
5. ‘Swing it, shake it, move it, make it, who do 
you think you are?’ 
6. Trust it, use it, prove it, groove it, show me 
how good you are: 
7. ‘You have got to...’ 
8.‘You have got to reach on up...’ 
9. ‘Trust it, use it, prove it, groove it!’ 
This is definitely one of the Spice Girls’ 
greatest songs, and also a tricky one to remix. 
You are given two intros, which can be used 
at any point in your track. The first is the cut- 
down backbeat, while the second is a full 
brassy instrumental. Both make a totally 
awesome funky break when patching 
together strands of the song. Sample number 
three may be a little short to fit in to the mix 
properly, but in the original it made a good 
opening line. Remember that tracks four, five, 
and six run concurrently, but more than ever 
before, they can be used singularly to chillin’ 
effect. . 

Now it’s time to strut your funky stuff, and 
put those tunes to good use. 


Watch out, spider fans—ol' Web Head is in town and he's ready to rumble! It's easy to see why this game is a 
bestseller: phenomenal gameplay, snappy dialogue, and characters and action straight out of the comics. 


APay close attention to the arrow on your spider compass in the screen’s lower-right corner. If the 


compass appears, head the way it points. 


Use the game’s training course to master 
those web moves before you take Spidey 
into action. 

When you’re scaling a tall building, 
target your web line with and aim 
upward. This is faster than crawling, and 
sometimes speed is crucial. 

If you get hit in the middle of a swing, 
face a safe landing area and keep pressing 
R2). Odds are good that Spidey will recover. 


THE BANK HEIST 


SECTION 1: SWING TO THE BANK 


This first section is really just a training 
course so you can master your web 
flinging and thug bashing. You’ll also follow 


your Spidey compass for the first time,. 
You’re close to the bank when you see the 
helicopters and the billboard with Spider- 
Man on it. 


SECTION 2: THE BANK ROOFTOP 


The bank is only two buildings away when 
you start this section, and there are a ton 
of Jade Syndicate thugs. Take out most of 
them at a distance with your web lines or 
you'll take a bullet bath. After you whittle 
them down a bit, close in for some knuckle 
sandwiches. 


SECTION 3: HOSTAGES 


As soon as you reach the bottom of the 
ventilation shaft, get up to the ceiling. From 
there you can crawl around, free hostages, 
and take out guards. 
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To deactivate the security doors, look 
for a grill in the floor. Stand on it and press 
R1) to get up to the ceiling and into a vent 
shaft. Crawl to the control room and press 
the buttons to free a hostage and trigger 
more guards. Then move fast to web the 
guards on the last three hostages. 


SECTION 4: THE BOMB 


Stick to the ceiling. This place is crawling 
with guards, who are holding three 
hostages. When you’re through dealing 
with the guards, find the vent shaft next to 
the locked exit and climb inside. You must 
save the hostages in the final room. You 
pack more punch with your web gloves, 
and your web shield stuns nearby enemies. 
To stop the bomb, open the closed vault, 
get close to the bomb, and press the 
punch button to pick it up. Carry it into the 
other vault and close the vault door to end 
the level. 


STING OF THE SCORPION 


SECTION 1: RACE TO THE BUGLE 


Don't waste time on the thugs—jump over 
them or run past and keep swinging. You 
know you’ve almost reached the Daily 
Bugle when you get to the top of a building 
where two thugs are plotting to collect a 
reward for offing ol’ Web Head. 


SECTION 2: SCORPION BATTLE 


Scorpion’s almost as fast as you are. Put 
on your web gloves, land punches, and 
leap away. Get close to him only for short 
intervals, or you’ll be spider paste. If you 
feel daring, stick to a wall and leap off as 
Scorpion fires his electric sting—you can 
get in some good shots while he recovers. 
Keep him away from J.J.—if J.J. dies, it’s 
game over. 
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SECTION 3: CHOPPER CHASE 


Stay clear of the rooftop outbuildings or 
any other place where you see the 
targeting reticule pop up. 


SECTION 4: CHOPPER CLIMB 


This is a straight vertical climb. The 
chopper loves blasting out the boarded up 
windows. Stay clear of the spotlights and 


AStand near one of the generators, and run behind it once Rhino charges. 


the targeting reticules. During this section’s 
second half, a police sniper tries to target 
you. If he lines up a shot, veer to one side. 
Keep moving! 


SECTION 5: CHOPPER CHASE 2 


The chopper’s still after you. Stay clear of 
all rooftop structures, and ignore any 
rooftop cops. Be cautious of landing on 
blocks suspended from giant cranes—the 
blocks blow up shortly after you land. 
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SECTION 6: CHOPPER CLIMB 2 


The fastest route up is on the outside, but 
the police sniper is gunning for you. Inside 
you have to deal with more cops and a 
falling girder, though you can snag some 
web fluid and Health. When you get to the 
top, swing for the suspended block, then 
quickly swing off before it blows up. 


SECTION 7: CHOPPER CHASE 3 


There’s a Health cartridge under the glass 


AStay clear of any outbuildings on the 
rooftops—the helicopters love shooting them. 


roof that shatters. 


RHINO’S RAMPAGE 


Stand near an electrical generator and then 
step behind it when Rhino charges you. 
After you’ve lured him into each of the 
generators, you can slap on the web gloves 
and land two blows. Leap back then, or get 
rammed. Keep landing punches and 
leaping away to take down Rhino. 


SECTION 1: THE VENOM CHASE 


Don't follow closely behind Venom—swing 
parallel to him or ahead of him to cut him 
off. Some spider armor is hidden among 
the girders of the building that’s under 
construction. 


SECTION 2: THE 
FIGHT WITH VENOM 


Find the Health hidden under the trash bin. 
Don't stray too far from Venom or he'll reel 
you in for some high-damage attacks. 
Keep at medium range and launch web 


balls. You can risk some close shots while 
you’re wearing web gloves, but Venom can 
hit back hard. 


SECTION 3: THE SEWERS 


When possible, avoid the lizard men. Take 
out the ones standing on the pipes with 
web pulls or web balls. Soften up the last 
group, near the door, with web balls before 
closing in for fisticuffs. 


SECTION 4: SEWER CAVERN 


Be sure to stop in at the hidden area in the 
waterfall by targeting with and swinging 
over. Inside are Health, web fluid, and 
Spidey armor. 


SECTION 5: SUBWAY RIDE 


Face front to catch the Health and web 
fluid that comes your way. Leap over the 
lizards and race to the last car, then leap 
over them when they close again and run 
to the first car. 


SECTION 6: SEWAGE SWITCHES 


Avoid the lizard men whenever possible. 
When you’re blocked by grates, go up. Go 
back and forth through the level, hitting 
switches that drop the water level while 
you fend off lizard men. 


SECTION 7: FOUR SWITCHES 


Jump to the left side first (Switch 1 is on 
the left), then head to the right side (Switch 
2 is on the left). Repeat the process, hitting 
the switches to the right of each platform. 
Don’t plan on jumping past the wizards— 
you have to take down most of them. 


SECTION 8: WATER CRAWL 


Time your advance so you enter just as the 
water drops. The chamber of water with the 
pipe is too slick to climb, so swing across. 
When you return to this room after it has 
drained, hit another switch on the floor, 
then retrace your steps. 


SECTION 9: PUZZLE SHAFT 


The first switch is located two levels 
beneath the one you stand on. Step off the 
ledge, face the way you came, and swing 


forward. (If you don’t land on the ledge you 
want, you’ll land on the one above it and 
you can repeat the process.) From the 
ledge, use L to target the second switch, 
on the left. Climb the wall to get back to 
the exit. 


SECTION 10: THE LIZARD 


To get past the crushing blocks, wait as 
close to them as possible, and move 
immediately after they hit each other. To 
navigate the maze, pass one set of 
crushing blocks to reach an intersection. 
Turn left to another intersection. Turn right 
at this intersection and you’ll pass where 
Venom has written "Warm" along the side 
of the trail. Pass two more sets of crushing 
blocks and a set of alcoves, then make a 
right at the next set of alcoves. 


SECTION 11: BATTLE WITH VENOM 


Venom moves fast between the four 
switches, so stay in the middle. Avoid 
striking them yourself when you’re trying 
to hit Venom! Fire web balls at Venom 

and then leap to shut off whichever switch 
he activated. 


CITY IN PERIL 


SYMBIOTES AT THE BUGLE 


All the hostages in this area can be freed 
by hitting switches. Be careful not to get 
disoriented. To get to the second half and 
to free the last hostage, look for a ceiling 
grate. Stand on it and zip-line into the air 
shaft. The elevator’s your ticket to the 
basement, so press the button when you 
get to it. 


ELEVATOR 


When the elevator stops, get to the wall 
you were facing at the start of this section, 
and crawl to the opening in the right side, 
which contains a symbiote and a switch. 
Hit the switch and jump back on the 
elevator. When the elevator stops again, 
leap off onto the goo, hit the switch, and 
run through the door. 


THE PRESSES 


Web balls take out these and all other 
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generators. To avoid the giant paper reams, 
jump up and to the left. Once all the 
generators are down, drop into the air vent. 


THE BASEMENT 


Avoid the steam, as well as the symbiotes 
when possible. If you find your way 
blocked, look for switches. Leap only 
through grates that remain open. 


MYSTERIO 


Keep jumping. To get from level to level, 
jump as you run. Target the glowing spots 
on Mysterio’s armor with your web balls, 
and when they’re all destroyed, shoot a few 


ATarget the glowing nodules on Mysterio’s 
armor, and watch out for that right-hand grab. 


more times at his head. 


TO TRAP A SPIDER 


THE WAREHOUSE 


Don't forget to check the girders in the first 
room to find some flame webbing and 
Health. When you get to the elevator shaft 
and your Spider sense starts going off, it 
means you’re near some fan blades 
without a cover. Climb down on the walls 
and look for a door right above the blades. 


UNDERGROUND TRENCH 


Stay clear of the turrets by climbing below 
or swinging behind, and blast them to gain 
breathing room when you need to. 


THE FOG 


The security room is the second door on 
your left. Go there and hit the switch, then 
proceed to Control Rooms A and B. Before 
you go to Control Room C, climb up the 
symbiote generator hanging in the center 
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of the place. There’s spider armor hidden in 
an alcove at the top. 


DOCTOR OCTOPUS 


Run continually around Doc Ock’s round 
room, which protects you from most of his 
flailing arms. When the giant buttons drop, 
press them to siphon power from his force 
field. Jump over the other force fields that 
form across the floor. When enough power 
has been drained, Ock’s force field goes 
down, and you can hammer him for a 
moment. Repeat the process a few times 
as Ock gets more deadly with his 
tentacles. Just keep running. 


CARNAGE 


Get between Carnage and the wall, so that 
Carnage is facing the sonic field. Knock 
him into the sonic field with punches and 
kicks, or form a web shield and knock him 
into the field when you blast it open. This is 
tricky: Time the web shield so it goes off 
when he’s not attacking, or it won’t work. 


MONSTER-OCK 


You have better control if you jump instead 
of swing. Keep to the middle of the path or 
you might accidentally jump into a wall and 
stick there. If you come up facing a dead 
end, press (4) and leap forward after you’re 
up—you’re nearing a new level. Don’t press 
until you’re close to the wall, or you 
might be too far from the entrance to the 
next level to exit before Monster-Ock does. 


Unlock Everything 800A56D00102 


50000A020000 

800A5708FFFF 

800B4F800001 
Infinite Health 800B4F6C0001 
Infinite Web Fluid 800B4F980001 
Show Debug Info 800B4F8C0001 
Enable Debug Pause Menu 800B4F8A0001 
l=Invisible 1+L]=Normal DOOCS95EFEFF 

301DBFDC0001 
=Normal DOOC5S95EFAFF 
=Normal 301DBFDC0000 
What If? Mode Activated 800B4F5C0001 
Unlock J James Jewett 800B4FB80001 
No Meters Mode 800B4F740000 
Big Head Mode 800B4FA40001 


AJump to outrun Monster-Ock, but watch out for vertical shafts—use your web line to 
get up them, pronto. 


SPECAL COSTUME 


ASome costumes are easy to access: just get past a certain point in the game. Others are harder to 
come by unless you have the Game Shark codes. 


SPYRO 


THE DRAGON 


Spyro offers a complete package for everyone yearning for a wholesome, humorous action-adventure. It features drop- 
dead gorgeous graphics and a well-rounded soundtrack by ex-Police percussionist Stewart Copeland. It contains vast 
worlds to explore and seamless transitions between the areas within those worlds. To give your scaly hero the best 
possible chance, delve into this dossier of Dragon World bad guys. 


GENERAL TIPS 


e First, here are a few pointers for getting 
around the various Dragon Worlds. You 
may like to run everywhere (and it makes 
little Spyro harder to damage), but you 
can walk, too. Slowing down the pace is 
especially important on narrow paths and 
bridges, where the only thing between 
you and the void is your common sense 
and good balance. Gnasty has scattered 
some gems in dangerous places, so 
remember that caution—and a slow 
pace—is the better part of valor. 


Make no mistake, running is good, and 
charging is even better in certain 
situations. When you press the Charge 
button, you will take off more quickly than 
usual. And you can break through things 
you might not be able to break through 
normally. Charging will even help you 
catch up with the devious Egg Thieves or 
flee from pursuing enemies. The 
downside to the Charge is that, with your 
head down in the Charge position, you 
just can’t see where you’re going. 

Places exist in the Dragon Worlds where 
Spyro can perform special actions in 
addition to his normal range of moves. In 
the Magic Crafters home land, special 
ramps allow you to dash at super- 
charged speeds. These “Supercharges,” 
combined with a Jump or a Glide, allow 
you to reach even the farthest areas, 
especially when you combine the power 
of two or more Supercharge ramps! 


A Keep Spyro moving to minimize the 
damage he takes from a level’s enemies 
such as the Gem Thief on level one. 


e The basic actions aren't difficult to pick 
up, but getting by the nasty minions that 


AFiame it, charge it, the Goon is vulnerable 
to both attacks. 


infest the six Dragon Worlds is another 
matter entirely. You have two weapons at 
your disposal—your sharp little horns and 
your fiery breath. It’s easy to defeat many 
of the smaller enemies regardless of 
which you choose. Others require 
specific attacks that will be revealed later 
in this guide. For starters, here are a few 
things you should keep in mind: 


Remember: Keeping Sparx healthy benefits 
Spyro in two ways. First, it allows Spyro to 
take damage without losing a life. Second, 


the healthier Sparx is, the farther he can fly 
from Spyro to retrieve gems. If Spyro loses 
Sparx, he must gather the gems himself. 


1. Armored enemies resist flame attacks. 
Charging them is your only option. 

2. You can’t attack enemies much larger 
than you head-on with your horns. Fire is 
your best option (unless they are armored). 
3. Seemingly invincible enemies will often 
collapse before a well-timed Supercharge 
or Superflame. 


e The second special attack Spyro has in 
his scaly arsenal is the Superflame. To 
help you in your mammoth task, Flame 
Fairies are at your disposal at key points 
during levels. You can distinguish these 
fairies by their flame-colored hair. They 
will fill you full of super-charged fire for a 
limited period. Friends like these make 
powerful allies indeed! You'll also find 
Yellow Fairies in some lands. These 
yellow-gowned creatures can lift you 
away or otherwise get you out of jams. 
You can feel safe whenever you 
encounter them. 
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e Obviously, your battle against Gnasty 
Gnorc is the traditional tale of the young 
hero, battling alone, against 
overwhelming odds. His dragon friends 
can’t provide him any help (barring an 
encouraging word or two). But there are 
many extra sources of support that exist 
in the Dragon Worlds. First and foremost 
is your pal, Sparx. Keep him healthy and 
golden in color, and he will serve you 
well. Sparx can take up to three hits from 
enemies or other dangers before he 
disappears. To heal him, flame any of the 
fodder roaming about such as lambs, 
frogs, Gila monsters, chickens, etc. 
They’ll become tasty butterflies. Doing 
this will reincarnate your dragonfly friend. 


Sparx is also your best ally in both 
finding and collecting gems. When he is 
in good health, Sparx flies around 
grabbing the treasure around you— 
including gems balanced precariously on 
those hard-to-reach ledges. Without him, 
not only are you vulnerable to any attack, 
but you must touch each gem individually 
to add it to your stash of goodies. 


Since the enemies on this first introduction 
level won't attack Spyro, feel free to roam 


about and get a good feel for how to control 
the little dragon's actions. 


e Meet the following World criteria, and you 
can leave the world you are on. And, 
providing you can find and reach the Exit 
Warp, you can fly to the next. 

Artisans World: This is where you start. 
Peace Keepers World: Rescue 10 
dragons. 

Magic Crafters World: Collect 1,200 gems. 
Beast Makers World: Collect five 
Dragon Eggs. 

Dream Weavers: Rescue 50 dragons. 
Gnasty’s World: Collect 6,000 gems. 
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e The Dragon Worlds hold many secrets — 
too many to name, in fact. Look 
everywhere in your travels and don't get 
impatient. This game rewards careful 
explorers and helps them out with sly 
clues. And although you may think you 
can handle this quest on your own, listen 
to what the experienced Dragons you 
release on your adventures have to say. 
They provide tips and hints that are vital to 
completing your quest! Good luck, Spyro. 


WORLD ONE: 


ARTISANS 


TOTAL STATS 
Dragons: 16 
Gems: 700 


LEVEL: HOME 


ENEMIES: 

Gem Thief 

Defeat using a charge or flame attack. 
These marauders won't attack Spyro, but 
will run away when you spot them. A few 
well-placed fire blasts or charges cause 
them to relinquish a total of five red gems. 


Goon 

Defeat using a charge or flame attack. Like 
the gem thieves, these bandits will flee at 
the sight of a dragon bearing down on 
them. You can toast them or mow them 
down to undo their magic— animating 

the green gems. 


LEVEL: STONE HILL 


ENEMIES: 

Rams 

Defeat using a charge or flame attack. 
These big-horned wooly creatures will 
charge you if you stray too close. Sidestep 
their attacks or toast them to put them in 
their place. 


Shepherds 

Defeat using a charge or flame attack. The 
shepherds of Stone Hill don’t take kindly to 
dragons eyeing their flocks and have been 
known to swing at them with their crooks. 


Can’t find the key? Jumping off the palace 


balcony leads to a sandy shore and a 
mysterious cave. 


LEVEL: DARK HOLLOW 


ENEMIES: 

Soldiers 

Defeat using a charge or flame attack when 
their shields are turned to get a red or 
green gem. These troops tend to cower 
when you approach, but their dagger strike 
can knock Sparx senseless. Keep your 
distance until you see them lower their 
shields! 


A Defeat the giant, big- 
horned Rams by using 
Spyro’s charge or flame 
attack. Don’t get too close— 
they'll charge at you! 


dangerous. 


Gnorc Warrior 

Defeat using a flame attack to get a green 
or blue gem. Big and mean as they come, 
it’s no wonder that these Gnorcs are armed 
with a big club. Toast them before they 
flatten you. 


Lighting the two bonfires in this level doesn’t 
get you anything in itself, but the light 
illuminates two out-of-the-way niches off to 
the sides of the Upper Courtyard. 


Gnorc Sentry 

Defeat using a flame attack to get a blue 
gem. Get too close, and these hall 
monitors will push you back with their big 
bellies! Because their armor doesn’t reach 
behind them, wait until their backs are 
turned before flaming their evil butts. 


Town Square features many glide points, so 
learn to glide well and quickly if you want to 


clear this world. Fortunately, most of the 
glide points are obvious. 


LEVEL: TOWN SQUARE 


ENEMIES: 

El Toro 

Defeat using a charge or flame attack. Like 
the Rams, these beasts will charge you and 
try to gore you with their horns if they see 
you coming. 


Toreador 

Defeat using charge or a flame attack. As 
long as a bull is chasing these guys, they 
won't give you a second thought. If their 
distraction is removed, you’ll have to dodge 
their flailing fists. 


LEVEL: SUNNY FLIGHT 
BARRELS 8; CHESTS 8; ARCHES 8; 
PLANES 8 


Try to keep Spyro to one side of the 
tracks and let loose with a blast of fire as 
each train approaches. Approaching 
head-on, Spyro may collide with the 
train engine and spiral down to the 
water below. 


e The two groups of planes fly in similar 
patterns, but in opposite directions. 
Focus on taking out one group, and then 
follow up with the second. 
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AThe Shepherds aren’t very 
nimble, but they’re still 


AAttack these Soldiers when 
their shields are turned away. 


LEVEL: TOASTY 


ENEMIES: 

Shepherd 

Defeat using a charge or flame attack— 
they’re back for more. These wizened, old 
shepherds now guard the pathway leading 
to Toasty. As before, time your attack with 
the swinging of their crooks, and you 
should have no problem eliminating them. 


If you sneak up on the right side of the 


Egg Thief on this level, you will run right 
into him! 


Sleeping Dog 

Defeat using a charge or flame attack. The 
saying goes “let sleeping dogs lie,” and 
getting too close to these hounds can get 
Spyro flattened. Ease up to them slowly 
and blast them with flame once they’re in 
range. As they jump in the air to pounce, 
take them out for good with a second blast 
of fire. If you find that these animals are 
moving too fast to eliminate quickly, be 
sure to run or roll out of the way of their 
pounce. Otherwise, you’ll end up a very flat 
little dragon. 


WORLD TWO: 
PEACE KEEPERS 


TOTAL STATS 
Dragons: 16 
Gems: 1,700 


LEVEL: HOME 


ENEMIES: 

Foot Soldier 

Defeat using a charge or flame attack. If 
Spyro moves into their patrol range, most 
Foot Soldiers won't hesitate to stick him 
with their spears. However, some will 
turn tail and duck under cover of the 
nearest tent. 


Cannon Patrol 

Defeat using a charge or a flame attack. 
When the soldiers see Spyro coming, they 
will head for the big guns and start firing at 
our little hero. Avoid the incoming shells by 
Zigzagging toward them. To defuse the 
situation, circle around the cannons and ram 
or roast the troops. 


A Get too close to a Foot Soldier 
and he won’t hesitate to stick you 
with a spear. Kill ‘em using a 
charge or a flame attack. 


LEVEL: DRY CANYON 


ENEMIES: 

Gnorc Musketeer 

Defeat using a charge or flame attack. With 
their trusty shields to protect them, these 
soldiers delight in taking pot shots at 
Spyro. Dodge their bullets to deliver a well- 
placed charge or burst of flame when their 
guards are down. 


Be sure to use the | and r buttons to rotate the 


Camera as you run around corners. You don’t 
want to fet an enemy get the jump on you. 


Falcon 

Defeat using a charge or flame attack. 
These large birds stand sentry atop their 
posts awaiting interlopers. Barbecue them 
as they swoop toward you and while you 
are still beyond their reach. 


Bird Wrangler 

Defeat using a flame attack. Often flanked 
by Falcons, these hefty men use birds as 
their weapons, swinging them round and 
round. Dispatch them quickly with a touch 
of Spyro’s fire. 


How do you get the final dragon? Jumping 
from the platform where you rescued Boris, 
you'll find yourself en route to another 
fortress. Through the hall on the other side is 


another ledge that looks out on what seems 
to be nothing. Do a blind glide teft (follow the 
red fine of gems), and you'll be amazed at 
what you find. 


LEVEL: CLIFF TOWN 


ENEMIES: 

Pueblo 

Defeat using a charge attack. Sent off to 
battle by their SeEoritas, these troops run 
and take up defensive positions, courtesy 
of their steel capes. If you are not quick to 
butt them out of existence, they'll attack 
with their sharp daggers. 


Fat Ladies 

Defeat using a flame attack. They can’t hurt 
you, but their slaps will send you flying. 
And if you’re near a cliff ledge, you can 


A The Bird Wranglers use 
Falcons as their weapons: deal 
with the winged terrors first, then 
take out these guys with fire. 


easily get knocked right off. Toast them 
with your fiery breath, then heat up their 
pots for an easy extra gem. 


This level is home to two whirlwinds. 
Rescuing Marco causes the first to appear 


between the two houses near the cliff town. 
After you clear the level of treasure, you can 
tide another whirlwind to the Exit Warp. 


Falcon 

Defeat using a charge or flame attack. 
Making an encore performance in Cliff 
Town, these birds will sweep down on you 
from their lofty perches, depleting your 
energy if you are not very careful. 


LEVEL: ICE CAVERN 


ENEMIES: 

Snow Gnorc 

Defeat using a flame attack. Avoid the fists 
of these scary purple beasts! If you flame 
them from afar, they can’t smash you. 


Snowball Trooper 

Defeat using a charge or flame attack. 
These Gnorc troops blend into the scenery 
and can throw far. Each snowball hit dims 
Sparx’s glow by one increment, so clear 
the area of these guys. 


Ski Patrol 

Defeat using a flame attack. Big Gnorcs on 
skis—what could be more pleasant? This is 
another speedy unit you should get rid of 
quickly. 


Armored Gnorcs 

Defeat using a charge attack. Like most of the 
larger enemy troops, these brutes rely on 
simple pounding. To rid the Ice Cavern of them, 
charge them over this level’s ledges. 


e The Ice Cavern contains many narrow 
ledges and walkways. To pick up all 400 
gems, sometimes you must go out on a limb. 
Spyro won't slip or stide, but one hasty move 
can send him into the void. Walking in these 
areas allows you to tread more carefully. 


¢ Every so often you'll find a gem that seems 
out of place. Depending on the 
circumstances, these gems can be markers 
for important glide points. In the ice Cavern, 
a green gem sits precariously on a ledge over 
a floating platform. Is this a clue? Why don’t 
you glide and find out? 


PSX GAMER’S GUIDE VOL.1 


A Almost invulnerable when 
they are hiding behind their steel 
capes, defeat the Pueblo troops 
by butting them out of existence. 


A Charge the dragon-pounding 
Armored Gnorc off of a ledge. 
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LEVEL: NIGHT FLIGHT 
RINGS 8; LIGHTS 8; CHESTS 8; 


ARCHES 8 

e Time your fire blasts to avoid waiting until 
the last second to hit each chest. 
Remember, the flame fans out and travels 
for a short distance, so you have room. 


e All is not lost if Spyro smacks into an 
obstacle and plummets toward the water 
below. Quickly tap X to pull him out of 
the spin and regain control. 


LEVEL: DOCTOR SHEMP 


ENEMIES: 

Kamikaze Tribesmen 

Defeat using a charge attack. With swat 
marks on their backsides from the Fat 
Lady, these Tribesmen hurl themselves 
fearlessly toward Spyro. In fact, as long as 
you avoid them, they continue running and 
screaming right off the edge to their 
deaths! 


Fat Lady 

Defeat using a flame attack. These women 
don’t take kindly to dragons and won't 
hesitate to use their larger clubs. They'll 
swat Spyro if he tries to ram them. Flambé 
them when you’re in range. 


Trondo, this level’s lone dragon, stands at the 
bottom of the tunnel. Free him and listen to 


what he says. His advice will help you defeat 
the witch doctor, Shemp. 


WORLD THREE: 


MAGIC CRAFTERS 


TOTAL STATS 
Dragons: 14 
Gems: 2,200 


LEVEL: HOME 


ENEMIES: 

Armored Druids 

Defeat using a charge attack. The Armored 
Druids hold their ground until something gets 
too close. Then they move in and will knock 
you senseless with their clubs. Their armor 
protects them from Spyro’s fire attack, so 
knock them over by ramming them. 
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A The crazed 
Druids raise and 
lower the landscape 
around you. 


A They may be big, 
but a little heat soon 
wipes out the 
Snowman. 


Druids 

Defeat using a charge or flame attack. These 
crazy druids can’t make up their minds how 
they want their surrounding landscape. 
Rush at them before they can raise the 
ground around them and block Spyro. 


Green Wizards 

Defeat using a charge or flame attack. 
These little wizards will cast lightning from 
their fingers if Spyro gets too close to 
them. Running away may not be enough 
because the lightning bolts follow you! 


When you find the strong box on this level, a 
normal ram or a blast of flame won't be 
enough to break it open. You must build up 


some momentum and crash into it. Start at 
the top of the Supercharge ramp and race 
down through the cave to smash into the box. 


LEVEL: ALPINE RIDGE 


ENEMIES: 

Beast 

Defeat using a flame attack. When the 
beast comes lumbering after you, make 
sure you have some flame ready. You will 
have an easier time on Alpine Ridge if you 
deal with him first. 


Armored Druid 

Defeat using a charge attack. You know 
these creatures from the Home level. You 
should run at them with your horns 
showing and watch out for their staves. 


Druid 

Defeat using a charge or flame attack. 
You'll see a lot of these earth-shifters and 
will wish you hadn’t. Mow them down with 
your horns (or sear them with your flame) 
and put an end to their magic spells. 


Elder Wizard 

Defeat using a flame attack. Lightning is 
the favored weapon of the magical set, and 
these Elder Wizards are no exception. 
Scorch them quickly before they unleash 


Many enemies tend to fall asleep on watch. 
The Beasts, for example, can be found sound 


asleep in their lair. Take advantage of this 
fact and deal with them before they wake 


their magic. 


LEVEL: HIGH CAVES 


ENEMIES: 

Elder Wizards 

Defeat using a flame attack. Flame them 
and watch out for their lightning bolts. 


Tornado Wizards 

Defeat using a charge or flame attack. As 
their name implies, these wizards toss 
tornadoes to and fro. Stay out of their 
paths as you make your way to attack. 


Druid 

Defeat using a charge or flame attack. 
They’re back and moving things all around 
again. Flame or charge them and make the 
High Caves safe once more. 


Bug 

Defeat using Supercharge or Superflame. 
These surprisingly swift creatures will snap 
at you with their front pincers until you are 
black and blue. Keep out of their way 
unless you are supercharged. 


Whether you use the Superflame or the 
Supercharge is a matter of personal 
preference. The Supercharge is especially 
good against the Bugs in the middle chamber 


and the two downstairs from them. The 
Supertiame, on the other hand, is hetter 
against the two Bugs in the chamber next to 
the Flame Fairy, directly upstairs from the 
middle chamber. 


LEVEL: WIZARD PEAK 


ENEMIES: 

Elder Wizard 

Defeat using flame or Supercharge. This 
time around, the Elder Wizards are 
animating Snowmen! Flame those you find 
inside and “bowl” over the ones hanging 
out in groups on the outside. 


Snowman 

Defeat using a flame attack. These icy 
monsters just want to be beat you to a 
pulp. It’s a shame a little heat wipes them 
out so easily. 


Another way to break inte the Strong boxes 
on Wizard Peak is to Supercharge them. Pick 
a dash ramp and haul tail straight into it. 
Your Gem Count will be happy you did. 

The lambs on the ledge in this level serve 
two functions. On the positive side, they 
guide you from area to area. On the negative 
side, they can push you off these narrow 
ledges on their return journeys. Play it safe 
and toast them right away. Better still, save 
your position at Jarvis’s dragon pedestal in 
tase you miss any of your later jumps and 
fall into the void. There are no Fairies to help 
you out here. 

Lastly, there are times when running 
down one Supercharge ramp just won't give 
you enough of a boost to reach your target. 
That's where a second one comes in handy. 
Starting atop one Supercharge ramp and 
dashing all the way to one of the two jump 
points guarantees you enough lift for even the 
farthest point on Wizard's Peak. 
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Green Wizard 

Defeat using a charge or flame attack. 
These lightning-bolt-armed magicians 
appear in pairs. Don’t turn your back on 
one to defeat the other! 


Bird Warrior 

Defeat using a charge attack. | don’t know 
what these feathered warriors are doing in 
a Wizard’s enclave, but they’re mean as 
ever. Charge them into nonexistence or let 
the Snowmen do it for you. 


LEVEL: CRYSTAL FLIGHT 

RINGS 8; ARCHES 8; PLANES 8; 

CHESTS 8 

e Ensure that you make a mental note of 
the location of the treasure chests on the 
stone platforms below you. Knowing how 
to position Spyro when you make the 
second pass will help you collect them. 


e Don’t worry if you still haven't shot down 
all the planes at this point. You will have 
another chance as you loop around the 
island again. 


LEVEL: BLOWHARD 


ENEMIES: 

Green Wizards 

Defeat these using a charge or flame 
attack. These little electrically charged 
magic-users are intent on frying poor little 
Spyro. Avoid their lightning blasts with a 
hop and then charbroil or ram them. 


A Don’t attack these fearsome Bugs unless 
Spyro is supercharged. 


A Snowmen will help you charge the Bird 
Warriors into an early grave. 
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RIPTO’S RAGE! 


Welcome to the worlds of Avalar! There’s even more to enjoy in Ripto’s Rage! than before. So get ready to climb, glide 
and even swim your way through this boundless adventure. 


WINTER TUNDRA 


Talisman:None 


Orbs: 3 

Gems: 400 

Special Moves Required: Headbash, 
Swimming 

Special Moves Learned: Headbash 


Like the Summer Forest and Autumn Plains 
levels before it, Winter Tundra is a playable 
3D map of the world. From this map, you 
can access all of the levels in the world. 

Elora gives Spyro the bad news; Ripto 
is still alive and he’s locked everybody out 
of the castle. Even worse; he’s stolen their 
new power crystal for the super portal. 

If Spyro can collect enough Orbs, they 
can get the power crystal back from Ripto 
and they will be able to send Spyro to 
Dragon Shores. Sounds good! 

This first area features the portal to 
Mystic Marsh.More importantly, it also 
features Moneybags. For 1,000 Gems, he 
will teach Spyro the Headbash move. 
Cheap at twice the price! 


ORB #1: SMASH THE ROCK 


Let’s try it out on some of the rocks in this 
area, and the bull’s eye Gem crate. The big 
rock in front, and to the right, of 
Moneybags is hiding Orb #1. The rock 
behind Moneybags, once broken, will open 
the door behind it. Let’s investigate 

this area. 

In the immediate area, we find a 
whirlwind and the portal to Robotica 
Farms. There is also a tunnel on the right 
side, and a giant stair straight ahead. 


ORB #2: ON THE TALL WALL 


For now, climb the huge stair and, near 
the top, jump off and glide to the top of 
the big wall, on the right side. In addition 
to a number of Gems, you will find Orb #2 
up here. 

Back at the top of the steps, you will 
find portals back to Summer Forest and 
Autumn Plains. You will also find Elora. She 
tells Spyro that 40 Orbs is all is takes to 
open the doors behind her and head on 
through to Ripto’s Arena for the final 
showdown. 


Glide toward the waterfall. LLE 
this big rock. 


For now, let’s head back down the stair 
and through that tunnel we saw earlier. The 
Professor is here and, provided that you 
have been diligent about your Orb 
collecting, he will activate the portal to 
Metropolis. 

Now, let’s head back outside to the start 
of Winter Tundra (where Moneybags is). Look 
for the whirlwind next to Elora and drop to 
the area below. Enter the cave to find 
Moneybags continuing his capitalist ways. 

For 200 Gems, he will activate the 
portal to the game’s last Bonus Round, 
Canyon Speedway. Also, if you look closely, 
you will see Orb #3 at the top of the 
waterfall. 

Leave the cave, continue up the path 
and collect the Gems along the steps that 
take you back up to the main area. Now, 
head for the tunnel that is to the far right of 
Moneybags. Here, you will find an ice 
cavern with the Professor at the end of it. 
With enough Orbs in tow, he will activate 
the portal to Cloud Temples. 


ORB #3: TOP OF THE WATERFALL 


Ok, now get set for one very cool little 
journey. Go back through the doors that 
opened up in the start area behind 
Moneybags. Find the whirlwind to the left 
of the doors and ride it up, turning the 
camera so that you can see the waterfall in 
the distance. 

When you reach the waterfall (you won't 
actually make it to the top), you will drop 
into a small river. Swim through the tunnel 
below and you will find the Orb (#3) that we 
spotted earlier, in the lower level cave. 


eee 


A You'll find Orb #1 behind 


PSX GAMER’S GUIDE VOL.1 


ALook! Orb #3 is at the top 
of the waterfall. 


MYSTIC MARS 


Talisman:None 


Orbs: 3 

Gems: 400 

Special Moves Required: None 
Special Moves Learned: None 
NEW ENEMIES 


New enemy #1: These armored snails can 
only be defeated with Spyro’s Charge move. 
New enemy #2: These big elephants fall 
victim only to Flame. 

New enemy #3: These puffer fish can only 
be defeated when they are in their 
retracted position, with an underwater 
Charge. Hitting them at any other time will 
result in Spyro suffering damage. 

New enemy #4: These monkeys hanging 
from trees will throw what look to be 
coconuts at Spyro. Avoid the coconuts and 
Flame the monkeys. 


ORB #1: FIX THE FOUNTAIN 

Hydrar the WaterWizard tells Spyro that 
things haven’t been the same since their 
magic fountain shut off. It would help him if 
you could find out what evil force is behind 
this disaster. 

Cross the second bridge you come to 
on the left to find the first checkpoint and a 
whirlwind. Ride the whirlwind and, at the 
top, start gliding from rooftop to rooftop. 

After you've collected all of the Gems 
and defeated the enemies on these 
rooftop paths, glide over to the ramping, 
curving path. 

From the top of the path, eyeball the 
building with the big opening through it 
and glide on over. From here, glide on to 
the tree on the other side of the opening, 
the up and to the left to the upper area of 
Mystic Marsh. 


CONTINUED > 


517 


CONTINUED > 


fa 


A Wake Snoozle up to get 
Orb #1. 


Assuming you have defeated 20 
enemies, the Bigbounce power-up gate will 
be active. Take a ride. At the top, you'll find 
Basil the Explorer, but that’s another Orb 
for another time. For now, glide toward 
what looks to be a WaterWizard down 
below, by a tree. 

Yep, it’s Snoozle the WaterWizard and 
he’s been dozing. Wake him up and he'll 
turn the fountain back on, as well as give 
Spyro Orb #1. 


ORB #2: RETRIEVE THE 
PROFESSOR’S PENCIL 


Return to the whirlwind, but don’t ride up 
it. Instead, glide around its building, over 
the water to the left. Over here, you will be 
able to pay the Professor a visit. It seems 
he has lost his pencil and would like Spyro 
to trade an egg for it. 

Grab the egg and get moving. Head 
back to where you talked to Snoozle and 
look for the tree with a bird’s nest and a 
wood barrel next to it. Climb on the barrel 
and shoot the egg into the nest (via look- 
around mode). 

Once you do that, the mama bird will 
fly by and trade Spyro for a seed. Take the 
seed and head over to the ledge in this 
area. See the wood basket off in the 
distance? Glide down there then shoot the 
seed into the basket. 

A plant will grow and it will spit out a baby 
duck. Take the duck back to the river that runs 
past the whirlwind building. Here, you will find 
mama duck. Give ‘er her baby back. 

In appreciation, mama duck gives 
Spyro what looks to be a vegetable. Take it 
and head back up to Basil the Explorer. 
From here, glide down the dirt path and 
head into the water at the end of it. 

Once you climb out, head into the cave up 
around the corner and to the left. 

In it, you will find a large kettle. Put the 
vegetable into it. It will spit out a gold coin. 
Take the coin and toss it into the fountain 
that Snoozle activated on the lower level. 
Now, take the pencil back to the Professor 
and claim Orb #2—phew! 


ORB #2: VERY VERSATILE THIEVES 


Ok, now it’s time to get back to Basil. He 
needs to start his vehicle and some thieves 
have made off with his spark plugs. Let’s 
go get them. The first thief has his back to 
Spyro and is standing on the dirt path 
across the way. Glide down to him. He will 
run on a pre-set path. Make liberal use of 
your Charge move to track him down and 
get the spark plug. 


AGive the baby duck back to 
it’s mama. 


AGlide over to curving path. 


You'll find thief #2 at the end of the cave 
with the large kettle. He, too, travels in a 
pre-determined, circular pattern. It will take 
you a couple of laps to figure out the best 
pattern. One hint we can give you is to stay 
on the left ledge of the water in the cave. 
Another is to make sure that you always 
Charge and that you refrain from jumping 
when you exit the cave. If you jump, Spyro 
will land in the water and slow down. 

Thief #3 can be found hanging out near 
the first bridge, on the left side. He is very 
easy to deal with, as he runs around ina 
small circle. Thief #4 will be found hanging 
out up on the rooftops. He is the toughest 
of the four, because his pre-determined 
path involves both the upper platforms and 
the lower level—as well as the Bigbounce 
power-up in the lower level. 

Take a couple of laps around the track 
to pace him and see what he does. Save 
time by going through the Bigbounce 
power-up and right into the high pass- 
through in the building, skipping the tree 
top (the thief has to use the tree). Also, 
make sure you never let go of the Charge 
button. There’s no need to glide anywhere 
on this path. Chase him down and Basil 
gives Spyro Orb #3. 


Talisman:None 


Orbs: 3 

Gems: 400 

Special Moves Required: None 
Special Moves Learned: None 


New enemy #1: These red-faced warlocks 
like to fire magic blasts of energy at Spyro. 
Avoid them and bring the warlocks down 
with Charge or Flame. 

New enemy #2: These rams break out of 
stone and Charge Spyro. They can be 
defeated with both Flame and Charge. 
New enemy #3: These little guys break out 
of stone and run away when Spyro is near. 
However, they will turn around and fire a 
lava rock in his direction. Avoid the rocks 
and take them out with Flame/Charge. 


ORB #1: BREAK DOWN DOORS 


Alaric the Wizard has a problem; he was a 
powerful magician until the big warlock 
standing behind him stole his wand. Spyro 
is here to save the day! By taking this 
warlock out, Alaric gets his wand and 
rearranges the floating platforms. 

In the next building, before riding the 
whirlwind up, you might want to take a lava 
rock with you. Once above, you’ll want to 
glide over to the next building and the first 
checkpoint. 

Defeating the next warlock will result in 
Alaric destroying the dog face door that 
blocks Spyro’s path. Note: fodder is in 
short supply on this level. Any time you 
have a lava rock available to you, take 
advantage of it. 

Now, glide over to the next building 
and whirlwind. Another warlock, another 
dog face door. Bust it open and head 
inside. When you defeat the next warlock, 
Alaric will cast the long spell, past the gap 
in the bridge, to destroy the next dog 
face door. 

From here, glide over to the final 
warlock and defeat him. Bartle the Wizard 
will give you Orb #1, with his thanks. 


ORB #2: RING TOWER BELLS 


Return to the beginning of this second 
area, to the building next to the whirlwind 
that will take you back to the beginning 
area of the level. Head into the building and 
up the steps to the power-up gate. 

If you’ve defeated the required number 
of enemies, Murgen the Wizard will allow 
Spyro to activate the Superfreeze power- 
up. It seems that some trolls are 
impervious to fire, and the hope is that you 
can give them a frosty reception. Cool! 

Freeze the trolls AND Charge the bells 
to get them ringing. There are a total of 
three bells that must be Charged. The 
trolls, once frozen, will only remain in that 
state for a short period of time. While 
frozen, you must use them as platforms for 
getting up to the next area or bell. 

In this first area, you must freeze two of 
them so that you can climb up to the next 
area. In the next room, there is another 
Superfreeze power-up gate. Re-charge, 
then freeze the troll that is doing his solo 
act under the opening. 

Then, get up on the steps and glide 
over to the frozen troll. Jump up into the 
next room, freeze the troll there and climb 
up on him to Charge bell #1. Now, jump 
back out of the bell room and freeze the 
two trolls running next to each other. Use 
one to hop onto the next, then up to the 
room above. 


ARe-charge and freeze 
the troll. 


A Use the frozen trolls to 
your advantage. 


ATime it, then ice both 
trolls. 


Freeze the troll up here, then Charge 
bell #2. Spyro will talk to Murgen again, 
who activates a whirlwind and tells Spyro 
that he will have to ride it up to ring bell #3. 

After going through the Superfreeze 
power-up and riding the whirlwind, Spyro 
will find two trolls under a high opening. 
One of them is running far away and 
coming back. Wait for that one to get close 
to the more static troll, then ice them both. 

Quickly jump up and in to the room 
above then ice the last two trolls to take 
care of bell #3. Murgen gives Spyro Orb 
#2, a little something he picked up in the 
gift shop. 

Gem trick: After taking care of the 
bells and getting Orb #2,head back 
through the Superfreeze power-up gate 
and ride the whirlwind back up. Wait for the 
crazy, running troll to get close to the 2nd 
level ledge on the left side of the building 
(to the left of the entrance) and freeze him. 

Now, keep him frozen until you freeze 
meter is down to almost nothing then jump 
on top of him. Then, jump up on the frozen 
troll and, when the power has dissipated, 
jump up and Flame the rocket. This opens 
up a steel Gem crate below. 


ORB #3: AGENT ZERO’S SECRET 
HIDEOUT 


In the second area of the level, around the 
corner from the whirlwind that takes you 
back to the first area in the level, there is a 
little garden with a big dude with a red 
ponytail. It turns out that he is Agent Zero. 
He needs to head off to his members-only 
secret club. He wants Spyro to hide behind 
a tree so he can't see him leave. Uh...yeah. 

Sure, we’ll hide. Then we’re going to 
follow him (while we’re here and before we 
play his “game”, make sure to Flame the 
two Gem baskets sitting atop the wall). 
Don't get too close! You need to have Spyro 
wait behind the first tree, until Agent Zero 
stops at the second tree and looks around. 
Once he has checked out the area to make 
sure the coast is clear, Charge to the next 
tree and hide. 

He will move toward the building in the 
distance. You need to be on his tail—jump 
and glide over the gap, then hide behind 
the tree next to the door. Enter the door 
behind him. Forget about the Gems for 
now, and follow him up the steps and 
through the next set of doors. 

When he goes through the doors, Agent 
Zero will make a beeline for the tree to the 
right. You need to Charge to the one on the 
left and hide behind it. Then, Zero will start 
running toward Spyro’s tree. Don’t panic! 

Once he gets close to Spyro’s tree, 
Charge to the tree he was at and hide 
behind it. Now, wait for him to open the 
doors to the next building then Charge in 
behind him. 


METROPOLIS 


Talisman:None 

Orbs: 4 

Gems: 400 

Special Moves Required: 
Headbash 

Special Moves Learned: 


NEW ENEMIES 


New enemy #1: This laser shooting space 
cow has to be the coolest enemy so far. 
Just fly over the laser and Flame/Charge to 
defeat. 

New enemy #2: These shield-carrying 
space cows require that you wait until their 
shields are down to deliver the Flame. 
New enemy #3: These jet pack pigs will 
shoot straight toward you. Simply avoid 
them and they will smash into something 
and blow up. Or, you can Charge them and 
take care of business yourself. 


Climbing, 


None 


ORB #1: CONQUER INVADING COWS 


It all begins with a conversation with 
Manager Droid. He would like Spyro to find 
the Inventor Droid, as she seems to be 
working on something big. 

In the next room, the Maintenance 
Droid tells Spyro that the elevator would 
probably start working if you could give it a 
good whack. A Headbash will take care of 
this problem. 


he 


ATime your Charge into the 


next building. Orb #1. 


Below, you’ll find a blue room that houses 
the first checkpoint. Next stop; another 
elevator in need of a Headbash. The next 
checkpoint and elevator are straight ahead. 
This one goes up and leads to yet another 
elevator. 

The next elevator goes up as well, and 
leads to a number of Gem collection 
opportunities as well as Inventor Droid, 
who is standing next to a combination 
Powerflame/Superfly power-up gate. She 
coughs up Orb #1 and we're rolling! 


ORB #3: SHOOTING DOWN SHEEP 
SAUCERS | 


She also wants Spyro to take care of a 
little, sheep-piloted flying saucer problem. 
There are only three saucers that you must 
shoot down, but they all shoot back and, 
as always, there is a limited amount of time 
on the power-up. All three are in this 
general area, so you won't need to go on 
any great search for them. 


Alnventor Droid gives you 
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It’s best to try and attack the saucers 
from the front. Once you’ve done it, the 
Inventor Droid will give you Orb #2. 


ORB #3: SHOOTING DOWN SHEEP 
SAUCERS II 


Of course, once is not enough; the saucers 
are coming back. This time, there are five 
of them, and these sheep handle their craft 
a little better than the last group. However, 
it is the same basic plan of attack; try and 
shoot from the front or side, not the back. 

Once all five are blown from the sky, 
the Inventor Droid will give you Orb #3. 
Before you leave the area, go through the 
power-up gate one more time and shoot 
down all of the balloons in the area. There 
is many a Gem to be had from this attack. 
In addition, make sure you fly up to the 
upper regions of this area; there is a lot of 
good stuff up here! 


ORB #4: OX BOMBING 


Oh, and here’s a trick for you; go through 
the power-up gate one more time, then 
drop to the are below and Charge back to 
the elevator. 

Keep Charging from elevator to elevator 
until you get to an open area with a ladder 
in one corner. This area is just around the 
corner before you arrive back at the first 
checkpoint inside the blue building. You 
should have enough power-up juice left to 


AGo through the power-up 
gate, drop and Charge. 


climb the ladder and Powerflame the steel 
crate that is home to a number of Gems. 

From here, glide over to the next ladder 
and climb up. At the top of the ladder is 
Logistics Droid. A vicious ox has taken 
over the Droids’ armory. They thought the 
frozen path would keep it out—guess not! 

He recommends that Spyro use 
bombs. Bombs it is! The key to this little 
game is to not lose control of Spyro on the 
ice and fall victim to the bombs that the ox 
sends his way. What you need to do; take 
off straight down the middle and Flame the 
first bomb that he sends out. It is a first 
pitch fast ball straight down the middle, a 
gimme! 

From this point forward, start by 
returning to the front of the ice, near the 
Droid, to solid ground. This way, you can 
regroup and get your footing. Then head 
straight down the middle again and try to 
Flame any bomb that crosses your path. You 
will need to be about half way down the ice 
to reach the ox with your Flamed bomb. 


CONTINUED > 


RIPTO’S RAGE! 


SPYRO 2 


CONTINUED > 


After five hits, he’s hamburger! The 
Logistics Droid, sensing your contribution 
to the bottom line, coughs up Orb #4. 


ROBOTICA FARMS 


Talisman:None 


Orbs: 3 

Gems: 400 

Special Moves Required: | Headbash 
Special Moves Learned: None 
NEW ENEMIES 


New enemy #1: These barrel-rolling larvae 
are pretty easy to deal with—just keep 
Charging the barrels until you get to the 
bug, then Charge it. 

New enemy #2: These bees have high 
powered stingers that fire on Spyro. You 
want to stay out of range and shoot them 
with the gold nuggets. 

New enemy #3: These heavily armored 
bugs can be stunned with a Charge or 
Headbash. But, once they are on their 
backs, it will take a Headbash to finish 
them off. Be careful, they will spin to 
attack Spyro. 


A The first 
checkpoint is past 
the first couple of 
see-saws. 


A Get close before 
frying. 


ORB #1: SWITCH ON BUG LIGHT 


Howdee Farmer GreenBeene! Why, 
heck...sure nuff ld get rid of them thar 
blasted insects! It is up to our hero to turn 
on the giant bug lamp. You would be well 
advised to snag these gold nuggets (they 
shoot out of a vent pipe) any time you see 
them. They are great for shooting bees. 

Use Spyro’s Charge to go through 
windmills. Glide off of these see-saws to 
get to higher areas. The first checkpoint is 
just past the first couple of them. 

On the upper level, and around the 
corner to the right, you will find a 
barrel/bug-fest. Just Charge both bugs and 
don't deal with the barrels. The next 
checkpoint is also up here. 

To continue onward and upward, you 
will have to make sure that the see-saw 
next to the windmill with the high opening 
is set up so Spyro can glide past the 
blades and through the windmill. You will 
need to hover at the end of the glide to 
make it. Then, glide over toward the barrel- 
roller then up to Farmer John, who turns on 
the bug zapper. 

Farmer John coughs up Orb #1. Hint: 
Make sure you do a look-around and check 
out all of the Gems that you can glide to 
from this vantage point. You’ll want to make 
note of the whirlwind that becomes active 


once you get the Orb from Farmer John, 
we'll be using it shortly. 


ORB #2: EXTERMINATE CROW BUGS 


Head back down below. From the start of 
the level, just after you travel through the 
two windmills that are located just after the 
first checkpoint, you will find Farmer 
Applebee. It seems that he needs Spyro to 
chase down some bugs that are making a 
joke out of his robot scarecrows. Boy, 
howdy...we can do that! 

There are four bugs sitting atop the 
first scarecrow, just past Farmer Applebee. 
Charge to the top of the hill next to the 
scarecrow, then glide off of it and Flame 
any bug that you can get close to. The race 
is on! The remaining bugs will head toward 
the next scarecrow. 

Every scarecrow has a hill next to it. 
Simply Charge toward the hill, glide off of 
the top of it, toward the next scarecrow 
then Flame the bugs when you get close. 
Bag all four and Farmer Applebee will give 
you Orb #2. 


ORB #3: CLEAR TRACTOR PATH 


In addition to the whirlwind around the 
corner from Farmer John, that became 
active when you received Orb #1, a second 
whirlwind became active:near the 
beginning of the level. Ride it up. 

When you arrive at the top, you will find a 
Supercharge power-up gate and Farmer 
Barleycorn. Farmer Barleycorn needs 
Spyro to use the Supercharge to un-block 
the tractor path that some fool robot done 
blocked. 

Here’s the deal; head through the 
Supercharge and begin Charging down the 
tracks. As before when using this move, don't 
hit anything and don't let off m. Once you 
blast through a giant carrot or door, it will stay 
blasted. So, if you lose the Supercharge, just 
go back and juice up again. 

There are a number of Gems that need 
to be collected along these tracks. But, the 
track itself is not that difficult; a few 
carrots, a door and you’re back at Farmer 
Barleycorn’s doorstep. He gives you Orb 
#3. Ooh! It’s been in the cow pen and 
Spyro just swallowed it! 

Hint: Don’t forget that steel crate down 
below, next to Farmer Applebee. There are 
some Gems in there, you know! Hit the 
Supercharge gate and, just before you get 
to the first ramp/jump, veer to the right. 
Drop down below, still holding #, and 
Charge to the left of Farmer Applebee. Hit 
the steel crate and the Gems are yours! 


RIPTO’S ARENA 


Talisman:None 
Orbs: None 
Gems: None 
Special Moves Required: None 
Special Moves Learned: None 


Ok, the final battle is about to begin! Head 
through the doors and watch the cinema 
unfold. Zoe appears to tell Spyro that Elora 
is using the Orbs that you collected to 


PRIMA’S UNAUTHORIZED STRATEGY GUIDE 


store power-up energy. Hunter will throw 
the powered-up Orbs to Spyro as they 
become ready, and the Professor is 
experimenting with new forms of power-up 
energy, so that Spyro will have abilities that 
no one has seen before. There are a total of 
three battles that Spyro must survive 
without dying. You die; it’s back to the first 
battle! 

The first battle is solo against Ripto. 
Hunter will drop red, green and blue power- 
ups into the arena. You need to collect 
three Orbs before the power-up becomes 
active. It doesn’t matter what the color of 
the first two are, the third one will dictate 
the color/type of power-up. 

Green will give Spyro a green, gaseous 
projectile that you can fire at Ripto. Red 
will give Spyro a fire projectile. And blue 
will allow Spyro to Charge like a crazed 
dragon and smash into Ripto. 

Of course, Ripto can also snag the 
three colored Orbs. He also has his scepter 
available at all times, to shoot fire blasts in 
your direction. 

You can also Charge into Ripto to 
temporarily stun him. This will come in handy 
when you’re both going for the same Orb. 

When Ripto gets the green power-up, 
he fires a green gas projectile in a circular 
motion. Run/jump between them to avoid. 
When Ripto collects the red power-up, he 
will fire three consecutive walls of energy at 
you. Simply jump them as they get close. 
When he collects the blue power-up, he will 
envelope himself in a wave of gas bubbles 
and chase after Spyro. You simply need to 
use Charge to run away from him. 

In fact, it is a good idea to Charge 
most of the time in this battle. You will get 
hit less. If you do take some damage, 
Hunter will be kind enough to drop some 
sheep into the arena and you can Charge 
them to replenish. 

You will also notice that, anytime Spyro 
is powered-up, Ripto will recognize this 
fact and run away from you. Chase him 
down to put on the hurt. After you defeat 
Ripto the first time, he will warp a new and 
improved version of his big, horned buddy 
into the arena. 

He isn’t very mobile, but Hunter seems 
to drop a number of Orbs right at his feet. 
Of course, Ripto is still wielding the 
scepter, and it is even more powerful this 
time around. If the beast has the blue 
power-up, he will shoot out a series of 
energy blasts high in the sky. Avoid the 
shadows to avoid the pain. 

The red power-up will have him 
releasing a fire dragon. Keep Charging 
away from it, until it fizzles out. The green 
power-up will allow the beast to go back 
and forth with green laser beams shooting 
from his eyes. Stay far away and jump 
to avoid. 

The keys to ultimate victory are as 


<4 Beware Ripto’s 
minion. 


follows: always Charge and try to keep as 
much distance as you can between Spyro 
and the bad guys, getting close only to 
chase down Orbs when powered up, go in 
for multiple hits—until your power bar runs 
out; make sure to keep your health up. You 
will get hit, but there is plenty of fodder in 
the arena. Make sure you keep up with it 

After the beast is powered up, 
recognize what color is coming your way, 
so that you can quickly be prepared for the 
attack. Once you polish off the beast, Ripto 
takes off on his trusty bird. 

This final battle is actually the easiest 
of the group. Just avoid Ripto’s green 
blasts and fire your Powerflame at the 
bird’s rear-end. When you get hit, Spyro will 
dive toward the water. Make sure you hit X 
to gain flight control back again. 

Once you defeat him, Elora, the 
Professor and Hunter congratulate Spyro on 
a job well done... but are we really done? 

After the credits roll, we are dumped into 
the outskirts of Dragon Shores. Unfortunately, 
Gatekeeper Gniles Won't let Spyro in until he 
has collected 8,000 Gems and 55 Orbs in the 
three worlds of Avalar. If you’ve got the 
goods, you know where to go! 


CANYON SPEEDWAY 


Talisman:None 


Orbs: 1 

Gems: 400 

Special Moves Required: None 
Special Moves Learned: None 


You need to start out this bonus level by 
taking out the 8 Rams followed by a quick 
right into the tunnel and the 8 Rings. Now, 
after you collect the rings, stop gliding 
when you hit the tunnel across the way and 
start Charging through the 8 Bikers. Finally, 
glide and Flame to take out the vultures. 

You'll receives a total of 400 Gems; 80 
for each of the four groups, plus an 80 
Gem bonus for the “all-in-one.” 


A Hunter gives you the Orb. 


ORB #1: SECRET CHALLENGE ORB 


If you look around while you’re flying around 
in the vulture area, you will see an opening 
in the canyon wall and Hunter hanging out 
in it. Hunter wants Spyro to try out the 
remote control plane that he just fixed. 

All you have to do is man the gun with 


A Torch the vultures. 


@ and the D-pad. There are a total of 25 
targets that you must hit and, if you miss 
any, you have to start over again. The key 
to succeeding is to keep @ pressed at all 
times and to quickly manipulate your 
targeting circle. Take out all 25 and Hunter 
gives you the Orb. 


DRAGON SHORES 


By collecting 8,000 Gems and 55 Orbs, 
Spyro can access Dragon Shores. 
Talk to the man and enter the gate. 


TOKENS 1-3: DRAGON SHORES 
COASTER 


Dragon Shores is essentially a carnival, 
with a number of large, green Showmen 
tempting Spyro to try their rides and 
games of chance. Our first stop is to talk to 
Showman Gnigel, the first guy on the left. 

He says that, if Spyro can pop all 10 
balloons on the Dragon Shores Coaster 
track, he will give Spyro a token. Let’s give 
it a try. There are a total of 25 balloons that 
must be popped and you can take as many 
laps around the track as you need to do it. 
There are two obstacles, baby hippos and 
on-coming coaster cars. Simply jump over 
both to avoid. 

You only need to hit the string on the 
balloons to pop them. Once you pop 25 
balloons, Showman Gnigel will flip a 
switch, allowing you to ride more tracks 
and, of course, give you your first token. 

The second time around, Spyro needs 
to pop 50 balloons, on different sections of 
track. To change sections of track, simply 
push the D-pad in that direction. 

The third time around, Gnigel installs a 
cannon on Spyro’s coaster car and he must 
shoot a number of the balloons. The red 
balloons are the ones that have to be shot. 
You will have to jump and shoot to reach a 
number of them. There are a total of 50 
green and red balloons that need to be 
popped, then you can claim your reward. 


TOKEN 4: DRAGON SHORES TUNNEL 
OF LOVE 


The next stop is Showman Gnorm. He’s 
only got one Token to give, but he'll let 
Spyro ride for free. There is no gameplay 
here. Just watch the character in the 
cinema and collect your token. 


TOKENS 5-7: DRAGON SHORES 
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< Access 
to Dragon 
Shores is 
the reward 
for your 
hard work. 


SHOOTING GALLERY 


The next stop is to Showman Gnelson’s 
shooting gallery. He wants Spyro to give it 
a try. Gnelson loads you up with the 
Powerflame power-up. You have to shoot 10 
ducks before the power-up runs out. Piece 
of cake. 

In the next round, it’s eight scuba guys 
that have to be knocked down. In the final 
round, it’s 10 lizards that taunt you and 
move about the field of play. You'll have to 
shoot fast and accurate in this one. 


TOKENS 8-10: DRAGON SHORES 
DUNKING BOOTH 


Showman Gnick is our last stop. If we can 
claim the three tokens he has, we can 
enter the Dragon Shores Theatre. Let’s give 
it a try. 

He throws out a baseball. Make sure 
you get it in Spyro’s mouth, then go into 
look-around mode to shoot the bull’s eye. 
That was one easy-to-collect token. Do it 
two more times for #’s nine and ten. 


DRAGON SHORES THEATER 


Now, take your 10 tokens and pay a visit to 
the theatre. Here, you will be able to see all 
of the cinema scenes in the game. It’s 
pretty cool, huh? 

But, wait. What is that pair of doors 
next to the dunking booth? All | know is 
that it takes 10,000 Gems and 64 Orbs to 
gain entry. Let’s go for it! 

A Powerflame power-up gate. Best 
part; once Spyro goes through it, he has 
the Powerflame power-up permanently. You 
can now go back and play the game again, 
with Powerflame just a button push 
away...excellent! 


A You can watch all of the cinema 
scenes here. 
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SPYRO: YEAR OF 


THE DRAGON 


Spyro: Year of the Dragon consists of four different worlds: Sunrise Spring, Midday Garden, 
Evening Lake, and Midnight Mountain. There is a "Home" level in each of these worlds 
which acts as a hub for the Portals which grant you access to every level of that particular 
world. Some of these Portals may not be accessible until you have recovered a certain 
number of Eggs or Gems. In each world, one of the levels is a Race, one requires you to play 
as a Friend of Spyro, one requires you to defeat a Boss character before you can move to 
the next world, and one is a Bonus level which you can only access after beating the Boss 


in that world. 


d Sunrise Spring Worlds 


me My A 


While you do not have to collect every Gem and every Egg in order to finish the game (you cannot unlock any 
of the Bonus areas until you do so), you do have to visit each of the five main levels in each world (excluding Race, 
Boss, and Bonus levels) to perform the primary objective before being allowed to progress to the next world. Check the 
Atlas: To the right of the Egg counters, icons of the main characters from each level will appear when you’ve 
completed the primary objective for them. 


PORTALS 


In each of the Home levels, there are 
doorways to additional levels. Some of 
these Portals may not be activated until 
Spyro has first recovered a required 
number of Eggs. A listing of them is as 
follows: 


SUNRISE SPRING HOME 


Sunny Villa 

Cloud Spires 

Molten Crater 

Seashell Shore 

Mushroom Speedway (RACE) 
Sheila’s Alp (FRIEND) 

Buzz’s Dungeon (BOSS) 
Crawdad Farm (BONUS) 


MIDDAY GARDEN HOME 


Icy Peak 

Enchanted Towers 

Spooky Swamp 

Bamboo Terrace 

Country Speedway (RACE) 
Sgt. Byrd’s Base (FRIEND) 
Spike’s Arena (BOSS) 
Spider Town (BONUS) 


EVENING LAKE HOME 
Lost Fleet 

Charmed Ridge 

Frozen Altars 

Fireworks Factory 

Honey Speedway (RACE) 
Bentley’s Outpost (FRIEND) 
Scorch’s Pit (BOSS) 
Starfish Reef (BONUS) 


MIDNIGHT MOUNTAIN HOME 


Crystal Islands 

Desert Ruins 

Haunted Tomb 

Dino Mines 

Harbor Speedway (RACE) 
Agent 9’s Lab (FRIEND) 
Sorceress’ Lair (BOSS) 
Bugbot Factory (BONUS) 


FRIENDLY CRITTERS 


After paying Moneybags a certain amount 
of Gems to free a friendly character, you 
can enter that character’s home level. 
Once you have successfully completed the 
tasks therein, you can use that character in 
other levels throughout the game — just 
look for the wooden signs with their faces 
on them! 


SHEILA THE KANGAROO 

Where found: Sunrise Spring Home 
(Pay 300 Gems to 
Moneybags) 

Where used: Sheila’s Alp; Seashell Shore; 
Spooky Swamp; Desert 
Ruins 

Controls: X = Jump 

x at top of Jump = High Jump 
X upon landing after a High 
Jump = Super High Jump 
@ or m = Kick 
4 after Jump = Feet Slam 
4 (held down) = First-person view 
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SGT. BYRD THE PENGUIN 
Where found: Midday Garden Home 
(Pay 700 Gems to 
Moneybags) 
Where used: Sgt. Byrd’s Base; Molten 
Crater; 
Enchanted Towers; Charmed 
Ridge 
Controls: X (held down) = Fly 
@ = Shoots rockets 
m = Drop items (pick up by 
flying over them) 
A = Change viewpoints to First- 
person or bomber view 


BENTLEY THE YETI 
Where found: Evening Lake Home 
(Pay 1000 Gems to 
Moneybags) 
Where used: Bentley’s Outpost; Bamboo 
Terrace; 
Frozen Altars; Crystal Islands 
Controls: X = Jump 
@ = Slam club 
m = Twirl club 
4 (held down) = First-person view 


AGENT 9 THE MONKEY 
Where found: Midnight Mountain Home 
(Pay 1300 Gems to 
Moneybags) 
Where used: Agent 9’s Lab; Fireworks 
Factory; Dino Mines; 
Haunted Tomb 
Controls: X = Jump 
m = Throw bomb (once 
collected) 
® = Shoots laser 
4 = First-person view 
E3 = strafe left (zooms out 
while in first-person view) 
RI = strafe right (zooms in 
while in first-person view) 


Once you have beaten the Bosses between 
the worlds, you may return to the prior 
home level and enter the Sparx Bonus 
Level. In these levels, you control Sparx the 
Dragonfly as viewed from a top-down 
perspective. The Square button makes him 
fly faster, the Circle button shoots missiles, 
and the X button activates special Power- 
ups which are acquired by swallowing the 
colored butterflies. 

You must visit each of the Bonus 
Levels in order. Once you have successfully 
completed one of them, Sparx’s abilities 
will be enhanced in the normal game. The 
Sparx Bonus Levels and the enhancements 
acquired are as follows: 


CRAWDAD FARM 


Location: 


Sunrise Spring Home 

Enhancement: 

Allows Sparx to help Spyro pick up Gems 
from farther away 


STARFISH REEF 


Location: 


Evening Lake Home 
Enhancement: 
Allows Sparx one additional damage hit point 


SPIDER TOWN 


Location: 


E] 


Midday Garden Home 

Enhancement: 

Allows Sparx to help locate missing Gems 
(press CD+RD+E2+R3) 


BUGBOT FACTORY 


Location: 


Midnight Mountain Home 
Enhancement(s): 

Allows Sparx to automatically break vases 
to collect Gems 

Allows Spyro to teleport to prior levels by 
selecting them in Atlas and pressing 
Square 


SUPER BONUS LEVEL 


If you collect all 15,000 Gems and 149 
Eggs in the game, you’ll be allowed 
entrance to the Super Bonus Level, 
accessed through a portal in Midnight 
Mountain Home. 


SKILLED POINTS 


There are 20 different tasks in the game 
that Spyro can perform which are not 
essential to beating the game, or a 
particular level. It may be as simple as 
Flaming all the piranha signs in the Spooky 
Swamp, or as difficult as knocking out the 
Yeti prior to Round 3 while in the Frozen 
Altars level. When you’ve accomplished 
such a task, you’ll hear a special tone and 
a Skill Point listing will appear in the Atlas. 
Only the most tenacious of players are 
likely to find all the Skill Points. 


BOSS: BUZZ’S DUNGEON 


When you charge him, he will be knocked 
backwards and will then leap to the left or 
right. Charge him again, and this time he'll 
leap in the opposite direction. Charge him 
as many times as you need to in order to 
knock him off the platform into the lava, 
keeping track of 
which direction 
he will leap. 
When he 
| emerges from 
the lava, he'll 
start rolling 
towards you so 
use Spyro’s 
charge to run 
away from Buzz. 
When he stops 
rolling, he will 
charge at you. If 
you charge back 
at the same time, you won't take any 
damage. 
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Buzz will be knocked backward, and 
once again will alternate leaping to the left 
or right. Continue charging him when he 
lands until he is 
knocked into 
the lava, 
eo my © | whereupon 

a 7 Sheila stomps 
, his head. You'll 
notice that his 
life bar is 
starting to 
decrease. 

Here he 
comes a rollin’ 
once again! 
Charge while 
running away 
from him until 
he gives up the chase. Now charge at him. 
This time, when he leaps to the left, he will 
land inside a ring of fire. You cannot touch 
him while he’s in the fire without taking 
damage, so wait until it subsides before 
charging. 

Knock him into the lava again, getting 
ready for him to roll after you when he 
emerges. When he stops attacking, charge 
him. As before, he will leap into a ring of 


fire, but this time the fire comes whether he 
jumps to the left or right. Wait for the fire to 
dissipate and then charge him. He’s almost 
finished! 

When Buzz emerges this time, he’ll 
blow fire towards Spyro. You’ll have to leap 
into the air to avoid the flames as they 
pass along the ground. Get close enough 
to him so that you can charge at him in 
between his breaths. He'll leap into a ring 
of fire and continue blowing fire at Spyro. 
Stay with him! 

Leap to avoid his flames and then 
charge at him before he can blow more fire 
at you. With a little work, you should be able 
to knock him into the lava a final time. Sheila 
will apply the coup de grace, slamming 
Buzz’s head as he sinks into the lava. 
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BOSS: SPIKE’S ARENA 


The red-orange lava rocks are your 
weapons. They’re too big for Spyro to 
swallow, so line Spike up behind one of 
them and charge it toward him. Spike will 


wander the arena smashing the lava rocks 
to bits, so try to reach them before he 
does. His gun can also destroy them. 

After he gets hit three times, Spike will 
jump down on the arena, causing the floor 
to crack. This allows steam to escape 
periodically which you must avoid. Keep an 
eye out for innocent chicken bystanders: 
Flame or charge them to power-up your 
health. 


Sgt. Byrd will now drop red spike balls 
which give Spyro a temporary Supercharge 
power-up. After grabbing one, charge at 
Spike or give him a blast of your flame. If 
Spike gets to them first, he’ll shoot a wave 
of flame at the floor which you must 
jump over. 


Hit Spike with your ball of flame three 
times. Although weakened, Spike will 
continue the battle. Sgt. Byrd drops blue 
spike balls. Run over them, then use the 
Circle button to shoot at Spike. If he gets 
to them first, his gun will fire a continuous 
stream of energy which you must run 
away from. 


Two or three hits with the blue spike 
balls and the big guy is knocked down for 
good. Congratulations! An Egg is your 
reward. 


SS: SCORCH’S PIT 


Scorch flies above the platform, shooting 
Crabs out of his mouth in sets of three or 
four. Flame them or charge them as they 
head toward you. 

When you see Scorch fold his wings 
over his chest, run! He’ll send a burst of 


fireballs raining down on you from the sky! 
Charge away to the other side of the 
platform, watching for shadows that let you 
know where the fireballs are about to land. 
Look and listen for Bentley to drop ammo. 
You can fire several of the red rockets at 
once by holding down the Circle button. 
They don’t do as much damage, but 
because there are so many of them, it is 
easier to hit Scorch from a distance 

with them. 


The single green rocket packs a more 
powerful wallop. Make sure to face Scorch 
or use the Triangle button so that the rocket 
will home in on its target. 

Continue running around, charging the 
Crabs while collecting the rockets that 
Bentley sends your way. When Scorch 
pauses to start his attack, fire your rockets! 
You can only do damage when his 
forcefield is down. 


After Scorch has taken a few hits, he’ll 
send TNT box critters your way. You can’t 
charge them, or else Spyro will take 
damage from the explosion. Flame them, 
or use your red rockets. Try not to waste a 
green one on them unless absolutely 
necessary. 

When Scorch’s energy falls even lower, 
he’ll spit out a flaming yellow creature. 
Whatever it is, you can be sure it isn’t 
friendly! The thing comes running straight 
after you, so charge away from it as fast as 
you can. It will blow up if you outrun it, or 
you can take it out with rockets. 


BOSS: SORCERESS’S LAIR 


The first thing you’ll notice is that neither 
your charge nor your flame has any effect 
on the Sorceress. Which means, for now, 
all you can do is run away! Charge around 
the edge of the circular platform to avoid 
the fireballs she shoots your way. 

She’ll also send some sort of energy 
balls flying into the air. Initially, you are able 


ee 


to out run them easily. After you’ve hit her 
a few times, they will rain down on you and 
do some damage. 

Agent 9 circles the perimeter, firing at 
the balloons to drop cannons down into 
the arena. Jump onto one of them and it 
will become solid, allowing you to fire at 
the Sorceress. She isn’t stupid, but will run 
away to avoid your shots. You’ve only got 
10 cannonballs, so make your shots count. 
Use the D-pad or Analog stick to adjust the 
firing angle. When the Sorceress stops 
moving, you'll have a clearer shot... but so 
will she! If she hits you with a fireball, you’ll 
lose the cannon as well as some health. 


Run around the arena and find another 
cannon, and charge or flame the sheep for 
a health boost. 

After you’ve managed to hit the 
Sorceress a few times, the balloons will 
start to drop tanks instead of cannons. You 
can maneuver them around the arena, 
using the L1/R1 buttons to strafe to one 
side while firing at the Sorceress straight 
ahead. Try to launch a barrage into her 
path. When the Sorceress'’s life bar is 
depleted to 50%, the balloons will drop 
UFO’s. Her attack will become more 
devastating, raining down energy spheres 
with a blast radius that can catch Spyro if 
he is nearby. Look for the shadows and try 
to anticipate where the spheres will land. 

The UFO has a steep learning curve, 
so don’t expect to be a proficient pilot 
immediately. The camera stays focused on 
the center of the arena. Pull back to fly up 
in the air, and then turn sharply and dive 
back toward the Sorceress while firing 
your laser. 


SUPER BONUS ROUND 


You'll find yourself inside the Sorceress’s 
secret base, along with Hunter and Bianca. 
In order to battle the Sorceress one final 


time, you'll need to collect 5,000 more 
Gems. Your first task will be to chase the 
Thieves around the island. 

With 16,000 Gems, you’ll be able to 
enter the warp door to the submarine area. 
Hunter is here, and allows you to board a 
submarine for some more deep sea action. 
Target the enemy subs as before, firing 
torpedoes when all three of your cursors 
turn red. The subs will relinquish their 
Gems when hit. 


age 


There are a total of 7 Submarines to 
destroy, but it will take time. These enemies 
are highly maneuverable and are capable 
of quick course corrections. 

With 17,000 Gems, you can enter the 
warp door across from the submarine area. 
Hunter is here once again. 

He tells you that the Rhynocs have 
challenged you to another race. Instead of 
a skateboard, this time Spyro will ride a 
snowboard along a circular track. Be 
careful — there are no rails, and it is a long 
way down! 


Head to the left side of the track 
immediately upon starting the race. Press 
X at the start of the ramp and push forward 
to flip. Depending upon your height, you 
can perform 4 or 5 complete flips. As a 
reward, your turbo power bar will be near- 
completely filled. 

Using the turbo boost, you can reach 
the very top of the track at the next ramp. 
Catch up with the pack, passing through 
the blue stars for a boost and the red stars 
for rockets. If you can win the three lap 
race, you'll be awarded a chest full of 
Gems. Head back to the track afterward to 
collect any missed Gems. 

With 18,000 Gems, you’ll be able to 
open this door at the top of the mountain. 
Across the bridge, you’ll find a Superfly 
power-up gate inside the tower. 

Jump through the gate and take flight, 
chasing the UFOs around the island. They, 


a 
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too, will relinquish Gems when you shoot 
them down. 

After successfully completing these 
four challenges, you should now have 
20,000 Gems in your possession. That’s all 
you need to open the final door leading to 
the Sorceress’s inner sanctum. 


It’s Spyro vs. the Sorceress, one-on- 
one, in a battle to the finish! No animal 
sidekicks, no magic, no cannons, no 
gimmicks — just a straight-up dogfight 
between two UFOs! Jump into your ship 
and begin the pursuit. The Sorceress will fly 
in circles around the arena. You’ve got to 
remain in the air following her, as you 
cannot land in the purple ooze below. 

When the Sorceress turns and starts to 
fire up her laser, take evasive action! Pull 
your ship up high into the air while making 
a banking turn, so that the fireball passes 
below you. 

Stay to the inside of the Sorceress as 
she turns. Don't fire directly at her, but 
instead shoot out in front of her vehicle so 
that she will travel into the line of fire. 

Continue pursuing her, breaking off the 
chase to evade her shots and then heading 
back after her. When her energy bar has 
been completely depleted, the Sorceress’s 
ship crashes into the ooze.... 
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SPECIAL MOVES 

Jaguar Kick € + any Kick 

Rising Jaguar +a + any Kick 

Fang Kick sudbee 

Vertical Kick w+ 

SUPER COMBOS 

Jaguar Fury bevee + any Kick 

Jaguar Super Punch puada + 
any Punch 


BLUE BELT COMBOS 

Triple-Flash Kick: Jump in with an 0D, 
throwing a standing kick as you land. 
Knock ‘em out with a Jaguar Kick. 

Super Chain Combo: Jump in with a deep 
RI. Then do a crouching X, followed by a 
standing 4. Finish with a crouching Q3. 
Tiger Knee Combo: Leap in with a @. 
After landing, throw a crouching 4. Finish 
with the Rising Jaguar for a four-hitter. 


BLACK BELT COMBOS 


Jaguar Fury Combo: Jump in with an R3. 
As you land, do a crouching X followed 
immediately by a 
crouching 4. Next, 
do astanding 4. 
Sew it up with a 
Level 3 Jaguar Super 
Punch. 

AEven the mighty Ken Awesome Jaguar 
will fall before a well- Combo: Do a 

timed combo from the standing m, then go 
agile Adon. into a standing 4, 
followed by an Rising Jaguar. 

Super Jaguar Assault Combo: Do a 
standing X, followed by a standing 4. 
Finish the combo with a Level 1 Jaguar 
Super Punch. 


SPECIAL MOVES 
Blue Fireball 


+% + any Punch 


Red Fireball €@ b> + any Punch 


Dragon Punch > + any Punch 


Hurricane Kick bie + any Kick 

Air Hurricane Kick in the air, press 

vee + any Kick 

vu or eb + 

3 Punches or 3 Kicks 


Warp Forward 


Top Down Chop 3+4 

Hop Kick %+@ 

Roll Down £é + any Punch 

Air Blade Kick in the air, press + + > 
Air Fireball in the air, press bu + 


any Punch 


Air Somersault +a + any Punch 
Air Somersault 
Slide Kickwhile Somersaulting press 


nothing 


Air Somersault 


Punch while Somersaulting 
any Punch 

Air Body Drop while Somersaulting 
press any Kick 

Air Throw while Somersaulting 


press any Punch 
when close 


Hundred Demon 


Air Suplex while Somersaulting, 
press any Kick 
when close 

SUPER COMBOS 


Super Uppercut 34u34% + any Punch 


Dubeesubee + 
any Punch 


Super Fireball 


Super Air Fireball while in the air, 
press buddy 
> + any Punch 


Fatal Fury mee XxX 
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More modern 3D beat-’em-ups may be all the rage these 
days, but the classic series lives on in this superb 
version. This guide offers all the moves for every fighter. 


BLUE BELT COMBOS 

Hurricane Uppercut Combo: Perform a 
jumping 3 that slides into a crouching @. 
Follow up with a Hurricane Kick, and 
complete the combo with a Dragon Punch. 
Air Fireball Combo: Jump and toss an Air 
Fireball. After landing, do a crouching E, 
followed by a crouching X and a crouching 
(3). Finally, hurl a Blue Fireball to complete 
the combo. 

Standard Dragon Punch Combo: Start 
with an ŒD. After landing, do a standing 
(3). Finish ‘em off with a Dragon Punch. 


BLACK BELT COMBOS 


Super Fireball Combo: Jump in with an 

1). Then, as you land, throw a standing @, 
immediately followed by a crouching X. 
Then do a crouching @ and finish the 
combo with the Super Fireball. 

Super Uppercut Combo: Leap up in with 
an Air Kick. When you’ve landed, smack 
‘em hard with a standing 4, then go into 
the Super Dragon Punch. 

Akuma Killer Combo: Do a crouching Xx 
and link into a crouching ™. Then go into a 
crouching ®, followed immediately by a @ 
Hurricane Kick and an Dragon Punch. 


SPECIAL MOVES 
Headbutt 


charge € for 2 seconds, 
> + any Punch 
Sledgehammer press and hold any 2 
Punch or Kick buttons 


Choke Chain 360° + any Punch 
Body Drop in the air, press & + Œ 
SUPER COMBOS 

Gotcha uy + any Punch 
Jackhammer charge € for 2 seconds, 


+e + any Punch 


BLUE BELT COMBOS 


Chain Grab Combo: Use a jumping Œ3. As 
you land, throw out a crouching 4. Follow 
up with the Choke Chain to complete the 
combo. 

Dashing Headbutt: Start with a jumping 
RJ. After landing, do a crouching &4. 
Finally, connect with the Headbutt for a 
four-hitter. 

Gotcha Combo: Jump at your opponent 
and slam ‘em with the Body Drop. After 
landing, do a Level 3 Gotcha for over half 
of your opponent's life bar. 


BLACK BELT COMBOS 

Fifteen-hit Super Combo: Jump in with an 
ri), After landing, do a standing X, and 
follow up with a crouching ŒD. Finally, nail 
‘em with a Jackhammer. 

Head Butt Combo: Perform a standing X. 
Next, go into a crouching ©), followed by a 
Hard Headbutt. 

Nasty Bull Combo: Jump in with a deep 
A, then do a crouching Œ for two hits. 
Finally, do a Jackhammer. 


Y Birdie comes into his own at close range, 
so don’t give distance fighters like Akuma 
any space. 


SPECIAL MOVES 


Psycho Ball charge € for 2 seconds, 


+ + any Punch 


Psycho Scissors charge € for 2 seconds, 


> + any Kick 

Head Stomp charge + for 2 seconds, 
®t + any Kick 

Skull Diver charge + for 2 seconds, 
®t + any Punch 

Bison Warp oy or eb, 3 


Punches or 3 Kicks 


SUPER COMBOS 


Super Scissors Kick charge € for 2 seconds, 

>€ + any Kick 
Psycho Crusher charge € for 2 seconds, 
> € + any Punch 


BLUE BELT COMBOS 


Fireball Combo: Jump in with a @. As you 
land, unleash a standing ™. Complete the 
combo with a Fireball. 

Scissors Kick Combo: Jump in witha 4. 
After landing, send out a standing X. Finish 
up with a Scissors Kick. 

Psycho Combo: While across the screen 
from your opponent, do a Psycho Ball 
attack. After it connects, do the Scissors 
Kick for three hits. 


BLACK BELT COMBOS 

Super Combo: Jump in with an R3. After 
landing, do a standing ™. End the combo 
with a Psycho Crusher. 

Super Scissors Kick: Jump in with an ©. 
As you land, drop a crouching X. Finish 
‘em off with a Super 
Scissors Kick. 
Insane Psycho 
Crusher Combo: 
Throw a Psycho Ball 
when your opponent 
is across the screen. 
After the ball 
connects, do a Level 
3 Psycho Crusher for 
up to seven hits. 


AThe original 
Street Fighter boss 
is still a powerful 
fighter and not to 
be underestimated. 


SPECIAL MOVES 


Sonic Boom charge € for 2 seconds, 


> + any Punch 


Flash Kick charge + for 2 seconds, 
®t + any Kick 

Back Fist + 

Step Kick orée +R 

Hop Kick +20 ¢-+@ 

SUPER COMBOS 

Super Kick charge £ for 2 seconds, 


ue + any Kick 
Sonic Barrage charge ¢ for 2 seconds, 
3&3 + any Punch 
(repeatedly) 
Blitz Kick charge € for 2 seconds, 
>€ + any Kick 


BLUE BELT COMBOS 


Four-hit Back Fist Combo: Jump in with 
an RJ. After landing, hurl out a standing X. 
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Immediately follow up with a standing R1 
and a Back Fist. 

Booming Kick: When your opponent is 
dizzy, throw a Light Sonic Boom from 
across the screen and follow behind it. 
Immediately after the Sonic Boom 
connects, do a Step Kick for a two-hitter. 
Flash Kick Combo: Jump in with an 3. 
After landing, do a crouching X, followed 
by a crouching 4. Finish the combo with a 
Flash Kick to knock your enemy off their 
feet with a four-hitter. 


BLACK BELT 
Super Kicks Combo: Jump in with an &2. 
After landing, deliver a standing ™, then 
immediately go into a crouching X. Follow 
up with a crouching @ and finish with a 
Blitz Kick. 

Booming Kick Combo: Jump in with an 
RIJ. Immediately after landing, do a 
crouching 4. Finally, go into your Super 
Kick for anything up 
to ten hits. 

Super Sonic Attack: 
When standing by 
your opponent, do 
two Ms. Follow up 
with a standing 4 
and finish with a 
Level 3 Sonic Barrage 
for up to five hits. 


ASharing many moves 
with the original Guile, 
Charlie is both quick 
and powerful. 


SPECIAL MOVES 
Kikoken Fireball charge € for 2 seconds, 
+ + any Punch 


Lightning Kick tap any Kick rapidly 


Spinning Air Kick charge + for 2 seconds, 


®t + any Kick 
Axe Kick {4e é + any Kick 
Toe Tap while in the air press 
++ 0 
Knee Slap s+ RJ 
SUPER COMBOS 


Super Fireball 4s34u + any Punch 

Super Thunder Kick charge £ for 2 seconds, 
{a + any Kick 

Chaos Kick charge € for 2 seconds, 

+é + any Kick 


BLUE BELT COMBOS 


Three-hit Fireball: Jump in with an RJ. 
After landing, send a standing 4. Finally, 
hurl a Fireball to finish the combo. 
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Lightning Leg Combo: Jump in witha @. 
As you land, do a standing X. Complete 
the combo with a Lightning Kick. 

Vertical Kick Combo: Jump in with an Œ. 
After landing, do a crouching 4. Finally, 
end the combo with the Spinning Air Kick. 


BLACK BELT COMBOS 

Super Combo: Jump in with an RD. As 
you land, do a standing m, followed 
immediately by a crouching X, then 
Chun-Li’s Super Kicks for at least five 
extra hits. Finish the 
combo with a Hard 
Spinning Air Kick for 
up to ten hits. 
Insane Kick Combo: 
Jump in with an @). 
When you land, do a 
crouching X, followed 
by a crouching @. 
Finally, go into your 
Chaos Kick to finish 
off the combo. 
Hikoken Juggle Combo: Jump in with a 
@, followed by a standing # anda 
standing A. Finally, go into the Super 
Fireball for up to seven hits. 


SPECIAL MOVES 
Half Fireball 


= 


A Chun-Li is as fast 
as always, and has 
even more moves. 


+x + any Punch 
Half Dragon Punch +s + any Punch 
Robert Kick 


SUPER COMBOS 


Super Half Fireball 4%% + any Punch 


vee + any Kick 


Super Half 
Dragon Punch buddy + any Kick 


Fatal Fury 


BLUE BELT COMBOS 

Three-hit Fireball: Charge in with an Q3. 
As you land, shoot off a standing 4. Finish 
the combo with a Half Fireball. 

Dragon Punch Combo: Leap in with a @, 
then do a standing X. Complete the 
combo with a Half Dragon Punch. 

Dan’s Fired Combo: Jump in with an & 
and follow up with a standing m. Next, do 
a standing 4. Finally, complete the combo 
by doing the Robert Kick. 


BLACK BELT COMBOS 

Super Combo: Jump at your opponent with 
an RD. After landing, do an Œ. Finish the 
combo with a Level 3 Fatal Fury. 


beebee + any Kick 


Super Fired Combo: Jump in with an ©. 
When you land, do a standing 4. Finally, go 
into the Super Half Fireball for up to six hits. 


SUPER HALF COMBO 


When close to the enemy toss out two Es. 
Follow up with a crouching Œ and a Super 


Half Dragon Punch to complete the combo. 


GUY 


SPECIAL MOVES 
Air Suplex 


+s + any Punch, 
then ŒJ (close) 


Elbow Smash +% + any Punch, any 


Punch (far) 


Whirlwind Kick vee + any Kick 
Dashing Slide vy + @, then 
any Kick 
Dashing Crescent +s + RD, then 
any Kick 
Dash Stop +% + X, then 
any Kick 
Elbow Drop 2+4 
SUPER COMBOS 
Super Air Juggle +a + any Punch 


Shadow Barrage 


BLUE BELT COMBOS 


Standard Combo: Jump in with an ŒD. 
After landing, do a crouching X, followed 
by a crouching @. End with a crouching 
to knock them off their feet. 

Hurricane Combo: Jump in with an RD. 
After landing, do a crouching X. Finally, 
finish up the combo with a Hard Whirlwind 
Kick for five hits of power. 

Dashing Combo: Jump in with a @. After 
landing, whip out a crouching X, followed 
by a crouching ®. Finish the combo with a 
Dashing Slide attack. 


BLACK BELT COMBOS 


Grab and Juggle Combo: When close to 
your opponent, do a Knee Smash, then go 
into the Super Air Juggle for up to six hits. 
Crescent Kick Combo: Start with a 
standing 4, then do 
a crouching G4). 
Finish off the combo f 
with a Dashing 
Crescent. 


+24% + any Kick 


4 Powerful throws 
and holds give Guy 
many options. 
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Whirlwind Kick Combo: Jump in with an 
R1). After landing, do a crouching @. Finish 
the combo with a Whirlwind Kick. 


SPECIAL MOVES 
Hadoken Fireball 


+u + any Punch 


Dragon Punch >» + any Punch 


Hurricane Kick ve ¢ + any Kick 


Roll i + any Punch 


SUPER COMBOS 


Horizontal 


Dragon Punch vss any Punch 


Vertical 
Dragon Punch €u>bue> + any Kick 
BLUE BELT COMBOS 


Hurricane Blitz: Hit your opponent with an 
Air Hurricane Kick. After landing, do two 
crouching us and go immediately into the 
Hurricane Kick for up to six hits. 

Dragon Fire: Jump in with an Œ. As you 
land, do another {£4). Finally, unleash the 
Hard Dragon Punch for five hits and a 
knock-down. 

Annoying Kick Combo: Jump in with an 
R1). After landing, do a crouching X, 
followed immediately by a crouching @. 
Finish the combo with a standing (ky). 


BLACK BELT COMBOS 
Fury Dragon Punch: P! 
Cross up your 
opponent with a @. 
After landing, do two 
crouching Us, 
followed by a Tr a> | 
standing @. End with The ever-popular 

a Horizontal Dragon Ken is as strong and 
Punch. tough as ever. 

Super Dragon Combo: When close to 
your enemy, do two crouching ms, then a 
crouching ®. Finally, go into your Vertical 
Dragon Punch. 

Hurricane Blitz Combo: Jump in with an 
Air Hurricane Kick. After landing, do a 
crouching X, immediately followed by a 
crouching @. Then do a Hurricane Kick to 
complete the combo. 


SPECIAL MOVES 
Soul Spark 


€%s + any Punch 


Soul Reflect +e + any Punch 


Air Throw 4u + any Punch 
Slide w+? 
SUPER COMBOS 


Aura Assault eee + any Punch 


Super Throw esə% + any Punch 
Multi-Illusion 44u34% + any Kick 
BLUE BELT COMBOS 


Three-Hit Fireball: Jump in with an @3, 
then stun ’em with a crouching ©). Hurl a 
Soul Spark to finish the combo. 
Roundhouse Trip: Jump in with a @. After 
landing, toss two crouching s, followed 
by a standing ™. Complete the combo with 
a crouching R3. 

Reflection of Death Combo: Jump in with 
a Œ, followed by a crouching ™ and 
crouching 4 Finally, do the Soul Reflect. 


BLACK BELT COMBOS 

Reflect Combo: Jump in with an ŒD. After 
you have landed, do a standing ™ and end 
with the Soul Reflect. 

Super Combo: Begin this combo by 
walking toward your opponent. When you’re 
close, throw a standing ™. Next, send out a 
crouching X. Finally, to finish off, release 
the Aura Assault for up to ten hits. 

Air Juggle Super Combo: Jump in with a 
x. After you have landed, do a crouching 
m, followed by a crouching X. Then do a 
crouching ®, and crouching R3. Finally, go 
into the Super Throw. 


RYU 


SPECIAL MOVES 
Hadoken Fireball 


+% + any Punch 
Dragon Punch 4s + any Punch 


Hurricane Kick vee + any Kick 


Overhead Smash 9+4 

Hop Kick u+@ 

SUPER COMBOS 

Burst Fireball uddu + any Punch 
Super 

Hurricane Kick beedee + any Kick 
BLUE BELT COMBOS 


Three-hit Tournament Combo: Jump in 
with an Œ. As you land, throw another Œr 
and knock ‘em down with a Fireball. 
Four-hit Overhead Combo: Bust out an 
overhead attack when your opponent is 
blocking low. After your first two hits make 
contact, do a crouching 4 then a Fireball. 


Three-hit Dragon Punch Combo: Hit the 
enemy on the back of the head with an R3. 
After landing, sock ‘em with an ©, then do 
a Dragon Punch to finish the combo. 


BLACK BELT COMBOS 
Fifteen-hit Super 
Combo: First, jump in 
with an RD. Then, 

after landing, do a 
crouching @. Round 
out the combo with a 
Level 3 Super 
Hurricane Kick. 

Super Easy Super 
Fireball Combo: When 
you are crouching next 
to your opponent, hit out with two Ms. 
Next, do a crouching 4, followed by a 
crouching @. Finally, finish off the combo 
with a Super Fireball. 

Style ‘n’ Fireball Combo: Jump in with a 
4 for two hits. As you land, do a crouching 
®, followed by a crouching &#. Finally, do 
the Super Fireball for up to seven hits. 


SPECIAL MOVES 
Tiger Shot 


aRyu gives Sagat 
another nasty chest 
scar for his trouble. 


+s + any Punch 


Ground Tiger Shot +s + any Kick 


Tiger Uppercut 4s + any Punch 
Tiger Knee > + any Kick 
SUPER COMBOS 


Tiger Cannon udu + any Punch 


Tiger Genocide +34% + any Kick 


Tiger Raid 


BLUE BELT COMBOS 


Tiger Knee Combo: Cross up your 
opponent with a @. After you have landed, 
throw a standing 4 and then do a Tiger 
Knee to finish the combo. 

Amazing Uppercut Combo: Jump in with 
an RJ. After landing, do a standing X. 
Finish the combo with a Hard Tiger 
Uppercut for up to seven hits. 

Advanced Fireball Combo: Jump in with a 
RI), After you have landed this, do a 
crouching @, followed by a standing ™ and 
a standing 4. Finally, you should finish off 
the combo by performing the Tiger Shot. 


BLACK BELT COMBOS 

Super Fury Combo: Jump in with an RJ. 
After landing, do a crouching 4. Cap off 
the combo with a Level 3 Tiger Raid. 


veev“ee + any Kick 
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Tiger Cannon Combo: Jump in with a @, 
then a crouching ®. Finally, do a Level 3 
Tiger Cannon to finish the combo. 

Super Genocide Combo: Jump in with an 
RI. When you land, do a standing @, 
followed by a standing 4. Finally, do the 
Tiger Genocide to finish the combo. 


SPECIAL MOVES 
Jitte Strike 


34u + any Punch 
Power Slam 360° + any Punch 


Spine Grinder 360° + any Kick 


Super Roll after being knocked 
down, press >84 + 
any Punch 

Sai Walk After being knocked 
down press €#4 + 
any Kick 

SUPER COMBOS 

Pummeler us + any Punch 

Omega Slam 720° + any Punch 

BLUE BELT COMBOS 


Super Sai Combo: Jump in with an RD. As 
you land, greet your opponent with a 
standing ® and finish the combo with the 
Jitte Strike. 

Ground Burn Combo: Jump in with a ©). 
On landing, perform a standing X. Top off 
the combo with a Spine Grinder. 

Slam Dunk Combo: Jump in with a 4. As 
you land, do a crouching @. End with a 
Power Slam. 


BLACK BELT COMBOS 


Super Combo: Jump with an ©). After you 
have landed, roll out a standing m. Follow 
this with a 4. Finally, finish off your foe 
with the Pummeler. 
Super Omega 
Combo: Jump in 
with an RD. When 
you have landed, 
execute a A. Finally, 
do the Omega Slam. Z 4 
Amazing Slide A Ouch! Ryu falls foul 
Combo: Jump in with of one of Sodom’s 

an Œ. As you land, devastatingly powerful 
do a standing ™, special moves. 


followed by a 4 and a Slide. 


Infinite Health P1 
infinite Health P2 


801871000090 
801873040090 
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STREET FIGHTER ALPHA 2 


GENERAL MOVES 


We’ve used abbreviations throughout this 
guide, as it makes life much easier when 
reading the special moves and combos. 
Here is the key we used: 


U= Up 

D = Down 

B = Back (away from opponent) 
F = Forward (toward opponent) 
K = any Kick button 

P = any Punch button 

SP = Strong Punch 

MP = Medium Punch 

WP = Weak Punch 

SK = Strong Kick 

MK = Medium Kick 

WK = Weak Kick 


Note: Two direction letters together indicate a 
diagonal, e.g., DB is Down and Back. 


COMMON MOVES 


The following moves are the same for every 
character and form the base of a good, 
solid, all-round attack: 

Alpha Counter Block, B, DB, D + P or 
K (Level 1) 

Select 


THE CHARACTERS 


Street Fighter Alpha 2 features a cast of 18 
characters. This guide gives you all the 
special moves and Super Combos for 
every one of them. 


RYU 


Old Ryu has been in every Street Fighter 
game ever, and he’s still one of the most 
popular characters around! He possesses 
excellent attacks and is unbeatable when 
played by an expert. 


Taunt 


SPECIAL MOVES 

Blue Fireball D, DF F +P 

Dragon Punch F, D, DF + P 

Fake Fireball D, DF, F + Select 
Hurricane Kick D, DB, B + K (air) 
Red Fireball B, DB, D, DF, F + HP 


‘STREET FIGHTER 
ALPHA 2 


There’s just no stopping the massively successful 
Street Fighter series, and this sequel to the 
popular Alpha edition boasts yet more fighters, 
special moves and bone-crunching combos. This 


character-by-character guide details them all. 


SUPER COMBOS 
Shinkuu Hadoken 


D, DF, F, D, DF, 

F + P Shinkuu 
Tatsumakisempuukyaku 

D, DB, B, D, DB, B + K 


AOne of the oldest Street Fighter characters, Ryu 
is also one of the most balanced all-rounders. 


ADON 

Adon was featured in the original Alpha 
game, and before that, was found in the 
Final Fight series of games. Adon is a kick 
boxer who posses power and speed. His 
rising Jaguar attack is particularly 
devastating. 


SPECIAL MOVES 


Jaguar Kick 
Jaguar Tooth 
Rising Jaguar 


SUPER COMBOS 


Jaguar Assault 


D, DF, F + K 
F, DF, D, DB, B+ K 
F, D, DF + K 


D, DF, F, D, DF + P 
tap P or K 


Jaguar Revolver F, D, DF, F, D, DF + K 


AA relative newcomer to the series, Adon’s fast 
and powerful kickboxing moves can be deadly. 
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CHUN-LI 

This babe was the first female character to 
join the Street Fighter clan and her speed 
has made her one of the most popular 
characters around. In Alpha 2, Chun-Li’s 
fireball attack is a very powerful weapon 
that can turn a fight around. 


SPECIAL MOVES 
Fireball 

Flip Kick 

Lightning Leg 
Rising Bird Kick 


SUPER COMBOS 

Kikosho F, D, DF, F, D, DF +P 

Thousand Burst Kick charge B, F, B, F + K 

Rising Heaven Kick charge DB, DF, DB, 
U+K 


B, DB, D, DF F +P 
F, DF, D, DB, B + K 
tap K 

charge D, U + K 


A Chun-Li hasn’t lost a bit of her speed, despit 
being around for almost as long as Ryu and Ken. 


GUY 


Remember Capcom’s Final Fight series? 
Guy was a member of the original cast. He 
is a master of kung fu and has a number of 
deadly kicking attacks. Guy’s combination 
of speed and strength make him a force to 
be reckoned with. 


SPECIAL MOVES 

Bushin Air Throw D,DFRF+PP 
Bushin Dash D, DF, F + K, K 
Bushin Hurricane Kick D, DB, B + K 
Turn Punch D, DB, B +P 


SUPER COMBOS 
Bushin Eight-Double Fist D- DRE FB; 
DF + P tap P 
Bushin Strong 


Thunder Kick D, DF, F, D, DF + K 


KEN 

Ken was arguably the best character in the 
Street Fighter 2 games and in Alpha 2 he’s 
equally as strong. His flaming Dragon 
Punch is one of the most powerful attacks 
in the entire game— Ken can be unbeatable 
when played by an expert! 


SPECIAL MOVES 

Dragon Punch F, D, DF + P 

Fake Roll D, DF, F + Start 

Fireball D, DF F +P 

Hurricane Kick D, DB, B + K (air) 

Roll D, DB, B +P 

SUPER COMBOS 

Shinryuken D, DF, F, D, DF + K, tap K 
Shoryu Reppa D, DF, F, D, DF + P 
DHALSIM 


The mysterious Dhalsim was always 
considered to be a weak character in the 
Street Fighter series, but an increase in 
speed and a wider base of attacking 
moves have transformed him into a deadly 
warrior! 


SPECIAL MOVES 
High Yoga Flame F, DF, D, DB, B + K 
Yoga Fire D; DR F +P 
Yoga Flame F, DF, D, DB, B + P 
Yoga Teleport B, D, DB or F, D, 

DF + 3K or 3P (air) 
SUPER COMBOS 
Yoga Inferno D, DF, F, D, DF, F + P 
Yoga Strike D, DF, F, D, DF, F + K 


ANo longer the wimp he was once seen as, 
Dhalsim has more moves and speed than 
ever before. 


Gen is one of Alpha’s new characters and 
certainly makes an impact. He can use two 
totally different styles of attack making him 
the most unpredictable character in the game! 


SPECIAL MOVES 

Mantis Style 3P 

(While in Mantis Style) 

Rapid Punch tap P 

(While in Mantis Style) 

Rising Kick F, D, DF +K 
Crane Style 3K 

(While in Crane Style) 

Roll Attack charge B, F + P 
(While in Crane Style) 

Wall Dive charge D, U + K 


SUPER COMBOS 

(While in Mantis Style) 

Forward Rush D, DF, F, D, DF F +P 
(While in Mantis Style) 

Slap Barrage D, DB, B, D, DB, B + P 


SAKURA 

This mysterious Japanese warrior has few 
special moves, but her strength and power 
make her a force to be reckoned with. 
Sakura also has three Super Combo- 
finishers which give her the ability to score 
a victory at any time. 


SPECIAL MOVES 

Dashing Dragon Punch F D, DF + P 

Fireball D, D; F+P PP 

Hurricane Kick D, DB,B +K 

SUPER COMBOS 

Super Dragon Punch D, DF, F, D, 
DF F+K 


Super Fireball D, DF, F, D, DF F + P 
Super Slide Kicks D, DB, B, D, DB, B + K 


ROLENTO 


Rolento is another character who was first 
featured in another Capcom game—he was 
a mid-level boss in Final Fight 2 on the 
Super Nintendo! Rolento carries a staff and 
knives, so underestimate him at your peril. 


SPECIAL MOVES 

Mekong Delta Air Raid SPP 

Mekong 

Delta Attack D, DB, B + P, P 

Mekong Delta Escape D, DB, B +K 

Patriot Circle D, DF F +P 

Quick Jump D, U, K 

Safe Landing 3K (after jumping, near 
the ground) 

Stinger F, D, DF +K, K 

SUPER COMBOS 


Mine Sweeper D, DB, B, D, DB; B + P 
Take No Prisoners D, DF, F, D, DF, F + K 
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ZANGIEF 


The most powerful character in the game, 
Zangief can destroy an opponent with a 
couple of well-timed attacks. However, his 
lack of speed forces him into the league of 
“also-rans.” 


SPECIAL MOVES 


Banishing Punch 
Siberian Bear 
Crusher 


F D, DF +P 


rotate 360° + K (one 
step away from foe) 
rotate 360° + K (very 
close to foe) 
Spinning Pile Driver rotate 360° + P 


SUPER COMBOS 


Final Atomic Buster rotate 720° + P 
Aerial Russian Slam F, D, DF, F, D, DF + K 


CHARLIE 

Charlie was featured in the original Alpha 
game and is basically Guile from Street 
Fighter 2 under a different name! His 
Somersault Shell and Sonic Boom attacks 
make him an excellent counterattacking 
fighter with great powers! 


SPECIAL MOVES 


Somersault Shell 
Sonic Boom 


SUPER COMBOS 
Crossfire Blitz charge B, F, B, F + K 
Somersault Justice charge DB, DF, DB, 


Siberian Suplex 


charge D, U + K 
charge B, F + P 


U+K 

Sonic Break charge B, F, B, F + P, 
tap P 

BIRDIE 


Birdie is another character who was 
featured in the Final Fight series from 
Capcom and also appeared in the original 
Alpha game. He’s a powerful character 
who has plenty of special attacks. 
However, his lack of speed makes him 
difficult to control. 


ABirdie has plenty of incredibly damaging special 


moves, but his lack of pace makes him vulnerable. 
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SPECIAL MOVES 

Bandit Chain rotate 360° + K 

Bull Head charge B, F + P 

Bull Horn hold 2P or 2K for one 


second, then release 


Murderer Chain rotate 360° + P 


SUPER COMBOS 

Bull Revenger D, DF, F, D, DF + Por K 
The Birdie charge B, F, B, F +P 
ROSE 


Rose was featured in the original Alpha 
game and makes her return in the sequel. 
She has lots of special moves and three 
combo-finishers, making her one of the 
most powerful warriors. 


SPECIAL MOVES 

Soul Reflect D, DB, B +P 
Soul Spark DB, D, DF, F +P 
Soul Spiral D, DF F +K 
Soul Throw F, D, DF + P 
SUPER COMBOS 


Aura Soul Spark D, DB, B, D, DB, B +P 
Aura SoulThrow D, DF, F, D, DF +P 
Soul Illusion D, DF, F, D, DF + K 


A Another newcomer first seen in the original 
Alpha game, Rose packs some devastating 
super combos. 


SODOM 


Sodom is an extremely powerful character 
and is deadly, given the chance. However, 
his speed makes him tricky to control— 
rookie fighters are advised to steer clear! 


SPECIAL MOVES 


Butsumetsu Buster rotate 360° + P 
Daikyo Burning rotate 360° + K 


Jigoku Scrape D, DF F +P 
Jutting Kick B, DB,D +K 
(after a knockdown) 
Shiraha Catch F, D, DF + K 
Super Roll F, DF, D + P 
(after a knockdown) 
SUPER COMBOS 
Omega Slam rotate 720° + P 
Super Rushing 
Jigoku D, DF, F, D, DF, F + P 


SAGAT 

Sagat is another Street Fighter 2 character 
who has joined the cast in Alpha 2. He 
remains slow, but more than makes up for 
this with superb power and strength. 


SPECIAL MOVES 
High Tiger Shot D, DF, F + P 
Low Tiger Shot D, DF, F + K 
Tiger Blow F, D, DF + P 
Tiger Crush F, D, DF +K 
SUPER COMBOS 


Tiger Cannon D, DF, F, D, DF, F + P 
Tiger Genocide D, DF, F, D, DF + K 
Tiger Raid D, DB, B, D, DB, B + K 


AKUMA 


The evil Akuma is the most powerful char- 
acter—just take a look at his list of special 
moves! When played by an expert, Akuma 
dominates the game, winning every match! 


SPECIAL MOVES 

Air Fireball Jump, D, DF, F + P 

Ashura Warp B, D, DB or F, D, 
DF + 3K or 3P 

Blue Fireball D, DF F +P 

Dragon Punch F, D, DF + P 


Hurricane Kick D, DB, B + K (air) 


Red Fireball F, DF, D, DB, B + P 
Roll D, DB, B + P 
Hundred Demon 

Somersault D, DF, F UF +P PorK 
SUPER COMBOS 


F, DF, D, DB, B, F, DF, 
D, DB, B +P 
Messatsu Uppercut D, DF, F, D, DF + P 
Violent Air Slash Jump, D, DF, F, D, DF 
F+P 


Messatsu Fireball 


M. BISON 

The evil M. Bison looks great in Alpha 2 
and retains all the power and menace that 
made him a deadly adversary in the 
previous game. Bison is a force to be 
reckoned with! 


SPECIAL MOVES 
Bison Warp B, D, DB or F, D, 
DF + 3K or 3P 


Double Knee Press charge B, F + K 


Head Press charge D, U + K 
Psycho Shot charge B, F + P 
Somersault 

Skull Diver charge D, U +P P 


FIGHT THE MID-BOSS 
Win five rounds with Super or Custom 
finishes, without losing a single round, and 
your sixth match is against the mid-boss! 
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SUPER COMBOS 
Knee Press 

Nightmare charge B, F, B, F + K 
Psycho Crusher charge B, F, B, F +P 


DAN 


Dan was a hidden character in the original 
Alpha game but in the sequel he’s a regular 
character. Sadly, he’s still quite weak and 
shouldn't pose much of a problem to 
stronger warriors. 


AA hidden character in the original Alpha, 
Dan is now playable from the start, but he’s a 
disappointment. 


SPECIAL MOVES 


Flurry Kick 
Rolling Taunt 


D, DB, B +K 

D, DF, F or D, DB, 
B + Start 
Self-taught Wave Punch 
Shiny Dragon Punch 


SUPER COMBOS 
Certain Victory Fist D, DB, B, D, DB, B + K 
Super 

Shiny Dragon 
Super Taunt 


D, DF, F +P 
F, D, DF +P 


D, DF, F, D, DF, F + K 
D, DF, F, D, DF, 

F + Start 

Super Wave Punch D, DF, F, D, DF, F + P 


PLAY AS SUPER TURBO AKUMA 
On the character selection screen, move the 
box to Akuma and press c=. Now move the 
character selection box down to Adon, right 
to Chun-Li, right to Guy, down to Rolento, 
left to Sakura, down to Rose, left to Birdie, 
down to Akuma, right to M. Bison, right to 
Dan, and finally right to Akuma. Now hold 
and press a punch or kick button. 


801981F20090 
801981F00090 
801985840090 
801985860090 


Infinite Health P1 
Infinite Health P1 
Infinite Health P2 
Infinite Health P2 


TREET FIGHTER 


EX2 PLUS 


SPECIAL MOVES 

Alternative Catch: >, s, 4, £, €+ any 
kick, then € + any kick or * + any kick 
Reflector:¢, +, £ + any punch 
Humming Rush: +, s, > + any punch 
Upload: Press and hold all punches then 
release 

Download: + + press all punches, then 
hold all punches, then release 

Cancer Crash: E, E, >, X, 


METEOR COMBO 


Final Cancer: 4, x, €, +, £, € + all 
punches 

Damage: 135 

This Meteor Combo travels the length of 
the screen (doing 83 damage if it hits from 
this distance). Her arm weapon explodes 
after this move and does not come back 
for the rest of the match. 


SPECIAL MOVES 

Forward Warp: >, +, » + all punches or 
all kicks 

Backward Warp: €, +, x£ + all punches or 
all kicks 

Psycho Crusher: € (hold for one second), 
> + any punch 

Double Knee Press: € (hold for one 
second), >+ any kick 

Head Stomp: + (hold for one second), # + 
any kick, using € or > to adjust descent 


METEOR COMBO 

Psycho Break Smasher: € hold for one 
second), >, €, > + all punches 

Damage: 143 

A humongous Psycho Crusher, it takes up 
most of the screen. 


BLANKA 


SPECIAL MOVES 


Surprise Forward: X + @ + 
Surprise Backward: € + X + @ + 


Electricity: Press any punch rapidly 
Rolling Attack: € (hold for one second), > 
+ any punch 

Backstep Rolling: € (hold for one second), 
+ + any kick (press any punch to cancel) 
Vertical Rolling Attack: + (hold for one 
second), # + any kick 


METEOR COMBO 

Super Electricity: +, », >, 4, », > + all kicks 
Damage: 120 

You need to be at least within the range of 
a standing P to connect with all the hits 
from this Meteor Combo. The Super 
Electricity hits grounded and airborne 
opponents. 


SPECIAL MOVES 

Lightning Kick: Rapidly press any kick 
Hienshu: +, £, € + any kick 

Spinning Bird Kick: +, », > + any kick 
Gomenne: E, E, >, 


METEOR COMBO 

Kikou-Sho-Goku: +, s, >, ¥, ¥, > + all 
punches 

Damage: 111 

This Meteor Combo effectively claims half 
the screen in the name of Chun-Li. 
Anything in the half of the screen in front of 
Chun-Li, in the air or on the ground (that 
isn’t blocking) gets obliterated. 


SPECIAL MOVES 

Lariat: +, », > + any punch 

Ganges DDT: >, +, » + any kick 

Brahma Bomb: (When close) >, $, +, £, 
€, R + any punch or (when close) €, £, +, 
s, 2, A+ any punch 

Indra Bridge: (When close) >, ¥, 4, £, €, 
R + any kick or (when close) €, £, +, €, >, 
a + any kick 

Darun Catch: €, +, x + any punch 
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Fight your way to the top with this essential 
information on all the special moves, super 
combos and meteor combos for every one of 
the 24 characters. 


METEOR COMBO 


Gamble Of Darun: (When close) one 
complete revolution of D-pad + all 
punches, then three single revolutions + 
any punch or kick when prompted, then 
hold # for one second, +, # + any punch 
or kick at the mystery prompt 

Damage: 35, 85, 95, 165 or 267 


SPECIAL MOVES 

Forward Yoga Teleport: >, +, € + all 
punches (right side, far) or all kicks (right 
side, close) 

Backward Yoga Teleport: €, 4, £ + 

all punches (left side, far) or all kicks 
(left side, close) 

Yoga Floating: (In the air) >, a, t, R, 

€ + any kick 

Yoga Fire: +, », > + any punch 

Yoga Flame: +, x, € + any punch 

Yoga Blast: +, x, € + any kick 

Yoga Catch: +, s, > + any kick 

Yoga Contact: Hold the kick button used 
during the Yoga Catch 

Yoga Fake: +, », > + all kicks 


METEOR COMBO 

Yoga Inferno: +, ¥, >, 4, ¥, > 

+ all punches 

Damage: 113 

The flame created reaches farther than half 
the screen's length, but you need to be 
closer to connect with all the hits. This 
Meteor Combo hits grounded and airborne 
opponents. 


DOCTRINE DARK 


SPECIAL MOVES 

Dark Wire: +, s, > + any punch 

Dark Hold: (After Dark Wire hits) € 

+ any punch 

Dark Spark: Wait for a second after 
Dark Wire hits and if your close to your 
opponent, this move will automatically 
execute 

Kill Wire: >, +, » + any punch 
Ex-plosive: +, 4, > + any kick 
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CONTINUED > 
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Death Trap: +, £, €, 4, x£, € + all punches 
Damage: 131 

This is a super Dark Wire combined with a 

nuclear EX-plosive! The wire D. Dark throws 
extends across the entire screen, making it 
practical in real battle (well, sort of). 


GARUDA 


SPECIAL MOVES 


Bu: >, +, » + all punches; press any 
punch to drop out 

Kizan: >, +, » + any punch 

Goga: ¢, £, +, x, > + any kick 
Shuga: +, », > + any punch 

Raiga: >, +, » + any kick 

Jazan: €, 4, £ + any punch 


METEOR COMBO 

Kyojinsenshu: +, £, €, +, £, € + all kicks, 
+, x, >, 4, ¥, > + any kick, and then 

+, x, €, 4, £, © + any punch. 

Damage: 70-133 

To dish out the most damage possible, 
cancel just after the fifth hit of the combo’s 
first part. During the second part of the 
combo, press the attack buttons and 
directions rapidly once Garuda leaves the 
ground for even more hits. Cancel into the 
third part before your opponent is knocked 
too high off the screen. 


SPECIAL MOVES 


Sonic Boom: € (hold), + + any punch 
Flash Kick: + (hold), # + any kick 


METEOR COMBOS 

Sonic Boom Typhoon: ¢ (hold), >, €, 

> + all kicks 

Damage: 117 

The tornado Guile creates with the Sonic 
Boom Typhoon travels the entire length of 
the screen and takes up most of the screen 
as it does. This move has to be blocked or 
jumped over (insane timing necessary). 


HAYATE 


SPECIAL MOVES 


Kamaitachi: +, », > + any punch 
Oborozuki: +, », > + any kick, 

then > + any kick 

Hisen-Zan: +, +, % + any punch 
Shiraha-Tenjin: €, +, £ + any punch 


METEOR COMBO 

Orochi-Fujin: +, £, €, 4, £, € + all punches 
Damage: 39 (sword slice) or 136 

This is a souped-up version of the Shiraha- 
Tenjin. 


SPECIAL MOVES 

Chugeki-Hou: +, », > + any punch 
Shougekiha: (During Chugeki-Hou) 

> + any punch 

Shinku-Geki: +, x, € + any punch; 

or & + any punch after Chugeki-Hou 
Shinkyaku-Geki: +, £, € + any kick; 
or € + any kick after Chugeki-Hou 
Shin: During Shinku-Geki € + any punch; 
or during Shinkyaku-Geki € + any kick 
Gokyakuko: €, +, £ + any punch 
Ryusui: >, $, 4, £, €, R + any punch; 
or €, £, &, %, >, A + any punch 


METEOR COMBO 

Shirasegatana: 4, s, >, 4, x, > 

+ all kicks 

Damage: 95 (close)-120 (about three 
quarters of the screen away) 

To get the full benefit from this single-hit 
Meteor, you must be fairly far from your 
opponent. 


SPECIAL MOVES 

Dash Straight: € (hold 1 second), 

> + any punch 

Dash Upper: € (hold 1 second), 

> + any kick 

Feint Dash: +, £, € + any punch 

Final Punch: Hold all punches or all kicks, 
then release 

Batting Hero: €, £, +, s, > + any punch 
Soccer Ball Kick: €, x, +, », > + any kick 


METEOR COMBO 


Homerun King: +, s, >, +, x, > + all 
kicks; then press any punch (if you choose) 
Damage: 105-135 

This Meteor Combo requires you to time an 
attack to get the maximum damage. Press 
a punch button when the red glow around 
Jack is at its brightest and you will cause 
the maximum damage possible. Mistime 
your swing badly enough, and you may 
miss altogether. 


SPECIAL MOVES 

Forward Maku-Shihai: >, +, » + all 
punches or kicks 

Backward Maku-Shihai: €, +, £ + all 
punches or kicks 

Maryu-Rekkou: >, +, % + any punch 
Shinki-Hatsudou: +, $, > + any punch 
Mouryo-Kasen: +, x, € + any kick, then 
enter € + any kick up to three times 
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METEOR COMBO 
Kyouja-Renbu: m, m, >, X, R1 
Damage: 139 

This throw Meteor Combo dishes out its 
damage fast. 


SPECIAL MOVES 


Zenpo-Tenshin: +, £, € + any punch 
Hadou-Ken: +, $, > + any punch 
Shoryu-Ken: >, +, % + any punch 
Tatsumaki-Sempuu-Kyaku: +, £, € 
+ any kick 


METEOR COMBO 

Kuzuryu-Reppa: +, £, €, 4, £, € 

+ all kicks 

Damage: 76-146 

Press the attack buttons and directions 
rapidly once Ken leaves the ground for 
more hits up to a maximum of 38. The first 
strike is a standing R3, a basic attack with 
nice range, but the next is similar to a 
standing @, a medium-range basic attack. 
Be inside the second strike’s range for the 
whole combo to be unblockable. 


SPECIAL MOVES 

Ryusui: (When close) >, ¥, 4, £, €, R + 
any punch; or (when close) €, £, 4, €, >, 
a + any punch 

Sanren-Kon: +, », > + any punch, then > 
+ any punch two times or # + any punch 
for the Tenshou-Kon 

Tenshou-Kon: >, +, s + any punch 
Kasumioroshi: +, x, € + any kick, then 
any kick two times 

Gekkyo-Botan: €, +, £ + any punch; hold 
any punch for a high attack 


METEOR COMBO 
Machiyoi-Tenkyu-Geki: m, m, +, X, (Ri 
Damage: 121 

The initial attack from this Meteor Combo 
involves Nanase’s pole extending almost 
the full length of the screen. 


PULLUM PURNA 


SPECIAL MOVES 

Drill Purrus: +, $, > + any kick; can be 
done on the ground or in the air 

Purim Kick: >, +, » + any kick 

Ten’el Kick: +, x, € + any kick 

Femina Wind: (In the air) +, £, € 

+ any punch 


METEOR COMBO 


Gradus Par: +, », >, 4, ¥, > + all punches 
Damage: 120 

This is actually a projectile attack and can 
negate many projectiles. Also, it can grab 

airborne opponents who happen to hit the 
lead note. 


RYU 
SPECIAL MOVES 


Hadou-Ken: +, », + any punch 
Shakunetsu-Hadou-Ken: >, », +, £, 

€ + any punch 

Shoryu-Ken: >, +, % + any punch 
Tatsumaki-Sempuu-Kyaku: +, £, € + any 
kick; then € + any kick + ++ +, then 
joystick neutral + any kick 


METEOR COMBO 

Shin-Shoryu-Ken: +, s, >, 4, 4, > 

+ all kicks 

Damage: 21-140 (opponent grounded); 
29-47 (opponent airborne) 

To get the full benefit from this devastating 
combo, position yourself as close as 
possible to your opponent. 


SAGAT 


SPECIAL MOVES 

Tiger Fake: ¢, 4, £ + any punch 
Tiger Shot: +, 4, > + any punch 
Ground Tiger Shot: +, s, > + any kick 
Tiger Blow: >, +, » + any punch 
Tiger Crush: >, +, » + any kick 


METEOR COMBO 

Tiger Storm: +, s, >, 4, €, > + all 
punches, then press any punch from three 
to five times 

Damage: 120-140 

To increase the hits and damage of this 
move, you have to time three punch button 
presses with the initial three hits of the 
Tiger Storm. You have five chances in total 
to press any punch. To aid your timing, a 
scale appears at the bottom of the screen. 


SHADOW GEIST 


SPECIAL MOVES 

Death Shock: >, ¥, 4, £, €, 5, t 

+ any punch 

Death Crusher: +, s, > + any punch 
Death Break: +, », > + any kick 

Death Press: €, +, x + any kick 

Death Sword Kick: (In the air) +, 3, > + 
any kick 

Death Flash: (In the air) +, x, € + any kick 


METEOR COMBO 

Super Death Energy: +, £, €, +, £, € 

+ all punches 

Damage: 140 

The initial attack is a middle-level punch with 
the same range as Shadow’s standing @. 


SPECIAL MOVES 


Crimson Terror: (When close) >, s, +, £, 
€, R + any punch; or (when close) €, x, +, 
s, 3, A+ any punch 

Half-Moon Kick: +, £, € + any kick 
Prisoner Scissors: (When close, before 
the Half-Moon Kick connects) any direction 
(other than # + any kick) 

Gale Hammer Punch: +, », > + any 
punch; then > + any punch 

Bermuda Symphony: >, +, » + any kick 


METEOR COMBO 

Assault Rifle: +, », >, +, 3, > 

+ all punches 

Damage: 120 

This Meteor Combo can be blocked if 
performed from afar, but if you are close it 
becomes a “sure-fire” attack, coupled with 
a dramatic change in animation that cannot 
be avoided unless you super canceled into 
it from a blocked attack. 


SPECIAL MOVES 

Skullo Shock: >, ¥, 4, £, €, R, t 

+ any punch 

Skullo Dash & Tackle: >, > 

Skullo Back Flip: €, € 

Skullo Head: >, +, s + any punch 
Skullo Dive: (During Skullo Head) 

any punch 

Skullo Slider: +, $, > + any kick 
Skullo Face Slam: €, +, x + any kick 


METEOR COMBO 

Super Skullo Energy: +, £, €, 4, £, 

€ + all kicks 

Damage: 108 

In this enlarged version of the Skullo 
Energy, you need to be fairly close to get 
all the hits to connect. 


SPECIAL MOVES 


Attaching Claw: +, +, » + any punch 
Claw Roll: € (hold for one second), 

> + any punch 

Claw Dive: + (hold for one second), ® + 
any kick; then press any punch 
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izuna Drop: + (hold for one second), 

* + any kick; then (when close) press any 
direction (except #) + any punch 

Sky High Claw: + (hold for one second), 
# + any punch 


METEOR COMBO 

Rolling Izuna Drop: x£ (hold for one 
second), ¥, £, Aor R + any kick, then 
(when close) press any direction (except *) 
+ any punch 

Damage: 140 

If the situation isn’t right, you can just land 
and you’ll only lose one super bar. The last 
two super bars are only used when you 
connect with the throw or press any punch 
too early and get an improved version of 
the Claw Dive (75 damage). 


VOLCANO ROSSO 


SPECIAL MOVES 


Sciara Del Fuoco: +, », > + any kick 
Vulcan: +, £, € + any punch 
Canassa: +, £, € + any kick 

Vesuvio: +, ¥, > + any punch; > + any 
punch; and then > + any kick 


SUPER COMBOS 

Ponte Dei Sospiri: +, », >, 4, x, > 

+ any punch 

Accelerando: +, £, €, 4, £, € + any kick 
Torre Pendente: +, £, ¢, 4, £ 

+ any punch 

Damage: 140 

This Meteor Combo is unblockable, but 
you have to be close to connect. 


SPECIAL MOVES 


Double Lariat: m + 4 + RD; move € or > 
afterward to direct Zangief 

Quick Double Lariat: X + @ + R3; move 
€ or > afterward to direct Zangief 
Spinning Pile Driver: (When close) >, », 
+, x£, €, R + any punch; or (when close) 
€, x, 4, 4, %, a + any punch 

Atomic Suplex: (When close) 

>, 4, £, €, R + any kick; or (when 
close) €, £, +, $, 2, a + any kick 


METEOR COMBO 


Cosmic Final Atomic Buster (When Close) 
two complete revolutions + all punches 
Damage: 155 

A huge amount of damage is inflicted 
during this long-winded Super Combo. Use 
it any time you can! 
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STREET FIGHTER 


>i REET FIGHTER: 


THE MOVIE 


e Earn extra points by stringing together 
multiple hits. 

e A flurry of punches and kicks puts your 
foe in a brief, dizzying stupor. 

e If you like a quick fighter, select either 
Chun-Li or Balrog. Balrog has more 
damaging special moves, but Chun-Li 
has a long-range attack up her sleeve. 

e Select Zangief if you prefer pure power, and 
take advantage of his damaging throws. 


SPEED VERSUS POWER 


Every move is executed either by a punch 
or kick button. Since you have three punch 
and three kick buttons, it follows that you 
can pull off three versions of each move. 
Use the weak button when your opponent 
is attacking nearby, and the strong button 
when you have more time to initiate the 
move without leaving yourself vulnerable. 


Don’t be fooled by the different graphical 
style— Street Fighter: The Movie is firmly 
based on a simplified version of the familiar 
Street Fighter game engine. Similarly, the 
characters themselves have the same 
strengths and weaknesses as their standard 
versions—Chun-Li is still very fast, Zangief 
is a huge bear-like brute with lots of throws, 
Guile is well balanced, and so on. 
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Jean-Claude Van Damme and Kylie 
bounced around in the Street Fighter 
movie, and now their digital 
counterparts do the same. 
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Infinite Health P1 
Infinite Health P2 


Can you recruit the 108 Stars of Destiny and lead the Liberation Army to victory over the forces of the corrupt Scarlet 
Moon Empire in this epic roleplaying game? You can with this extensive guide to all three forms of combat and all the 
items and equipment you'll discover on your long and arduous adventure. 


When arranging the party, ensure anyone 
who attacks at short range is on the front 
row. Weapon ranges are offered under the 
characters’ names next to their hit point 
ratings, “L for long, “M” for medium, and 
“S” for short. Characters on the back row 
are attacked less often, so put weaker 
party members here. 


COMBAT 


There are three kinds of combat. The most 
common is party combat, where your team 
of adventurers takes on a single enemy or 

group of enemies. 


MONSTER FIGHTS 
When fighting multiple 
foes, target a single 
enemy. The quicker 
each monster dies, the 
fewer attacks they get; 
a wounded foe strikes 
as hard as a healthy 
one. If the monster dies 
before a character can 
attack it, his strike is 
automatically targeted 
on the next foe, so the 
turn is not wasted. 
Ensure each character carries 
medicine. In combat, you can use medicine 
and mega medicine to heal yourself, but 
not others. 


ARMY BATTLES 


Army battles occur when the entire 
Liberation Army marches on an enemy 
position. They differ greatly from party 
combat, but are still fought using menus. 

As you recruit more characters, your 
army grows and more people become 
available for standard and specialist tasks. 
As you prepare for battle, you’re offered 
four options: 


AAlways use any 
Ninjas you have 
available—they’ll 
tell you exactly 
what the enemy is 
planning to do. 


e Charge: Lead an advance on the enemy, a 
direct frontal attack. 

Bow: Fire a volley of arrows. 

e Magic: Use a magical attack. 

e Other: Choose a specialist character. 


Select Charge, Bow, or Magic, then 
select a group of characters to lead the 
attack. Each group can only be used once 
per battle—use the strongest group first, 
as this is when the enemy is strongest, too. 
This will balance things up. 


The specialist characters, available 
through the “Other” menu, are as follows: 
e Dragon Knights: Lead an aerial attack. 

e Merchants: Make the enemy turn traitor and 
join your forces. 

e Ninjas: Always finds the enemy’s next move. 

Thieves: Finds the enemy’s next move. 

e Strategists: Increases the power of your 
Charge attack. 


Unlike the “battle” choices, specialist 
characters act individually—if you have 
three merchants, you can use merchants 
three times. 

Use a ninja before every attack, or a 
thief if you’ve run out. Knowing what the 
enemy will do next is essential to fighting 
successfully. Always use the strategists 
before a Charge attack, too—you can 
select any number of “Other” options 
before a round of fighting, but each 
character can only be used once. 

You can only use characters in this way 
after you’ve recruited them. If you’re not 
given the chance to use ninjas, for example, 
then you’ve probably not yet found one. 


The army battles are won or lost on the 
“scissors, rock, paper” principle: 

e Charge beats Bow 

e Bow beats Magic 

e Magic beats Charge 


PSX GAMER’S GUIDE VOL.1 


ADuels are decided by a ‘scissors, rock, paper’ 
system. Unfortunately, there’s more guesswork 
than skill involved. 


DUELS 


Duels— one-to-one combat—are again 
different to standard party battles, and use 
the “scissors, rock, paper” idea: 

Attack beats Defend 

e Defend beats Desperate Attack 

e Desperate Attack beats Attack 

You’ve no way of reading your opponent’s 
mind, so play it by ear. 


ROCK’S STORE 


When he’s recruited, Rock acts as a 
warehouse keeper—deposit and withdraw 
goods here. You can unload your 
equipment after each mission, withdrawing 
it when you restructure your party and 
leave again, but it’s very time consuming. 
The best way to use the store is to 
deposit crystals you’re not using, and 
retrieve them later. And, if you haven't the 
respective character, leave curiosities such 
as Old Books, Sound, Window Settings, 
and Paint before changing party members. 
You don’t want to recruit Ivanov, then 
realize you can’t remember whose 
inventory the tin of paint he needs is in. 


THE PAINTINGS 


Players often have trouble with the 
paintings in Neclord’s castle. The correct 
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order in which to view them (from left to 
right) is: 3, 2, 4, 1. 


ASSESSING THE HARDWARE 


These are the game’s collectibles and what 
they do: 


ARMOR 


HEAD 


Bandanna: Defense +1 

Full Helmet: Defense +20 
Half Helmet: Defense +9 
Head Gear: Defense +14 
Headband: Defense +2 
Horned Helmet: Defense +35 


Aln normal party combats, make sure you 
put the characters in the right position for 
their abilities. 


woe 


Pointed Hat: Defense +5 (balloon defense) 


SUITS 


Brass Armor: Defense +5 

Dragon Armor: Defense +37 

Full Armor: Defense +45 

Guard Robe: Defense +7 (magic bonus) 
Half Armor: Defense +18 

Karate Uniform: Defense +10 

Leather Armor: Defense +14 

Leather Coat: Defense +4 

Magic Robe: Defense +22 

Master Garb: Defense +55 (skill bonus) 
Master Robe: Defense +37 (auto rec. HP) 
Ninja Suit: Defense +28 (speed bonus) 
Robe: Defense +1 

Taikioku Wear: Defense +48 (speed bonus) 
Tunic: Defense +2 


SHIELDS 

Chaos Shield: Defense +27 
Earth Shield: Defense +45 
Steel Shield: Defense +13 
Wooden Shield: Defense +2 


OTHERS 


Blue Ribbon: Defense +6 
Boots: Defense +3 

Boots: Defense +3 

Cape of Darkness: Defense +13 
Cape: Defense +2 

Circlet: Defense +3 

Crimson Cape: Defense +21 
Earth Boots: Defense +18 


Emblem: Defense +8 (magic bonus) 
Feather: Defense +9 

Fur Cape: Defense +8 

Gauntlet: Defense +4 

Gloves: Defense +2 

Gold Necklace: Defense +25 

Goldlet: Defense +18 

Guard Ring: Defense +15 

Leggings: Defense +2 

Necklace: Defense +7 

Power Gloves: Defense +16 (power bonus) 
Rose Broach: Defense +13 

Shoulder Pads: Defense +4 

Silver Necklace: Defense +17 

Silver Ring: Defense +11 

Silverlet: Defense +11 

Speed Ring: Defense +13 (speed bonus) 
Toe Shoes: Defense +9 

Wooden Shoes: Defense +1 


STANDARD OBJECTS 


? item: Unidentified antique. Take it to an 
assessor 

Antitoxin: Dilute poison 

Blinking Mirror: Teleport to castle HO 

Dragon Seal Increase: Recovers all personnel 
HP slightly 

Escape Talisman: Escape from dungeon 
Medicine: Recover 100 HP 

Mega Medicine: Recover 500 HP 

Needle: Recovers from balloon 

Sacrificial Buddha: Sacrifice, saves character 
from death blow 

Star Dragon Sword: Fight the Neclord 


OBJECTS NEEDED TO RECRUIT 


Yardstick: Swap for Salt 
Nameless Urn: Antique, show to Jabba to recruit 
him 

Opal: Recruit Esmerelda 

Salt: Swap for Soy Sauce 

Soap: Use to recruit Sarah 
Sound Rune: Recruit Melodye 
Soy Sauce: Swap for Soap 
Sugar: Swap for Monosashi 

War Scroll: Give to Hugo 
Window Crystal: Recruit Window 


PARTY ITEMS 


Binoculars: Given by Ivanov 

Copper Axe: Gremio’s weapon 

Earrings: Hold map 

Fake Orders: Use to rescue Dr. Liukan 

Fire Spear: Used to defeat armored cavalry 
Suiko Map: Offers on-screen map 


STANDARD CRYSTALS (OFFER 
ABILITY) 


Boar Crystal: Pahn’s rune 

Champion’s Crystal: Meet only strong foes 
Clone Crystal: Clone attack 

Counter Crystal: Counter blow percentage 
increases 

Double Beat Crystal: Two attacks 

Fortune Crystal: Luck up 

Gale Crystal: Double speed 
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Hazy Crystal: Enemy marksmanship down 
Holy Crystal: Hold to move outdoors 
Killer Crystal: Critical blow percentage 
increases 

Phero Crystal: Will be protected 

Power Crystal: Power up 

Spark Crystal: Change attack order 
Sunbeam Crystal: Auto recover HP 

Turtle Crystal: Prevent status anomalies 


UTILITY ITEMS 


The utility items offer an interesting 
sideline to the main plot. Here’s a guide 
to finding them. 


PAINTS (GIVEN TO IVANOV FOR 
HIS MURAL) 


Black Paint: Found in a chest at Liukan’s 
Hermitage 

Blue Paint: Buy from the hardware shop in Rikon 
Green Paint: In a chest at the Neclord’s Castle 
Pink Paint: At Moravia Castle, in a chest near 
the entrance 

Red Paint: Found in Scarleticia Castle 

White Paint: Found in a chest in Kouan 

Yellow Paint: Buy from the hardware shop 

in Teien 


SEEDS (USED TO RECRUIT ZEN) 


Blue Seeds: Buy from the hardware shop 

in Rikon 

Red Seeds: Buy from the Warrior's Village 
hardware shop 

Yellow Seeds: Buy these from hardware shop 
in Teien 

e All seeds are eventually sold at your castle’s 
hardware shop. 


WINDOW SETTING (GIVE TO 
WINDOW) 


0: In a chest at the Secret Factory 

1: In a chest in Scarleticia 

2: In a chest at the Dragon Knights’ Fortress 
3: From the wandering monster, in the 
Dragon’s Den 


801B838803E7 
801B838A03E7 
801B82E803E7 
801B82EA03E7 
801B829803E7 
801B829A03E7 
801B833803E7 
801B833A03E7 
801B83D803E7 
801B83DA03E7 
801B8392FFFF 
801B82F2FFFF 
801B8342FFFF 
801B83E2FFFF 
301B83940063 
301B82F40063 
301B83440063 
301B83E40063 


Infinite HP Cleo 
Infinite HP Cleo 
Infinite HP Gremio 
Infinite HP Gremio 
Infinite HP P1 
Infinite HP P1 
Infinite HP Pahn 


Infinite HP Pahn 
Infinite HP Ted 
Infinite HP Ted 
Quick Level Gain Cleo 
Quick Level Gain Gremio 
Quick Level Gain Pahn 
Quick Level Gain Ted 
Super Power Cleo 
Super Power Gremio 
Super Power Pahn 
Super Power Ted 


Buy Suikoden II: Prima's Official Strategy Guide for stats on all characters, locations and descriptions of all Runes, 
positions of all items and equipment, full details on the Headquarters System and Mini-Games, plus locations of all the 
stars and much, much more. These tips and secrets will help you on your way. 


SUIKODEN Il SECRETS 


FUN IN THE BATHS 


When you recruit Tetsu in Lakewest, he 
returns to your castle and builds a Bath in 
the eastern wing, below the restaurant. 
When you press X a list of commands 
appears, allowing you to remodel the baths 
and leave or take items. Mysterious events 
will occur if you leave the right combination 
of items. Give some of these options a try! 


1. Take Viktor and Flik into the Cypress Baths. 
2. Take Viktor, Flik, and Nina into the 

Marble Baths. 

3. Take Viktor and Flik into the Jungle Baths. 
4. Place six Chinese Dishes around the Baths. 
5. Take Bolgan, Gantetsu, and Long Chan-Chan 
into the Baths. 

6. Place six Hex Dolls around the Baths. 

7. Place six Hex Dolls and two Graffiti around 
the Baths. 

8. If you have both Abizboah and L’Roladia in your 
party, place six Octopus Urns around the Baths. 
9. Place three Knight Statues on the Boy’s side 
and three Goddess Statues on the Girl’s side. 
10. Place six Vases and two Flower Paintings 
around the Baths. 

11. Place six Blue Dragon Vases and two 
Landscape Paintings around the Baths. 


— 
| "Umm, excuse me. 
| You cant gp that way. 


AThe staircase in the Item Shop is very 
well guarded. 


12. Set a Peeing Boy Statue in the upper right 
pedestal on the Boy’s side of the Baths. 

13. Place six Persian Lamps around the Baths. 
14. Enter the Baths 20 times after your castle 
reaches Level 4, if you enjoy bathing outdoors. 


THE BLOCKED STAIRCASE IN RADAT 


You may have noticed that there is a well- 
guarded staircase in the Item Shop in 
Radat. The woman there will not let you go 
upstairs for any reason whatsoever! There 
is, however, an easy fix to this curiosity- 
inducing situation! Viki botches her 
teleporting jobs every once and a while 
(marked by “Huh?” instead of “Shazam!” in 
her dialogue box) and there’s a chance that 
she’ll send you to that inaccessible room. 

Inside you'll find five treasure chests 
filled with some nice booty (a Mole Suit 
and Blue Gate Rune top the list!). Grab the 
items before the woman hears you rattling 
around! 


SPECIAL SPELLS FOR 
HIGH-LEVEL CASTERS 


When your characters can use Level 4 
magic spells, try attaching two different 


se 
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AThe women won't let you go upstairs for 
any reason. 


Elemental Magic Runes (i.e., Lightning, 
Fire, Water, or their advanced partners) to 
them. Certain Rune combinations cause an 
extra spell that combines the strengths of 
both runes to appear on the spell list. 
These extra-powerful spells come in handy 
against the more powerful enemies. 


UNITE ATTACKS 


As in the original Suikoden, certain 
characters can combine attacks with 
others. These attacks, called Unite Attacks, 
are capable of producing up to three times 
the damage of a usual attack or spreading 
the force of the characters’ attacks across 
the whole group of enemies. Listed below 
are all of the Unite Attacks. 

To use a Unite Attack, make sure that 
all of the applicable characters are present 
in your party, then, during a battle, choose 
Unite as the Fight option when deciding a 
strategy for the first person using the Unite 
Attack. This locks the other participating 
characters into the Unite Attack. Many of 
these attacks, especially those that 
produce tremendous damage, have their 
downsides too. Weigh the pros and cons 
when using these attacks in risky 
situations. 

Certain character-specific items, (which 
you can win in the Climbing Mini-Game) 
increase that particular character’s 
chances of producing a special form of 
Unite Attack(s) or increase the potency of 
the attack. 

For example, the Dog Whistle item, 
when equipped by Gengen or Gabocha, 
increases the chance that their Kobold 
Attack will turn into the 100 Kobold Attack. 


CONTINUED > 
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SPELL NAME 


BLAZING CAMP 
THOR 

WATER DRAGON 
STORM FANG 
SCORCHED EARTH 


CHARACTERS 
HERO + JOEI 

HERO + NANAMI 

HERO + HOI 

ABIZBOAH + L'ROLADIA 
CHACO + SID 

FLIK + VIKTOR 

FREED Y + YOSHINO 
GENGEN + GABOCHA 


HANNA + OULAN 
KASUMI + MONDO 
KINNISON + SHIRO 


KINNISON, STALLION, AYDA 


LONG CHAN-CHAN + WAKABA 


MEG + GADGET 
MIKLOTOV + CAMUS 
NINA + FLIK 
RIKIMARU + AMADA 


SHIN + GENSHU 


SHIRO + GENGEN OR GABOCHA 


SIGFRIED + FEATHER 
TENGAAR + HIX 
TSAI + TOMO 


VALERIA + ANITA 


VIKI + ABIZBOAH OR L’ROLADIA 


VINCENT + SIMONE 


COMPONENTS 
FIRE (RAGE) + LIGHTNING (THUNDER) 
LIGHTNING (THUNDER) + WATER (FLOWING) 
WATER (FLOWING) + WIND (TORNADO) 
WIND (TORNADO) + EARTH (MOTHER EARTH) 
EARTH (MOTHER EARTH) + FIRE (RAGE) 


ATTACK NAME 
BUDDY ATTACK 

FAMILY ATTACK 

COPYCAT ATTACK 

DOUBLE KRAKEN ATTACK 
WINGER ATTACK 

CROSS ATTACK 

HUSBAND AND WIFE ATTACK 
KOBOLD ATTACK 


TACKLE ATTACK 

NINJA ATTACK 

LOYAL DOG ATTACK 
BOW ATTACK 

TWIN FIGHTER ATTACK 
TRICK ATTACK 

KNIGHT ATTACK 
GROUPIE ATTACK 
MANLY ATTACK 
SWORDSMAN ATTACK 
BOW WOW ATTACK 
DOUBLE MONSTER ATTACK 
WARRIORS ATTACK 
DAD-DAUGHTER ATTACK 
RIVAL ATTACK 

HEAD UP!! 

NARCISSUS ATTACK 


BADEAUX + TWO LARGE-SIZED MONSTERS BEASTMASTER ATTACK 


BOLGAN + GANTETSU + LONG CHAN-CHAN FLASH ATTACK 


EILIE + RINA + BOLGAN 
FLIK + CAMUS + MIKLOTOV 
FUTCH + SASUKE + LUC 
GIJIMU + KOYU + LO WEN 
SIERRA + BOB + BOLGAN 


TENGAAR + MILLIE + MEG 


LORELAI, RINA, KAREN, OR KASUMI 


(CHOOSE THREE) 


MAKUMAKU + MIKUMIKU + MUKUMUKU 


+ MEKUMEKU + MOKUMOKU 


CIRCUS ATTACK 
FANCY LAD ATTACK 
PRETTY BOY ATTACK 
BANDITS ATTACK 
SERVANT ATTACK 
PRETTY GIRL ATTACK 


BEAUTY ATTACK 
FIVE SQUIRREL ATTACK 
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EFFECT 


2,000HP DAMAGE TO ONE ENEMY AND HEALS ALL ALLIES’ HP 
800HP DAMAGE TO ALL ENEMIES AND HEALS ALL ALLIES’ HP 
1,000HP DAMAGE TO ALL ENEMIES 


1,300HP DAMAGE TO ALL ENEMIES 


EFFECTS 

1X DAMAGE TO ALL ENEMIES 

2 X DAMAGE TO ONE ENEMY; NANAMI UNBALANCED 
1X DAMAGE TO ONE ENEMY 

1X DAMAGE TO FIRST ROW OF ENEMIES 

1.5 X DAMAGE TO ONE ENEMY; POISON (30%) 

1.5 X DAMAGE TO ONE ENEMY; KNOCKDOWN (30%) 
2 X DAMAGE TO ONE ENEMY; YOSHINO UNBALANCED 


1 X DAMAGE TO ONE ENEMY; GABOCHA UNBALANCED; 20% CHANCE OF PERFORMING THE 100 KOBOLD 


ATTACK (3 X DAMAGE TO ALL ENEMIES) 

0.75 X DAMAGE TO ALL ENEMIES; HANNA AND OULAN UNBALANCED (30%) 
1.5 X DAMAGE TO ONE ENEMY; KNOCKDOWN (30%) 

1.5 X DAMAGE TO ONE ENEMY; 0.5 X DAMAGE TO ONE COLUMN OF ENEMIES 
0.5 X DAMAGE TO ALL ENEMIES (CHOOSE TWO) 

3 X DAMAGE TO ONE ENEMY; BOTH CHARACTERS MUST BE BERSERK 
BASIC GADGET DAMAGE TO ALL ENEMIES 

2 X DAMAGE TO ONE ENEMY; MIKLOTOV AND CAMUS UNBALANCED (30%) 
2.5 X DAMAGE TO ONE ENEMY; NINA UNBALANCED 

2 X DAMAGE TO ONE COLUMN OF ENEMIES 

0.5 X DAMAGE TO ALL ENEMIES; SUDDEN DEATH (20%) 

1.5 X DAMAGE TO ONE ENEMY 

3 X DAMAGE TO ONE ENEMY; SIGFRIED AND FEATHER UNBALANCED 

2 X DAMAGE TO ONE ENEMY; HIX TAKES THE DAMAGE FROM TENGAAR’S PART OF THE ATTACK 
1X DAMAGE TO FRONT ROW OF ENEMIES 

3 X DAMAGE TO ONE ENEMY; VALERIA UNBALANCED 

2 X DAMAGE TO ONE ENEMY; ABIZBOAH/L’ROLADIA UNBALANCED 

0.5 X DAMAGE TO ALL ENEMIES 

1.5 X DAMAGE TO ONE ENEMY; BOTH MONSTERS BERSERK 

1.5 X DAMAGE TO ALL ENEMIES; 0.5X DAMAGE TO ALL ALLIES 

2 X DAMAGE TO ONE ENEMY; BOLGAN UNBALANCED 

1.5 X DAMAGE TO ONE ENEMY; INSTANT DEATH (25%) 


1X DAMAGE TO ALL ENEMIES; ALL THREE BECOME UNFRIENDLY; FUTCH AND SASUKE TAKE 20% OF DAMAGE 


1.5 X DAMAGE TO ONE ENEMY; KNOCKDOWN (30%) 
4 X DAMAGE TO ONE ENEMY 
0.5 X DAMAGE TO ALL ENEMIES 


0.25 X DAMAGE TO ALL ENEMIES; SLEEP (70%) 


TAKES ONE ENEMY FAR AWAY, CAUSING INSTANT DEATH (90%); THE SUCCESS RATE IS 3% 
AGAINST ENEMIES WHO ARE IMPERVIOUS TO INSTANT DEATH 


2,000HP DAMAGE TO ONE ENEMY AND 1,300 HP DAMAGE TO REMAINING ENEMIES 


SUPER PUZZLE 


If you don’t already know what you’re 
getting into with this game, it’s time to set 
the record straight: this is not a fighting 
game! This is a puzzle game that uses 
some of the most popular characters from 
the Street Fighter universe. If you think 
you'll be good at this game just because 
you’re good at Street Fighter, think again! 
Within these pages, you'll learn to make 
the jump from fighting monarch to puzzle 
master and show all your friends that you 
really can back up all that talk! 


GLOSSARY OF TER 


COLUMN 


Columns are the vertical rows in the 
playfield where you can stack your gems. 
Throughout this guide, the columns are 
referred to from left (Column 1) to right 
(Column 6). 


POWER GEM 


A Power Gem is created when four or more 
(always an even number) of same-colored 
gems are arranged in a square or 
rectangular pattern. Watch the in-game 
tutorial for an excellent illustration of how 
to form Power Gems. 


CRASH GEM 

A Crash Gem is a round, pulsating piece 
that, when touched to an active gem of the 
same color, causes that gem and any 
adjacent gems to explode. 


FIGHTER 2 


THE LOWDO 


COUNTER GEM 

Counter Gems are the numbered blocks 
that appear when a player attacks his 
opponent. These blocks can’t be activated 
by Crash Gems until they count down to 
zero. The counter advances after a new 
piece is placed in the playfield, so the 
faster gems are dropped, the faster the 
timer will count down. 


DIAMOND 


When placed directly above a gem, Crash 
Gem or Counter Gem, The Diamond will 
annihilate all gems of that color. This is true 
even in situations where the Diamond 
touches a Counter Gem that is still 
counting down. If the Diamond is dropped 
so that it does not touch any gems, the 
player is rewarded with a Tech Bonus worth 
2,000 points. 


TAUNT 


You can taunt your opponent by pressing 
Ga), Characters can only taunt once per 
round, so use taunts wisely! If you taunt 
your opponent right before a really big 
attack lands, your character will perform a 
special attack animation. It doesn’t increase 
the attack damage, but it looks really cool! 
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BASIC STRATEGIES 


AND TECHNIQUES 


@ Avoid stacking gems in the fourth 
column (the one where your pieces 
originate). You lose when the entire 
fourth column is stacked to the top 
(preventing the next piece from entering 
the playfield), so stack your gems 
everywhere else first. The only 
exception is when a really good combo 
opportunity comes along, but act 
quickly to avoid any attacks by an 
opportunistic opponent. 


@ Try to create Power Gems as often as 
possible. One small square Power Gem 
is as powerful as 10 regular gems 
strung together. 


@ Try to build multiple Power Gems and 
destroy them either simultaneously or in 
“chains” to increase your attack 
damage. A chain attack occurs when 
the breaking of one set of gems results 
in the breaking of another set of gems. 
Even though simultaneous attacks are 
more powerful, chains can be created 
that go on for many steps (eight or more 
in extreme cases!), and they’re easier to 
set up than simultaneous attacks. 


@ Memorize every character’s drop 
patterns. By strategically placing your 
gems, you can turn your opponent’s 
attacks into ammunition for your own 
counterattacks. 


@ It’s usually to your advantage to delay 
your first attack for as long as possible. 
Avoid making several small attacks in 
sequence at the beginning of the 
match. In most circumstances, you'll 
simply load your opponent with the 
ammunition to crush you. 


Pay attention to the “Next” display. By 
identifying the next piece before it 
comes out, you can organize your 
gems more effectively and better 
prepare yourself for attacks and 
counterattacks. 


CONTINUED > 
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e At the highest level of play, you must 
read your opponent’s playfield as well as 
your own. This is a difficult skill to master, 
but it lets you coordinate your attacks 
and counterattacks more effectively. 


e Speed pays! The faster you drop your 
gems, the faster you can set up 
devastating attacks. Also, you will get 
to the Diamond faster, allowing you to 
dig your way out of a bad situation if 
your opponent surprises you with a 
quick attack. 


e |f your gem stack is nearing the top, try 
to move your pieces into the small 
spaces at the tops of the other 
columns before dropping them into the 
fourth column. You might give yourself 
enough time to get a lucky piece, allow 
some of your Counter Gems to turn 
into real gems, or even get a Diamond! 


e |f your opponent is about to hit you with 
a big attack and you have a Crash Gem 
handy, try to position it so that it gets 
buried by gems of the same color 
coming from your opponent. This sets up 
a time bomb effect. If you can survive 
long enough for the Counter Gems to 
turn into solid gems, you'll get an 
automatic attack that could turn the tide 
of the fight against your unsuspecting 
and overconfident opponent. 


e |f you see a large attack coming your 
way, reduce the number of gems by 
launching your own attack before the 
Counter Gems fall into your playfield. 
Unfortunately, counterattacks of this 
type are only about half as powerful as 
regular attacks, but reducing the count 
by even a few gems can make the 
difference between defeat and victory. 


CHARACTER BREAKDOWN 
CHUN LI 


Chun Li has one of the weakest drop 
patterns in the game, so use her only if 
you’re playing for fun or if you’re trying to 
give your opponent a handicap. You have to 
be an expert to win with Chun Li ona 
regular basis. 

When playing against Chun Li, simply 
stack gems as high as you can on the 
outside rows (always leave Column 4 
empty) and wait for her to attack. If you 
can stay alive long enough for all of the 
Counter Gems to count down to zero, 
you'll have ample ammunition to throw 
back at her. 


DONOVAN 


Donovan is a very strong character 
because of his unique and powerful drop 
pattern. Although players can set up their 
own gems to take advantage of it, Donovan 
players can mix up small and medium 
attacks to thwart most attempts: at 
retaliation. 

When playing against Donovan, give 
yourself as much of a chance to win as 
possible. Always leave Column 4 empty, 
and try stacking yellow gems in the second 
row. If Donovan drops a big combo, the 
yellow gems in the left corner of the screen 
will form a small Power Gem that you can 
use to counterattack (if you can ever get to 
it). Large attacks from Donovan can create 
Power Gems in your playfield, so do you 
best to stay alive and you may have a 
chance. 


FELICIA 


Felicia’s drop pattern isn’t as simplistic as 
Chun Li’s, but, she’s not that much better, 
and you must be an expert to rack up 
regular wins using her. 

When playing against Felicia, stack 
green gems in Column 2 or yellow gems in 
Column 5. When Felicia attacks, Column 1 
fills entirely with green and Column 6 fills 
entirely with yellow, so large stacks of 
those colors in the adjacent columns will 
form huge Power Gems after Felicia 
attacks. Her drop pattern also creates 
Power Gems in the middle of the playfield, 
so try to hold her off and leave Column 4 
open as long as possible. You'll get your 
shot eventually. 


Hsien Ko’s unique drop pattern is 
somewhat vulnerable to counterattack, but 
her opponent must have a perfect setup to 
take advantage. Hsien Ko is a very tricky 
opponent, even against expert players. 

When playing against Hsien Ko, place 
one yellow gem in Column 2 as a 
precaution against future attacks. Even 
though it won’t form a Power Gem when 
Hsien Ko attacks, it helps create a 
connection to the yellow gem that 
eventually falls there, and could help trigger 
longer chains in the middle or end-game 
phases. In general, you just have to outplay 
Hsien Ko. Even though her drop pattern 
can be exploited by expert players, she has 
a good chance of winning every battle she 
enters. 


PRIMA’S UNAUTHORIZED STRATEGY GUIDE 


Ken is, without question, the most powerful 
character in the game. Although his drop 
pattern has one key weakness, expert 
players know their way around it and crush 
their foes without mercy on a regular basis. 
Ken's weakness is as follows: If Ken drops 
several small attacks in succession, the 
only gems he drops are red. This is a very 
bad trend to continue, because it only 
takes one red Crash Gem to destroy all of 
the red gems and send a really damaging 
attack back to Ken. In some ways, a Ken 
who makes constant small attacks is 
almost playing like Dan. 

When playing against Ken, you must be 
prepared to dig yourself out of several 
tricky situations in almost every match. On 
large attacks, Ken’s drop pattern leaves 
alternating rows of solid color. This is 
difficult to counter because even with a 
Crash Gem, you are left with at least three 
rows of solid color, making it difficult to dig 
through the pile. Attack Ken before he can 
drop a big attack on you. If you manage to 
force Ken into making several small 
attacks, he drops lots of individual red 
gems on your side, which you can then use 
to launch a huge counterattack. This may 
be your only chance to survive. If you can 
beat an expert Ken player, especially with a 
character other than Ken, you are truly a 
force to be reckoned with. 


MORRIGAN 


Morrigan is an above-average character, 
but you can exploit several weaknesses in 
her drop pattern. Still, she easily ranks 
above Chun Li, Felicia, and Ryu. The key to 
winning with Morrigan is mastering the 
proper attack strategy. Timing is critical. 

When playing against Morrigan, drop 
your gems in strategic locations. Always try 
to stack at least two blue gems in Column 
2, then stack two red gems on top. This 
gives you two small Power Gems if 
Morrigan hits you with a medium or large 
attack, and could give you the critical 
ammunition you need to gain the upper 
hand. Keep Column 4 as empty as 
possible, even with the temptation of large 
Power Gems stacking up. If you must go 
for a big Power Gem setup in the center, 
do it quickly! 


RYU 


Although he’s one of the strongest 
characters in the Street Fighter universe, 
he’s decidedly average in this game. Ryu’s 
biggest problem is that his drop pattern is 
very simple and easily countered. Although 
he isn’t as easy to defeat as Chun Li or 
Felicia, he is still at a disadvantage in 
nearly every fight. 

When playing against Ryu, stack a very 
tall column of red gems in Column 2. When 
Ryu attacks, red gems fill the entire first 
row, and you are left with a huge red Power 
Gem that, all by itself, could probably 
defeat Ryu in one shot. Of course, as the 
match progresses, you have several similar 
opportunities with the other columns. 
Leave Column 4 empty and you should 
always have a chance against Ryu. 


SAKURA 


Sakura is a reasonably strong character, 
but her drop pattern has one critical flaw 
that can be exploited by ingenious 
opponents. She has no overt strengths or 
weaknesses and should beat weaker 
characters such as Ryu on a pretty regular 
basis. She ranks just below Morrigan. 

Watch for two things when playing 
against Sakura. First, always try to leave 
green gems in Column 2. When Sakura 
attacks, she leaves all green gems in 
Column 1, very similar to Ryu. You can also 
approximate this effect on the opposite 
side of the playfield by leaving yellow gems 
in Column 5. However, Sakura’s biggest 
weakness comes after she has made a 
large attack. If you get a Diamond, and you 
can destroy either red or blue gems with it, 
do it! Her drop pattern has alternating lines 
of red and blue in the center, so when one 
color is completely destroyed, the other 
gems stack together and form a gigantic 
Power Gem in the center of the playfield. 
At that point, connect the right Crash Gem 
and it’s lights out for Sakura. 


SECRET CHARACTERS 


AKUMA 


Akuma is one of the strongest characters in 
the game, but that doesn’t mean he can 
win at will. Even though Akuma’s drop 
pattern is the most effective in the game, 
he pays the price with an offensive 
handicap when attacking. This keeps 
opponents in the game longer, providing 
more chances to turn the tide of a match. 
There’s no grand strategy to follow 
against Akuma. His drop pattern is such that 
no arrangement of gems can be built upon, 
so make the best of what you get, and hope 
you can use it before Akuma buries it for 
you. Because Akuma is weaker on offense 
than any other character, attack more 
frequently. Don’t get careless, though, or 
Akuma will make you pay for your insolence. 


DAN 


Dan is the joke character of the game. 
Although definitely the weakest character, 
he can be the most fun to play! Dan’s drop 
pattern consists of only red gems, so any 
time Dan attacks, red Counter Gems appear 
in the opponent's playfield. This results in 
huge blocks of red gems that are easily 
countered, almost always resulting in Dan’s 
immediate termination. It takes an absolute 
master to win with Dan consistently. 


PLAY AS AKUMA 


Player 1: Highlight Morrigan, 
press and hold =), press 
v,%,%,¢,%,, then hit any 
button. 


press and hold 
button. 

Player 2: Highlight Felicia, 
press and hold =, press 


%,%,%,0,9,°, then hit any 
button. 


PLAY AS ANITA 


press and hold 


button. 


PLAY AS DAN 
Player 1: Highlight Morrigan, 


©, ©,%,%,%,%, then hit any 


Player 2: Highlight Felicia, 


2,2,2,%,%,%, then hit any 


DEVILOT 


Devilot is nearly identical to Akuma, except 
that her drop pattern is the mirror image of 
Akuma’s drop pattern. Because drop 
pattern strategy means little in fights 
against Akuma, simply adopt whatever 
gameplan you use against Akuma when 
fighting Devilot. Rumor has it that Devilot is 
more powerful than Akuma. Attack like 
crazy and do your best to hold out! 


LEI LEI 


Lei Lei is the little piece of paper that Hsien 
Ko wears on her head! Word is that Lei Lei 
is actually Hsien Ko’s sister, and her spirit 
somehow became trapped in the paper. Lei 
Lei plays exactly like Hsien Ko, so consult 
Hsien Ko’s strategy for more details. 


ANITA 


Anita is the little girl that Donovan watches 
over. Her drop pattern and strategy are the 
same as Donovan's, but she has a special 
attack that is worth infinite style points! If 
you can land a huge attack on your 
opponent, Anita sends over hundreds of 
tiny heads to rain down on her opponent 
and declare “Love For You!”. It’s bizarre but 
hilarious! 


PLAY AS LEI LEI 


Player 1: Highlight Morrigan, 
press and hold =, press © 
(so Hsien Ko is highlighted), 

then press any button. 


GEE) press 


Player 2: Highlight Felicia, 
press and hold ==, press 
©, (so Hsien Ko is 
highlighted), then press any 
button. 


GEES) press 


PLAY AS DEVILOT 


Player 1: Highlight Morrigan, 
press and hold =, press 
©, (so Donovan is 
highlighted), then press any 
button. 


Player 2: Highlight Felicia, 
press and hold =), press © 
(so Donovan is highlighted), 
then press any button. 


z 


Player 1: Highlight Morrigan, 
press and hold ==, press 
©,©,©,%,%,%, then hit any 
button when the timer 
reaches 10. 


Player 2: Highlight Felicia, 
press and hold ©, press 
>,2,0,%,%,%, then hit any 
button when the timer 
reaches 10. 
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SYPHON FILTER 2 


SYPHON FILTER 2 


As Gabe or Lian, it’s your mission to stop the Syphon Filter virus from falling into the hands of the evil Agency. To help 
you, here are walkthroughs for Missions 20 and 21, plus exclusive codes. 


New York: Sykes Parking Garage 
09/13, 22:00 
Operative: Gabe Logan 


Briefing: 

Teresa is dead...killed by Chance, who has 
secretly been an agency operative all 
along. He’s completely covered in high- 
impact Kevlar Armor—which even 
grenades cannot pierce. You’ve only got 
one goal now. 


MISSION OBJECTIVES 


Eliminate Chance. 


MISSION PARAMETERS 


Do not damage the helicopter. 


It all comes down to this: Chance has been 
working for the insidious Agency all along 
and has killed Teresa and Ramirez. You cannot 
stop until Chance is dead. Pay attention to 
the cut scene that opens this final battle, 
because it provides you with some subtle 
hints on how to beat Chance. Hint: If your 
Danger meter is flashing red, ROLL! 


AChance will relentlessly follow you. 


Chance is covered head-to-toe in 
Kevlar Armor and you’re packing a .45 and 
some other useless weapons—not good! To 
make matters worse, he chases you all 
over the top floor of the parking garage, 
firing head shots and never giving you a 
chance to rest. While it seems an 
impossible task to bring him down, it isn't. 
However, it may take you a few tries before 
you can pull it off. Here’s how it’s done. 

Begin by running though the right 
opening of the stairwell. Head straight 
toward the helicopter and run directly to its 
opening in the middle. Here, quickly open a 
crate lying on the cargo bed that contains 


the UAS-12 (there’s also a Flak Jacket in a 
crate on the other side of the craft, if you 
need it). 


The crouch-walk enables you to sneak up on 
enemies, safely navigate narrow areas and 
move from obstacle to obstacle without being 
seen or detected. This is an indispensable 


move and you should use it often. Execute the 
crouch-walk by pressing and holding down x 
while moving in any given direction. You can 
also use the crouch to duck and take cover 
behind certain obstructions. Handy for 
avoiding a hail of gunfire. 


Now run around the back end of the 
chopper (if Chance is chasing you from the 
front) or the front (if he comes toward you 
from the back of the helicopter), being 
careful not to run into the whirling tail 
rotor—it slices, it dices! 


AWatch out for the rotating tail rotor. 


But, wait—that’s not all! Once you clear 
the tail rotor, you should see a short wall 
up ahead, with a ramp behind it. Run to 
the wall and climb over it and hide on the 
ramp. Then, wait for Chance to make a 
move toward you. Don’t wait too long, 
though, because he will throw grenades 
down into the ramp area. 

Now’s your opportunity to end this 
madness! Activate the UAS-12 and walk out 
from behind the short wall. Fire the weapon 
and it knocks Chance back a couple of 
feet. As long as he is off balance, he won't 
be able to get one of those insta-death 
shots off. Angle yourself, so that you 
position Chance between you and the tail 
rotor. Now shoot him a couple of times and 
the combined force of your attack will 
knock him into the tail rotor blades! 
Chances are that he no longer wears that 
silly grin and, thanks to your friend, the 
“chopper”, he has lost a few pounds in all 
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of the right places too: head, limbs, etc. 
After you have disposed of this modern day 
Benedict Arnold, the final cut scene plays 
and the credits roll. Congratulations! You 
have saved Lian Xing, defeated the Agency 
and Chance, and lived to see another day. 

Just when you think it is over, another 
cut scene plays leaving the story open for a 
future Syphon Filter adventure—and for 
corruption at the highest level of 
government. Syphon Filter 3, anyone? We 
can only hope this could be true... 


Some of the missions you encounter 
require you not to be seen or heard. This 
leaves out most of your weapons, with 


the exception of the Combat Knife, 
Silenced 9mm, Sniper Rifle, Nightvision 
Rifle, Gas Grenades and Hand Taser. Be 
sure to check the Mission Parameters 
first before you enter with guns blazing. 


CODES AND SECRETS 


HARD MODE 


To access the game’s Hard Mode, move 
the cursor onto New Game during the title 
screen, then push and hold down the 
following buttons: 

P + Gea) + 1 +R] + B+ O+xXx 

You’ll know you’ve entered the code 
correctly if you get a bell sound and the 
message “Playing on HARD difficulty” 
appears on screen. 


MOVIE THEATER 


To access the Movie Theater, go to the 
Pause menu and select Briefing. With 
Briefing highlighted, push and hold the 
following buttons: 


> +O) +R2)+O@+xX 


AThe Movie Theater: Choose a flick! 


Now go to Options and Cheats. You'll find 
Disc 1 Movies and Disc 2 Movies among 
the selectable options in the Cheats menu. 


END LEVEL/LEVEL SELECT 
To access the game’s End Level (it also 
works as a Level Select) cheat, go to the 
Pause menu and select Map. With Map 
highlighted, push and hold the following 
buttons: 
$ + 2+ +u +0+x 

Go to the Options menu and select 
Cheats to find the End Level cheat. Sorry, but 
it won't work if you are playing in Hard Mode. 


UNLOCKING ARENAS 


You can unlock the following ten 
multiplayer arenas by obtaining certain 
items, or accomplishing specific tasks, in 
the game. 


Mission: (1) Colorado Rockies 
Task: Find H11 crate in cave next to 
the waterfall. 

Unlocks: Colorado Rockies arena 


Mission: (3) Colorado Interstate 70 
Task: Find the Binoculars located in the 
crate in room that’s in the first tunnel. 
Unlocks: Caves arena 


Mission: (8) C-130 Wreck Site 

Task: Take out Archer with one shot as he 
rides the chopper. 

Unlocks: Jungle arena 


Mission: (9) Pharcom Expo Center 
Task: Find girlie magazine in locker. 
Unlocks: Pharcom IncubatorLab arena 


Mission: (11) Moscow Club 32 

Task: Kill all three of the bodyguards that 
enter the dance floor at the beginning of 
the Mission before they are able to throw a 
grenade in your direction. 

Unlocks: Disco Basement arena 


Mission: (12) Moscow Streets 

Task: Search the first car on right that tries 
to run you down at the end of the alley to 
find PK-102. 

Unlocks: Rhoemer’s Bunker arena 


Mission: (13) Volkov Park 

Task: Search the first car on the right at 
the beginning of the level, before it is blown 
up by a bodyguard, to find a BIZ-2. 
Unlocks: Surreal arena 


IAM KING 


a) 


4You can unlock a total of ten multiplayer 
arenas using our tricks and codes. 


Mission: (15) Aljir Prison Break-in 
Task: Make it through Mission without 
using Crossbow. 

Unlocks: Aljir Prison arena 


Mission (18) Agency Bio-Lab Escape 
Task: Get into Operating Room. 
Unlocks: Agency Computer Lab arena 


Mission: (19) New York Slums 
Task: Find Dirty Laundry in the washing 


machines inside the building that is on fire. 


Unlocks: D.C. City Park arena 


In addition to unlocking of the ten 
multiplayer arenas, there are seven other 
secrets to uncover in the game. These 
unlock additional multiplayer characters as 
well as bonus movies and are typically 
harder to accomplish, so persevere. 


Mission: (8) C-130 Wreckage Site 
Task: Finish the level in under three 
minutes. 

Unlocks: Playable Syphon Filter 1 
characters in two-player game 


Mission: (20) Slums District 

Task: You must make it to the top of the 
stairway in the parking. structure and 
retrieve the M-79 from the Weapon Crate. 
Unlocks: Playable Syphon Filter 2 
characters in two-player game. 
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TION JEE 
ROLLER SETUP 


DONE 


You can’t pick up extra ammo if your weapon 
is already maxed out. You just have to 
backtrack and pick the ammo up when 
supplies are short. 


When using regular, Tear Gas and Gas 


Grenades, make sure you’re not standing too 
close to a wall or object...unless you want to 
stun yourself as well as your enemies. 


c ualia NOHdAS 


TACTICS OGRE 


TAGTIGS OGRE 


A combination of traditional roleplaying and turn-based tactical wargame, this incredibly absorbing little gem is often 
overlooked. Do yourself a favor and check it out—and if you’re finding it a bit tricky, this beginner’s guide will make it 


easy to get started. 


COMBAT 


MAXIMIZING ATTACK POTENTIAL 
To make the most of your attacks, try to 
attack an enemy’s flank or rear. Attacks to 
the flank (the side) of a foe gain a 25 
percent advantage on a usual strike. 
Attacks to an enemy’s rear gain 50 percent. 
A useful trick is to send a character behind 
a powerful enemy to attack from the rear. 
When he turns to face his attacker, send 
another to attack from behind again. By 
constantly forcing a foe to turn around, 
exposing his rear and flanks, you can cut 
him down in half the time. 


MINIMIZING ENEMY ATTACK 
POTENTIAL 

Advancing in formation—i.e., together, 
standing shoulder to shoulder, instead of 
running away and scattering—protects 
your flanks and rear. This robs the enemy of 
any opportunity to get in behind or beside 
you. And, as he advances, you can pelt 
him with a hail of missiles. 


ATTACK SPEED 

Faster characters attack first. If you want 
speed, avoid weighing your characters 
down with heavy weapons. 


GUARDIAN ELEMENTS 


Opposite elements do more damage to 
each other in combat. Remember this 
when you go into battle. The opposite 
elements are Fire/Water and Wind/Earth. 


DIRECT VS. MAGIC/MISSILE 
ATTACKS 


Strike with a direct attack and the enemy 
gets a swipe at you; hit with magic or 
missiles and they don’t. If your direct 
weapon affects two squares, though, an 
enemy on the farther one cannot strike 
back unless he too has a long-range 
weapon. 


MISSILE ATTACKS 


It’s usually worth trying a missile attack, 
even if the enemy is outside your effective 
range. You often get a hit. Missile attacks 
are easier if you're on higher ground than 
your opponents. Although missiles can hit 
outside your effective range, this is not true 
for magic and specials. These can only be 
cast inside your range. 


TRAINING 


Training is essential to your success. It’s 
important that the party members are of 
roughly the same strength before going 
into battle. When training, keep the 
following points in mind: 

e Make sure all the weaker members of the 
crew are in the same training team. Put 
the stronger members in the other team 
and choose to control it. Allow the 
weaker, computer-controlled team to take 
the stronger one apart, gaining 
experience. 

Alternatively, control the weak team and 
make sure they’re in the thick of it at all 
times. Training isn’t about winning or 
losing—there’s no reputation to worry 
about, like in Ogre Battle, so this can be 
done without penalty. 

If you win a battle but lose important 
characters in the process, go back to 
your last save position and train your 
party, then tackle the same battle again. 
Don't press on with a weakened party— 
you'll regret it. 


SPEED 


Go for speed. Move your party as fast as 
possible to maximize moves and attacks, 
out-pacing and out-fighting your assailants. 
Keep heavy equipment to a minimum, and 
grab dexterity cards after battles whenever 
possible. Keep your party consistently fast; 
there’s no point having one character who’s 
much faster than everyone else charge 
ahead to attack the enemy single-handed 
while the slower members catch up. 


<< Try to keep your 
party in a good 
solid formation, 
which will prevent 
them from getting 
surrounded. 


EDIT YOUR PARTY 


After every battle, you have the chance to 
visit a store and edit your party. Take both. 
There’s no point winning money if you don’t 
spend it, and no point buying weapons or 
winning them in battle if you leave them 
unused in your collective inventory. Make 
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sure the weapons and armor you gain are 
equipped. 


DEFEATED WIZARDS 


When you have toppled a wizard, 
remember to pick up what he drops. It’s 
often a spell. 


SPECIAL ABILITIES 


Pay attention to characters with special 
abilities and items that offer special 
talents—warp shoes allow movement 
without terrain restrictions, for example. 
Give these to the right characters and use 
them to your advantage. 


FOCUS ON ONE ENEMY 


When several of your characters can attack 
various enemies, focus their strikes on a 
single foe. If, for example, five of your guys 
are fighting five foes and each of your 
characters attacks a different enemy, you 
quickly wound them all but still face five 
return attacks. If, however, you all attack a 
single foe, you’ll probably kill him and face 
only four return attacks. Dead characters 
can't fight; wounded characters can not 
only harm you, they can also be healed, 
undoing your good work. 


KILL THE LEADER 


Early in the game, when your task is to kill 
the leader, it’s best to kill all his troops and 
collect the ability cards they leave behind 
before going for the leader himself. You 
can’t progress unless you gain ability and 
experience in this manner. Later on, when 
fights are dangerous, you may want to kill 
the leader first in order to minimize enemy 
attacks. 


WANDERING MONSTERS 


You may have to fight random battles 
against groups of wandering monsters on 
the road from one town to another. The 
objective is usually to kill all enemies. 


ON THE CARDS.... 

Identify a card dropped by a fallen foe by 
positioning your movement and combat 
cursor over the square containing it. Do 
this as soon as a card is released, then 
save it for the character who needs it 
most—save a Dexterity card for a slow 
character, for example. Remember that 
when you kill the last enemy (in “Kill All 
Enemies” battles) or the leader (when your 


task is to “Kill the Leader”), the battle ends 
and all outstanding cards are lost. 


SAVE THEN DECIDE! 


Tactics Ogre has eight different endings. 
When you have completed it once, try 
again! It’s a good idea to save the game 
just before making a monumental decision 
and keep that save point for later use. 


JUMPING RIVERS 


If a river is only one square wide, you can 
jump it as long as you’re at the same level 
or higher than the square you’re jumping to. 


WINGED CREATURES 


Winged creatures can move anywhere, 

regardless of terrain. Make sure you don’t 
rush them into battle too far ahead of the 
main force, though, or they die uselessly. 


USE THE TERRAIN 


Use the terrain to your advantage. Stay put 
and make a stand on flat ground rather 
than run up a hill. 


MEET THE CHARACTERS 


These are the various character classes 
you could meet or recruit as you tackle 
Tactics Ogre: 
e Fighter: This is your basic thug. He can 
develop himself and become another 
character class as he progresses through 
experience Levels. 
Amazon: As above, but female. 
Wizard: Needless to say, wizards rely on 
magic rather than hand-to-hand combat. 
Gaining more spells as they progress 
through the game, the wizard is a useful 
character, as magic attacks often hit 
multiple foes and can strike targets 
inaccessible to other attack forms 
(because of terrain problems). 
Cleric: These spellcasters have little 
aggressive magic, compared to wizards, 
but are better in close combat. They’re 
excellent with healing spells and at curing 
“affect” spells that turn your guys to 
stone, make them fall asleep, etc. Make 
sure you have a cleric in the party. Better 
still, take two, in case one is wounded. 
Witch: Generally, witches are female 
wizards, with different spells. Many of 
their spells change an enemy’s status, 
sending them to sleep, poisoning or 
charming them, etc. They can also cast a 
Rain Heal spell. They’re lousy fighters — 
make sure they’re not attacked by hand. 
Ninja: Ninjas are excellent fighters and 
move very quickly. They can walk through 
water, and if you put a non-missile 
weapon in each hand, they attack twice. 
They can even use a single spell (Sleep). 
e Archer: Archers are extremely useful 
when equipped with the largest bows you 


have, but not so hot in a face-to-face 
fracas. Keep them behind the front line, 
only engaging them in close combat if 
necessary. 

Beast Tamer: With their mean whips and 
good defensive skills, the beast tamer 
functions best against large foes. 

Mage: These female characters are 
basically the same as wizards, but can 
handle weapons such as staffs and 
crossbows with greater efficiency. This is 
a good character to have on your side. 
Priest: This is an excellent character to 
have. Not only do they fight well, but they 
can also cast healing and exorcism 
spells, making them very versatile. 
Shaman: This is a more advanced version 
of the cleric. The shaman has better 
healing spells and can also use holy 
magic against undead creatures. A useful 
upgrade—use it when you have a cleric 
ready to advance. 

Berserker: These fight best with heavy, 
two-handed weapons. They always hit 
hard, but are especially effective against 
wizards, who they crush with ease. For 
this reason alone, they’re worth a place in 
anyone’s party. 

Knight: Another character class that 
fights well with heavy weapons. They cut 
their way through any enemy, but are 
especially useful against mages and 
healers. As those two classes fight 
poorly, they’re usually trashed by knights. 
Hawk Man: These cannot be upgraded, 
or upgraded to. They’re very useful, 
though, enjoying great special attacks 
and suffering no penalties when moving 
over uneven or ”inaccessible” terrain. 
Hawk men are great with bows, too. 
Overall, they are a wonderfully versatile 
character. 

Reptile Man: These are useful against 
large and weak characters, but offer no 
real bonuses over ”normal” fighters. We 
don’t recommend them—they’re nothing 
special. 

Golem: This lumbering behemoth hits 
hard and as his Level grows, earns a 
good defense rating—but, speed is not 
his strong suit. 

Octopus: These are hardly the most 
versatile of creatures. Although tough in 
the water, they suffer such harsh 
penalties on dry land that they’re not 
recommended as a party member. When 
fighting an octopus, stay out of the water 
and use missiles. 

Green Dragon: This large creature 
develops a superb poison breath attack 
when it gains experience. It moves fairly 
quickly, too. 

Red Dragon: Unlike the green dragon, 
this monster uses fire as its breath 
weapon. This one is a tough fighter. 

Blue Dragon: Another day, another 
dragon. This one has a nasty frosty ice 
breath as its main weapon. 
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<< Make sure 
you keep track 
of the important 
attributes of 
both friendly 
and enemy 
characters. 


LEADER 


e Dragon Warrior: This dynamic fighter is 
adept with all hand-to-hand weapons, a 
hero when it comes to toppling dragons, 
and hard to hit due to good defenses. His 
only real weakness is his vulnerability to 
arrow attacks. 

e Evil Ones: Evil by name, evil by nature. 
Their defenses are so good, they rarely 
need armor. 

e Dragon Ranger: A female version of the 
dragon warrior. They use weapons and 
armor with great skill, and trash dragons 
faster than Saint George. 

e Muse: If you have a muse, equip it with a 
spear—they’re awesome at handling these. 

e Lich: You can’t get a lich unless you first 
find the Ring of Death. Give the ring to a 
wizard, equip it, and let him get killed by 
an enemy. He’s reborn as the lich. 

e Sword Master: Like ninjas, sword masters 
can strike twice if given two weapons. 
This is useful when standing toe-to-toe 
with an enemy—you hit twice but he 
strikes back only once. Sword masters 
also have limited spell capabilities. 

e Doll Mage: It takes a long time for anyone 
to reach this class, but a doll mage 
benefits from some very strong magic, so 
they’re worth getting if you have a 
character ready to become one. 


Infinite Goth 

Level Up in Battle for 
Character in Position 1 
(Hero) 

Level Up in Battle for 
Character in Position 2 
Level Up in Battle for 
Character in Position 3 
Level Up in Battle for 
Character in Position 4 
Level Up in Battle for 
Character in Position 5 
Level Up in Battle for 
Character in Position 6 
Level Up in Battle for 
Character in Position 7 
Level Up in Battle for 
Character in Position 8 
Level Up in Battle for 
Character in Position 9 
Level Up in Battle for 
Character in Position 10 
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TEKKEN 


TEKREN 


This pixel-perfect conversion of the arcade smash stunned and amazed gamers the world over when it was released— 
for the first time, you could really have an arcade in your living room. To this day, only its own sequels have really 
bettered it, confirming its status as a modern classic. Polish your skills with this extensive move list. 


GENERAL TIPS 


e Each time you complete the game with a 
single fighter, you are granted the ability 
to control the sub-boss you defeated on 
your way to victory. 

e Once you have all the sub-bosses, 
complete the game without continuing to 
gain control of Heihachi. 

e Reset the game at any point by pressing 
emand [=> simultaneously. 


WINNING STRATEGIES 


The same set of basic moves is used by all of 
the fighters, but then each character has a 
repertoire of unique moves that sets him or 
her apart from the rest. Familiarize yourself 
with the standard techniques of Tekken, then 
explore the finer points of the character that 
interests you. 


THE FIGHTERS 


KAZUYA 


Flash Punch Combo LP LP RPE 
Demon Slayer LP RP RP 
Rising Sun U-F, RK, RK 


Tsunami Kick (while rising from crouch) RK, RK 


Rising Uppercut F, D, D-F, RP 
Leaping Side Kick FREEK 
Left Splits Kick R ELK 
Double Uppercut D-F, LR RP 
UNLISTED MOVES 
Backward Spin Kick U-B + RK 
Forward Spin Kick U-F + RK 
Arm Breaker LP + LK 
Hip Toss RP + RK 
Headbutt F, F+ LP +LK 
Reverse Jump Punch U-B, U, U-F, RP + RK 
PAUL 
Bone Breaker D + RK, RP 
Shredder U-F, LK, RK 
Jaw Breaker (while rising from crouch) 
D, D-F, F, RP 
Front Scissors Kick F, F, RK 
Heavy Power Punch D, D-F, F, RP 
Double Hop Kick F, F, LK, RK, RK 
Down Strike D+ RP 
Foot Launch (near opponent) LP + LK, hold B 
UNLISTED MOVES 
Arm Throw LP + LK 
Leg Push Throw RP + RK 
Shoulder Blast F, F + LP + RP 
Two-Hit Kick F, F + LK, RK 


KING 

Exploder F, F, LK + RK 
Capital Punishment U-F, LP + RP 
Elbow Drop U-F + RP + RK 
Konvict Kick F, F, RK 
Running Exploder F, F, F, LK + RK 
Two Jab Uppercut RP LP RP 
Jumping Knee Drop U-F, LK + RK 
Head-First Lunge F, F, LP + RP 
UNLISTED MOVES 

Shin Kicks hold D-F, RK, RK, RK 
Power Bomb D, D-F, F + LP 
Leg Swing B, D-B, D, D-F, F + LP 
Leg Grab D-F + LK + RK 
DDT D-B, D-B + LP + RP 
NINA 

Bermuda Triangle LP RP RK 
Flash Kicks D-F + LK, LK, LK, RK 
Forward Flip Kick F, F, RK 
Can Opener U-F, RK, LK, RK 
Running Jump Kick F, F, F, LK 
Blonde Bomb F, F, RP + LP 


Jumping Flip (near opponent) LP + LK, hold F 
Backhand Slap (near opponent) D, D-F, F, 
LP + RP 


UNLISTED MOVES 
Leg Scissors Arm Snap (executed 
during Backhand Slap) LK, RK, LK, LP + RP 
Sidestep Arm Snap LP LK, RP, LP 
Falling Arm (executed during Sidestep 
Arm Snap) RP, LP, LK, RK, LP + RP 
Double Arm LK, LP RK, LP + RP, LP + RP 
Arm Throw LP + LK 
Shoulder Toss RP + RK 
Crane Punch (unblockable) D-B + LP + RP 


JACK 

Megatron Blast B, D-B, D, D-F, RP 
Cross Cut Saw F, F, LP + RP 
Jack Hammer LP LP LP 
Pancake Press U-F, LK + RK 


LP—Left Punch 
RP—Right Punch 


LK—Left Kick 

RK—Right Kick 

U—Up 

D—Down 

F—Forward (toward opponent) 
B—Back (away from opponent) 
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Sit Down D+LK+RK 
Sit Punch x4 (while sitting) LP, RP, LR RP 
Machine Gun Blast D-B, LP LP LP 
Overhead Smash D-F, LP + RP 


Windmill Punch (while rising from crouch) 
F, LP RP LP 
UNLISTED MOVES 


5-Hit Low Punches D + LP + RP (x4) 


Overhead Lift RP + RK 
Big Splash LP + LK 
Backbreaker D, D-B, B + RP 
Power Bomb D, D-F, F + Low Punch 
Wind-Up Bomb (unblockable) rotate D 


pad counter-clockwise five times 
starting at B, LP 


LAW 


Rave War Combo hold F, RP, RP, RP 


Shaolin Spin Kick RK, LK, RK 
Catapult Kick hold D, U, RK 
Rainbow Kick hold D, U, LK + RK 
Running Sidekick EFR ELK 
Dragon Low Kick D +LK 
Triple Head Kick LK, LK, LK 


Knee Lift (near opponent) F, hold F, LK + RK 


UNLISTED MOVES 

Death from Above LP + LK 
Face Punch RP + RK 
Knee Bash F, F + LK + RK 
Dash Punch (unblockable) D-B + LP + RP 
MICHELLE 

G-Clef Cannon LP LP LP 
Razor’s Edge D + RK, LP 


Skyscraper Kick (while rising from crouch) RK 
Tequila Sunrise (while rising from crouch) RP 


Twin Arrow F, F, LP + RP 
Slow Power Punch D-F, RP 
Spinning Sweep D+RK 


Spin behind 
UNLISTED MOVES 


Roundhouse Kick (while rising from crouch) LK 


(near opponent) RP, hold B 


Uppercut (while rising from crouch) LP 
Vertical Kick D-F + LK 
Crunch Suplex RP + RK 
Shoulder Suplex LP + LK 
Skyhook Throw D-F + RP LP 


Charging Uppercut (unblockable) 
B, B, hold B until leg rises, LP 


YOSHIMITSU 

Solar Kick F, F, LK + RK 
Shark Attack (during Solar Kick) LP + RP 
Stone Fist hold B, LP 


Poison Wind U-F, LK + RK 
Three-Kick Combo RK, RK, RK 
Zig Zag LK, RK 
Knee Bash F, F, RK 
Crouching Spinning Kick hold B-D, LK 
UNLISTED MOVES 

Power Slam LP + LK 
Sword Smash RP + RK 
Sword Slash B-D + LP 
Sword Stab (unblockable) B, B, B + LP 


THE SUB-BOSSES 


Each sub-boss is a derivative of one of the 
eight standard fighters. Therefore, in 
addition to unique moves, they can 
perform most moves of the character 
they’re derived from. Each of the standard 
fighters faces a specific sub-boss on the 
way to Heihachi. 


ANNA 

(derivative of Nina) 

Knifing Palm (while rising from crouch) F + LP 

Overhand Knifing Palm (while rising 
from crouch) F+ RP 

Sweeping Palm (while rising from crouch) 


D-F + RP 
Flip Kick hold D, U + RK 
Triple Slap B + LP LP, LP 
ARMOR KING 


(derivative of King) 

Triple Slide Kick hold D, hold D-F, RK, RK, 
RK 

Aerial Power Bomb RP + RK, D, D, D + RP 
+LP 


GANYU 
(derivative of Jack, but not with all his 
moves) 


Overhand Smash D-F + LP + RP 
Double Uppercut hold D, B + LP + RP 
Big Clap F, F + LP + RP 
Palm Heel Smash D, D-B, D, D-F + RP 
Sumo Palm Strike D + RP 
Rising Palm Heel D-F + RP 
Sumo Stomp D + RK 
Big Squat U-F + LK + RK 
Double Slap LB LP 
Double Palm Strike D + RP RP 


Hundred Hand Slaphold F + LP, RP, LP, RP, 
LP, RP LP RP 


Left Hip Toss LK + LP 
Right Hip Toss RK + RP 
Shoulder Throw hold B + RK + RP 
KUNIMITSU 


(derivative of Yoshimitsu) 
Front Kick (while rising from crouch) B+RK 
Somersault Stomp U-F + LK + RK 


KUMA 
(derivative of Jack, but only performs some 
of his moves) 

Double Claw Smash 


D-F + LP + RP 


It’s more than a nostalgic flashback or a time killer while Tekken is loading. Galaga has eight stages 
and you progress through them by scoring a “Perfect” on each. When you complete all eight stages 
without using more than one continue, you gain control of Devil Kazuya, but only in Arcade Mode. 

Access him by highlighting Kazuya on the character select screen and pressing Start instead of 
one of the action buttons. While playing Galaga, acan be held down for autofiring, while all other 
buttons fire a single shot. If you failed to get a “Perfect,” hit the c=mbutton as your stage results 
are shown to replay the stage. If you complete the first stage fast enough, you receive a second 
ship to double your firepower and make things much easier. 


Reverse Claw Smash (while rising 
from crouch) B + LP + RP 

Sandwich Claw F, F+ LP + RP 

Bear Squat D-F + LK + RK 

Power Claw B, B-D, D, F-D + RP 

Sit D+LK+ RK 

Four-Hit Sitting Combo (while sitting) 
LP RP LP, RP 

Reverse Double Claw (while rising 


from crouch) B + LP + RP, LP + RP 
Triple Windmill (while rising from 
crouch) F + LP RP LP 


Flying Bear Press LP + LK 
Bear Hug RP + RK 
Headbutt F + RP + RK 
LEE 

(derivative of Law) 

Shin Kick D +LK 
High Kick/Roundhouse RK, LK 
Double Axe Kick hold D, LK, LK 


Double P/Elbow Smash hold F + LP, RP, RP 
Axe Kick/Roundhouse F, F, LK, RK, RK 
Multikick Attack (while rising from crouch) LK, 

LK, hold D, LK, LK... (continue tapping LK) 


P. JACK 


(derivative of Jack) 
Overhand Hammer 
Winding Uppercut B, D-B, D, D-F + LP 
Triple Uppercut hold D-F + LP, RP, LP 
Crouching Combo hold D + LP, LP, LP, RP, 
LP RP 


D + LP 


Plier Slam RP + RK 
WANG 

(derivative of Michelle) 

Palm Heel Strike F + RP 
Overhand Hammer D-F + LP 
Underhand Hammer D-F + LP + RP 
Five-Hit Combo RP LP LP LP RP 
Whirling Hip Toss LP + LK 


He’s the last one to beat for all of the 
contenders. Or is he? Not only is he a 
derivative of Kazuya, he’s also his father. 
When you’re fighting against him, attack just 
after he does his vertical kick maneuver. 
Hold back until you see your opening, get in 
a kick or a throw, then resume blocking. You 
can often win by having more power left 
when the timer runs out. 
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HEIHACHI 


(derivative of Kazuya) 


Overhand Hammer D+LP 
Spinning Backhand F + RP 
Tiger Fist D, D-F, F + RP 
Tiger Uppercut F, F + RP 
Tiger Kick F, D, D-F + LK 
Tiger Sweep F, D, hold D-F + LK 


Triple Tiger Sweep F, D, D-F + RK, RK, RK 
Somersault Kick D, U-F + LK + RK 


Sidestep Dodge B, B,B 
T-Bolt Neck Breaker LP + LK 
Giant Piledriver RP + RK 


GETTING SUB-BOSSES 


QUICK AND EASY 


The simplest way to beat the game and 
access all the sub-bosses is to set the 
difficult to “Easy,” the number of rounds 
per match to one, and the match timer to 
20 seconds. If you’re winning toward the 
conclusion of a round, you can often block 
until time runs out, then it’s on to the 

next opponent. 

When using a memory card, be sure 
you select the “Save Data” command under 
the Options menu before switching your 
machine off. The data automatically loads 
whenever you turn your PlayStation back on 
with the Tekken CD in the machine. 


CONTROLLING HEIHACHI 


To gain control of Heihachi you must 
complete the game with one of the main 
eight fighters without using a single 
continue. This isn’t as easy as gaining the 
sub-bosses, but it’s best accomplished by 
using the same game settings. 


801232DE0080 
801243120080 
801243120000 
801273D0FFFF 
801273D200FF 


Infinite Health P1 


Infinite Health P2 

No Health P2 

Select All Extra Players 
Select All Extra Players 


TEKKEN 2 


TEKKEN 2 


The original was groundbreaking, and this stunning sequel redefined the beat-’em-up genre forever. The vast range of moves available to every 
character and the fluid gameplay gave it a depth and longevity that previous fighting games had only dreamed of. Still a work of art, and one of the 


finest games ever to grace the PlayStation. 


REGULAR CHARACTERS 


If you see the term “neutral” used during a 
move or combo you must recenter the control 
pad before continuing. For example, if you 
have pushed the pad to the right, you must 
return it to “neutral” (center) before continuing. 


SPECIAL TECHNIQUES 

Shining Fists EEA 
Devil Fists BAA 
Backfist Sta 
Punch, Backfist AA 
Double Uppercut w+mA 
Thunder Godfist neutral +s+ m 


Wind Godfist neutral but+a 
Left Axe Kick 22x 


Sky Foot Slice 333X 
Screw Blade Leg Attack >A+X®@ 
High-Low Jumping Spin Kicks A+@@ 
Right Axe Kick 3+0 
Crushing Kick @+x 
Corpse Splitter A+A+® 
Death Fist SUdtA 
Tile Splitter v+m 
Tile Splitter, Death Fist vtmA 
Demon Godfist DOtA 


Slice Kick neutral + s+ xXneutral 
Low Slice Kick neutral +x 
Shadow Foot €+ neutral +X+@ 
Demon Stomp 4+0 


Demon Splitter (unblockable) ++ m+ @ 


Tenstring + hold #+4AX@OOA 
Tenstring y+XAA0QOHNOHA 
Tenstring w+XAAO@OHAHAR 
SPECIAL TECHNIQUES 

Hammer Combo gag 
Punch, Elbow, Uppercut ABA 
Gigaton eem 
Megaton Sweep erbum 
Megaton Knuckle eebuta 
Hammer Knuckle wt+Mt+a 
Bravo Knuckle StM+A 
Power Scissors DO+M+Aor >2+m+A 
Double Uppercut, Hammer J4+@+AM+A 
Double Hammer, Uppercut B+AB+A 
Scissors, Megaton Punch Dt+M+ANTA 
Hammer Rushhold w+H A 
Machine-gun Knuckle “+S By+a 
Hip Press A+X+@ 
Sit Down bt+X+X 
Quick Jump (sitting) 4 
Blood Fan (sitting) BAMA or ABA 
Cossack Kicks K+X@X@X®@ 
Spring Hammer Punch (lying) b +m +A 


Gigaton Punch (unblockable) + ->+ m 
Tenstring +A BBARBABB+ABHA 
Tenstring J+A MB BABABY+B+AR+A 


A+B BOXOBABB+AB+A 
A+MMOXOBARV+B+A+A 


Tenstring 
Tenstring 


SPECIAL TECHNIQUES 

One-two Uppercut BAB 
Punch, Uppercut au 
Ali Kick(s) ++X+@00000 
Ali Kick, Middle Smash v+X+@A 


Ali Kick, Middle Smashhold M+@A 
Smash Uppercut DOtA 
Flying Cross Chop DO+M+A 
Jail Kick > 2+@ 
Drop Kick >3+X+@ 
Delayed Drop Kick x+® 
Satellite Drop Kick 399+X+0 
Knuckle Bomb A+B+A 
Short Elbow Drop S+m+A 
Elbow Drop R+4+0 
Elbow Sting 4+m+A 
Double Knee Drop A+X+@ 
Frankensteiner u+X+@ 


Jaguar Impact (unblockable) >+™+4 


Moon Press (unblockable) >+ m+@® 
Tenstring BAHHAGCOOEE 
Tenstring BABEXX@@HEHE or 
Tenstring BABEXX@XAB+A 
SPECIAL TECHNIQUES 

Punch, Middle Screw Punch an 
Punch-Kick Combo =x 
Punches mA 
Charging Strike D+A 


Punch, Cross Sweeps 
Punch, Middle Punch, Can-Can EKI 
Punch, Middle Punch, Front Kick mmx 


Middle Punch, Can-Can >+E 0 
Middle Punch, Front Kick 2+0 X 
Lightning Crescent >+® 
Backflip Kick +x 


Backflip Kick, Sweeps, Kick ¢+x@0 00x 


Backflip Kick, Charging Strike €+XA 
Leg Sweeps ~£+@0@ 
Leg Sweeps, Cartwheel Kick “+@®@@x 
Spinning Roundhouse 3+xX 


White Heron m+ 


Punches, Can-Can B+@AEEHO 
Punch, Crescent Low B+@AV+@ 
Punches, Leg Sweeps, Kick 
B+@AHOOOX 
Punches, Cartwheel Kick B+@ABEX 
Attack Reversal €+M+X 


Spinning Heel (unblockable) +x 
Tenstring + neutral ABB BAB OX 
Tenstring neutral AB BBAB+OBX+0 


Fourstring neutral AHEX 
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SPECIAL TECHNIQUES 

Punch, Turning Fist mA 
Spinning Punches m+A 
High Crescent, Heel Sweep xx 
Flying Wheel Kick, Quick Drop ex 
Crescent Kick xe 
Jumping Crescent(s) xet 
Front Kick >+® 
High Hook Kick DI+X 
Quick Turn €+X+@ 
Turning Uppercut (turned) 4 
Backfist (turned) m 
Sweeping Backfist (turned) ++ m 
Back Handspring Kicks (turned) 
X+0X+0xX-+0 

Turning Foot Sweep, Hook Kick 
(turned) 
++@@ 
Quick Drop (lies you on back) 4+X+@® 
Turn Over (lying on face)(back) @ 
Turn Over (lying on back)(facing) ++ m 


Sweep, Jumping Hook 
Crescent, Punch, Kicks 
neutral +@@A4X®@ or 4+0 
Crescent, Punch, Low/Mid Kick 
>+@HAX or © 
Foot Sweep, Jumping Hook Kick xeo 
Guard Melting Punches ~neutral+4@ A m 
Punches, Low Kick neutral +E A m AX 
Charging Crescent, Front Kick 
> neutral +x © 


(lying) X+® 


Phoenix Kick (unblockable) +m -+ @ © 
Tenstring BAHX+@AH@OBAX 
Tenstring BAEX+@OAHOHOO 
Ninestring BABX+@X+@X+ON RE 
MARSHALL LAW 
SPECIAL TECHNIQUES 
Double Knuckle AA 
Square-Triangle Punch mA 
Left Fist Flurry Beene 
Dragon Knuckle Combo DStAAA 
Step-In Middle Kick u+xX 
Cross High Kicks xxx 
Shin Kick v+x 
Shin Kick, High Kick, Middle Kick 
V+XXD+X 
Dragon Slash 33 hold 9+x 
High Flip Kickhold HRPA+O 
Flip Drophold URDA+X+O 
Low Kick, Flip Kick ++@X 
Double Flip Kick X+@X 
High Kick, Flip Kick @r+x 


High Kick, Flip Kick xe 


Low Spin Kick, Flip Kickhold VR+X® 
Lowkick, Flipkick X+@after Low Kick 
Dragon’s Tail “+@ 
Jumpkick, Flip Kick T+X®O 
Dragon Slidehold buwtx 


Dragon Fang (unblockable) £+ E +A 


w+ AABXXXOX®O 
M+ AAEXUXXOO® 
w+ XAAXGV+XXOO®8 
M+ XAAXXXOXO 


Tenstring 
Tenstring 
Tenstring 
Tenstring 


SPECIAL TECHNIQUES 
Rushing Uppercut >+E 
Back Leg Sweephold vut+®@ 
Penetrating Bow Leghold but@x 
Side Spin, High Kick, Leg Sweep 
x+0040 
Punch Combo +m 
Punt Kick w+X 


Death Push, Big Punch wtAH 
Death Push, Axe Kick w+4xX 
Double Strike B+A 
Death Push, Low Kick or High Kick 
u+AX or @ 
Front Leg Sweep v+@ 
Uppercut ++@On 
High Kick ++@neutral +® 
Fan Kick ++04+0 
Catapult, Sweep, Bow Leg amex 


Kick, Leg Sweep, High Kick @@ neutral 


+0 
Kick, Leg Sweep, Fan Kick (IETT) 
Kick, Leg Sweep, Uppercut eon 
Overhead Chop, Back Sweep, Fan 
w+ @X 
Dashing Left Elbow 23+8 
Dashing Punchhold outa 
Dashing Right Elbow hold $+ 
Dashing Punch, High Kick EAX 
Dashing Punch, Low Kick LENI 
Dashing Elbow, Kick 33+m 0 
Club Fist, Sweep, Bow Leg m+@xX 


Death Push, Punt Kick, Uppercut 4+xX@ 


Punches, Sweep-Bow Leg mHeXx 
Earthquake Stomp aA+X+@ 
Hit, Rear Sneak, German Suplex 
D+AMM+A 
Jumping Kick 2ID+X 
Heaven Cannon (unblockable) >+™+® 
Tenstring ABHAXXXOR 
Tenstring ABHAXXXAB 
Tenstring AHBAXX@X 
SPECIAL TECHNIQUES 
Double-Palm DO+MtA 
Triangle Punches, Double-Palm 
BAD+H+A 
Circle Punches, Double-Palm 33+0 
Downward Chop e+e 
Forearm Chop (stuns) €+4 
Triple Smash @AXor® 
Rib Kick © 
Rave Kick ne 
High Kick, Lowkick, Uppercut @xa 
Jamming Combo exe 
Jamming Combo Low @xv+@ 
Two High Kicks xe 
Falling Ankle Kick “+®@ 
P-K Combo AX 
P-lowkick Combo AG+X 
Double Smash 40 
Spike Combo and Right Uppercut xx 
Spike Combo and Right Kick xxe 
Lowkick, Spinning Chop +or++0m 
Frozen Kick 4+40 


Lowkick, Uppercut 4+XA 
Lowkick, Highkick ++ neutral +@ 
Sweep, Lowkick v+x@ 
Triangle Punches, Jumping Kick 
M+ AA+X 
Two punches, Low Kick, Uppercut 
M+MAG+XA 
Uppercut & Punch a+ A 
Triple Smash w+ A® 
Spark Combo w+ AH® 
Head Ringer w+X® 
Flash Combo w+X EA 


Assault Combo M+XMAD+H+A 
Rapid Kick Combo 
u+X XX (Xor ® or E or 4) 
Two Punches, Double Palm 
M+XXXMAD+M+A 


Swan Combo my+xXa 
Swan Combo AN+XAHO 
Alternating Swan Combo —-¥+#XAV+XH 
Winds Edge Combo M+XADEX 
Hunting Kick A+@xe@ 
Hunting Swan e+ A 


€+8+@or ¢+A+X 
BAHBAXXAHAO 
BABAXXAHOX 
BAHBAOXOAOX 
w+ ABAXXABAO 
w+ BABXXABOX 
w+ AB AOXOAOX 


Attack Reversal 
Tenstring 
Tenstring 
Tenstring 
Tenstring 
Tenstring 
Tenstring 


PAUL PHOENIX 


SPECIAL TECHNIQUES 

Square-Triangle Punches mA 
P-K Combo A+X 
P-Low Kick Combo AG+X 
Reverse Punch/Low Kick Combo #4+xX 


Double Jump Kick A+X® 
Somersault Kick 33+@ 
Death Fist VUDtA 
Tile Splitter v+e 
Tile Splitter, Death Fist G+ DA 
Leaf Combo V+@A 


Stone Splitter (enemy on the ground) 4+4 
Tile Splitter, Falling Leaf Combo ++ @A4 
Flash Elbow DIA 
Ducking Dash vu 
Elbow Strike, Death Fist StBA 
Super Death Fist (unblockable) ¢+™+4 
Attack Reversal €+M+X or €¢+a+@ 


Tenstring BAXABABOAE 
Tenstring BAXH@AHOAE 
Fivestring BAXHA 
YOSHIMITSU 

SPECIAL TECHNIQUES 

Punch-Kick Combo AX 
P-lowkick Combo AY+X 
Lightning Kick(s) x (@) 
Jumping Knee 33+@ 
Flipping Stomp A+X+@ 
Spiral Launch >>+X+O 


Spiral Dive +4(during Spiral Launch) 
Kangaroo Kick %X+@® (during Spiral Dive) 
Spinning Hilt Strikes e+ 
Leg Sweeps “+X 
Spinning Fist Strikes K+A 
Spinning Sweephold outx 
Teleport (takes off life) «++x+@ 
Sit Down, Forward Teleport v+X+@ 
Kangaroo Kick ex 
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Fake Suicide >++8+@neutral 
Turning Suicide (unblockable) >>+8+® 
Standing Suicide (unblockable) 4+ ™+@ 


Samurai Cutter (unblockable) hold 4“ &+ m 
Helicopter Stomp (unblockable) 4+ ™+A4 
Shoulder Cut (unblockable) x+ m 
Charging Shoulder Cut 

(unblockable) «+ neutral « m 


Sword Thrust (unblockable) «¢+# 
Saw Blade (unblockable) «¢+@neutral m 
Tenstring BAHBOOOHREEE 
Tenstring BAH@AAAGHE 
Fivestring @@AAE 
Tenstring @AACOCREEE 
Eightstring BAB@OOEX+0 
Eightstring @@AACOEX+O 


SECRETS 


There are ten characters to choose from at 
the start of Tekken 2 but there are another 14 
secret characters hidden in the depths of this 
great game. The following section gives you 
detailed information on how you can uncover 
them all. 


SUB-BOSSES 


To control these characters, you must 
complete the game with any regular character. 
Then the relevant character’s sub-boss 
appears on the selection screen. Finish the 
game with all 10 fighters to uncover all the 
sub-bosses. 


KAZUYA 


To control Kazuya you must first uncover at 
least one sub-boss. Next, complete the game 
using that new character. Kazuya will now 
appear on the character selection screen. 


DEVIL 


The final boss in Tekken 2 is the mega- 
powerful Devil. To add him to your roster of 
characters, complete the game using 
Kazuya. Now select the Devil’s portrait using 
a punch button to take control of the Dark 
Lord. If you select him with a kick button, he 
turns into an angel! 


ROGER AND ALEX 


Controlling either Roger the Kangaroo or Alex 
the Lizard is great fun. Select Arcade and 
start with any character. In the third match, 
win the first round and lose the second. In the 
third and deciding round, win with a “Great.” 
To do this, let your energy fall to about 5%, 
then win the fight. If you do this, the fourth 
match is against Roger or Alex. Lose it and 
return to the Character Selection screen—the 
animals will now be selectable. Once you’ve 
uncovered all 14 hidden characters, don’t 
forget to save it all to memory card, or you'll 
have to go through this all over again! 


Extra Characters 
Extra Characters 
Extra Characters 


801ED1D41A20 
801ED1D6142A 
801ED1D81E22 
801ED1DA1816 
801ED1DC€281C 
801ED1E80016 
800D09EA006E 
800D1BF2006E 


Extra Characters 
Extra Characters 
Extra Characters 
Infinite Health P1 
Infinite Health P2 


c NAMWAL 


351 


TEKKEN 3 


TEKKEN 3 


KEYS TO MOVES 


e All of the conventions used assume that 
the character is facing right. 


Left punch 
Right punch 
Left kick 
Right kick 


> Tap forward (toward opponent) 


IRR LEEGID? A 


zaas 


Hold forward 


Tap back (away from opponent) 


Hold back 
Tap up 
Hold up 
Tap down 
Hold down 


Tap down+forward 
Hold down+forward 


Tap down+back 
Hold down+back 
Tap up+forward 
Hold up+forward 
Tap up+back 
Hold up+back 


Neutral (no direction on the joypad) 
C Full crouch (must be in full crouch 


animation) 


WS While standing from a crouch 


Sidestep 


+ Do moves on either side of + together 
~ Immediately followed by... 


fea] Choice of which way to continue 

> Next part of sequence 
BK Back toward opponent 
ANY Any button 
ALL LP+RP+LK+RK 
< Moves on either side of < can be 


slightly delayed 


G-Clef Cannon 
Rush-Mini Bow 

Rush Bow & Arrow Kick 
Machine Gun Punch 
Machine Gun Cannon 
Machine Gun-Low Kick 
Machine Gun-High Kick 
Spin Behind 

Twin Arrow 

Ultimate Cannon 

Slash Uppercut 

Spin Sideways 

Spin & Kick 

Triple Spinning 2 Punch 
Triple Spinning Kick 
Triple Spinning Low Kick 
Flash Uppercut 

Palm Explosion 

Elbow 
Elbow-Skyscraper Kick 
Foot Stomp 

Rapid Counter Attack 
Lightning Bolt 

Mini G-Clef Cannon 


LP LP LP 
LP LP RK 
LP, LP RK, LK 


RP + LK, LP 
LK, RP 

LK + RK 

LK + RK, RK 
RK, RK, LP 
RK, RK, RK 
RK, RK, % + RK 
> + LP 

> + LP~RP 
$, $ + LP 

>, 2 + LP RK 
a +LK + RK 
p, w +LP 

%, » + LP RP 
»+LPLP 


Axe-Mini Bow [LP + RK_® + LP RK] 
Bow & Arrow Kicks [LP + RK_“ + LP RK], LK 
Front Snap Kick +LK 
Mid-Ultimate Cannon % + RP LK, LP 
Sweep % + RK 
Razor's Edge % + RK, LP 
Sweep-Head Kick % + RK, RK 
Sweep-Low Kick % + RK, % + RK 
Uppercut WS + RP_LK~RP 
Slow Power Punch Combo + RP LP 


EDDY GORDO 


e All Eddy Gordo’s moves and strategies 
can also be used for Tiger Jackson 


One-Two Elbows LP, RP 
Rewinder Away LP + RP 
Rewinder Near % + LP + RP 
Slippery Kick (Leg Circle) LK~RK 
>Slider RK 
>Side Flop RK, RK 
>Slider-Needle RK, LP + RP 


>Slider-HammerheadRK, LP + RP LP + RP 


>Handstand € 
Satellite Moon RK~LK 
>Hot Plate Special LK 
>Roundhouse RK 
Forward Handspring Kick LK + RK 
Fakie Handspring LK + RK~@ 
Crying Needle FC, LP + RP 
Hammerhead FC, LP + RP LP + RP 


Front Stinger [FC_WS] + LK + RK 


Face Jammer WS + LK 
Circle Kick WS + RK 
Shin Cutter Combo $ + RP LP RK 
Brush Fire > + LK 
Samba $ + RK 
Handstand (HSP) © + LP + RP 
Lunging Brush Fire $, +LK 

>Laydown 2, $ +LK, 2 

>With Fade Away $, > +LK, 4 
Back Summy 2, + RK 
Back Summy Crouch >, > + RK, 2 
Back Summy-Fire Kick >, > + RK, LK 
Back Summy-Scoot >, > + RK, RK 
Boomerang >, $ +LK + RK 
Elbow Sting s+LP 
Elbow Uppercut s+ RP 
Toe Tap +LK 
Kneecap Crusher = + RK 
Freak Show & +LK + RK 
Knee Thruster & +LK 
Leg Whip e + RK 
Thong Bikini & + RK, LK, LK 
Leg Whip-Low Kick & + RK, LK, RK 


Leg Whip-Needle © + RK, LK, RK, LP + RP 
Leg Whip-Hammerhead 

© + RK, LK, RK, LP + RR LP + RP 
Leg Whip-Low Kicks «+ RK, LK, RK, RK 
Leg Whip-Mars Attack © + RK, RK 
Leg Whip-Mars Attack € + RK, RK, LK + RK 


Weed Whacker 2 +LK 
Bushwacker 2 +LK, LK 
Shin Cutter 2 + LK, RK 
Cut Crosser % + LK, RK, RK 


Cut Cross Header % + LK, RK, LP + RP 
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Cut Cross Hammerhead 
2 +LK, RK, LP + RP LP + RP 


Bushwacker-Hot Plate %+LK,N+LK 
Cutting Leg Whipper %+LK,N+RK 
Barbed Wire 2 + RK (RK...) 


Barbed Wire-Handstand 
2 + RK (RK...) © + RK 


Roundhouse [@_a] + RK 
Fire Kick [@_a] + LK + RK 
Backflip P, R, ¢ 
>Handstand ~> 
Fruit Picker 2 +LK + RK 
>Picker Cancel G, ¢ 


YOSHIMITSU 


Punch-Uppercut LP RP 
Punch-Double Uppercut LP RP LP 
Jab Roundhouse RP LK 
Jab-Sweep RP % +LK 
Zig-Zag LK, RK 
Kangaroo Kick RK~LK 
3 Kick Combo RK, RK, RK 
Back Blow > + RP 
Yoshimitsu Blade! >, > + RP 
Knee Bash 2, + RK 
Solar Kick 2, $ +LK +RK 
Reverse Solar Kick 2, > + LP + RP 
Shark Attack >, 2 + LK + RK, LP + RP 
Shark Attack Blow =, +LK + RK, LP + 

RP, LK + RK 
Stone Fists é + LP LP LP LP LP LP 
Door Knocker-Back Knuckle u + LP, RP 
Door Knocker s + LP<LP<LP<LP 
Basic Uppercut =“ +RP 


Slap-U-Silly x + RP RP RP, RP RP, RP 
Crouching Spin Kicks £ + LK, LK, LK, LK, LK 
>Front Kick > + RK 
Energy Charge SS + LK + RK 
>Energy Field > 
>Lifesucker [LP + RK_RP + Lk] 
>Energy Drain [LP + RK, *_RP + LK, >] 


Avoiding the Puddle [R_#_a] + RK 
Knee Cap FC,» + LK 
Indian Style + +LK + RK 
Meditation &+LK+RK,N 
>Warp [+_%] 
>Slap-U-Silly RP £ + RP RP RP RP 
>Kangaroo Kick RK 
>Stand Up T 
Deep Thought &+LK+RK, + 
Slap-U-Crazy u+ LP RP £ + RP (x6) 
Side Kick s + RK 
Spinning Evade © + LK + RK (up to x6) 
Poison Wind a+LK+RK 
Bronze Fist a+LK+RK, ©+LP 
Steel Fist a+ LK + RK, ©+LPLK+RK 
Silver Fist a +LK + RK, é + LP RK 
Gold Fist a + LK + RK, © + LP, RK, 2 + LP 
>Death Slash Fake “ 
>Death Slash N 
Death Slash 2 + LP 
>Death Slash Fake ~N, £ 
>Death Slash N 
Sword Poke ¢, ¢+LP 


Windmill &, & + LP N, LP 
>Windmill Cancel G, & 
Samurai Cutter FC, 2, & + LP 
Death Copter a + LP + RP 
>Death Copter Attack 4 
Death Copter Trick a + LP + RP é 
Hara-Kiri % + LP + RK 
>Hara-Kiri Dance é + LP LP LP... 
Hara-Kiri Fake &, & + LP + RK, N 
Spinning Hara-Kiri &, 2 + LP + RK 
>Fatal Hara-Kiri 2, 2 
Flea P + LP + RP 
>Stand bd 
>Running Flea [S, ¢_%, 2] 
>Jumping Flea [R_?_4] 
>Kangaroo Kick LK + RK 
Bad Stomach ©+LP+RP 
>Poison Breath [LP_RP_LK_Rk] 
Wood Chopper $, > + LK, LP 
Moonsault Slayer v, 8,>+LP 
Yoshimitsu Flash! ¢+LP+RK 


HWOARANG 


Disrespect LP + RP 
Motion Switch LK + RK 
Migrane LP, LP 
Slice and Dice LP LP LK 
Home Surgery LP, LP LK, LK 
Left-Right LP RP 
Rejected LP RP LK 
Rejection LP RP RK 
Machine Gun Kicks High LK, LK, LK, LK 
Disorderly Conduct LK, LK, RK [+] 
Party Hearty LK, LK, LK, RK [>] 
Rock Your World LK, LK, RK, RK 
Total Outrage LK, LK, LK, RK, RK 
Menace LK, LK, & + LK 


Menace to Society LK, LK, x + LK, RK [>] 
Menace to Society Dbl LK, LK, x + LK, RK, 
RK 


Flying Eagle LK~RK 
Ax Murderer Righty RK, LK 
Hot Feet RK, RK, RK, RK 
Toe Jam Righty RK, RK 
Rude Boy RK, > + LK 
Hard Rocker RK, ® + RK 
Kitchen Sink RK, RK, © + RK 
Da Bomb (DAB) RK, RK, © + RK 
DAB to Right Flamingo RK, RK, RK 
Blizzard Kicks RK, RK, RK, LK 
Rusty Knife > + RP 
Tetanous >+ RP 
Left Flamingo Feint +LK, N 
Ecoli Righty [$ +_9, N,%, s] + LK~LK 
Doggie Lift Righty > + RK 
Grand Theft Right > + RK, RK 
Spiral Tap $, $ +LK 
Torpedo Kick $, + RK 
Bird Hunter &, RK, RK 
Body Blow % + LP + RP 
Public Enemy u + LK, RK 
Reverse Shot © + RP 
Nose Bleeder Righty & + RK 
Crippler 2 + RK 
Repeater 2 + RK~RK 
Supercharger LP + RP + LK + RK 
Sky Rocket >, N, %, % + RK 
Spin Kick ? +LK 
Hunting Hawk a + LK, RK, LK 
Tsunami Kick WS + RK, RK 
Low Parry [~_%] + [LP + LK_RP + RK] 
Dynamite Heel 2 +LK + RK 

>Dynamite Cancel G, & 


Left Right Combo LP, RP 
Uppercut-Jab & + LP, RP 
Bermuda Triangle LP, RP RK 


Jail Crusher LP RP % + LK, RK 
Jail Crusher-Uppercut LP RP, % + LK, RP 
Biting Snake LP, RP LP, RK 


Double Explosion 1 LP RP $ + LP + RP 
Double Explosion 2 LP RR LP RP ® + LP + RP 


Double Smash RP LK 
Jab-Sweep RP % +LK 
PDK Combo to Uppercut RP, % + LK, RP 
PDK Combo to High Kick RP & + LK, RK 
Jab-Roundhouse RP, RK 
Spike Combo-Uppercut LK, LK, RP 
Spike Combo-Right HK LK, LK, RK 
Spike Combo-Right LK LK, LK, % + RK 
Left to Right High Kick LK, RK 
Blonde to Uppercut RK, LK, RP 
Blonde to High Kick RK, LK, RK 
Blonde to Low Kick RK, LK, & + RK 
Low to Mid Kick %&+LPRN+RK 
Toe Kick [~_FC], RP RK 


Sit Spin to High Kick [%_FC], LK, N + RK 
L&R Low Kick [~_FC], LK,& + RK 
Low Kick-Back Spin Chop [¥%_FC], RK, LP 


Spin Low Kick-Uppercut [%_FC], LK, RP 
Blonde Bomb [>_WS] + LP + RP 
Power Blonde Bomb >, > + LP + RP 
Bad Habit [2, 2_%, 9, ©] + LK 


Forward Flip Kick [>, D_&, 8, 2] + RK 


Assassin Dagger >, 2 + LP 
Quick Panther Claw $, > + RP 
Panther Claw $, > + RP 


Shut Up 
Creeping Snake 


&, 2, $, 8+ RP 
« + LK, RP LP RK 


Creeping Snake-L HK u + LK, RP, LK 
Creeping Snake-LLK «+ LK, RP % +LK 
Creeping Snake-R HK & + LK, RP ,RK 
Leg Slicer (Combo) u + LK, LR RP 


Assault Bomb % + LK, LP RR © + LP + RP 
Flash Kick to Low Kick ™ + LK, LK, LK, LK 
Flash Kicks = + LK, LK, LK, RK 
Flash Kick-Blonde Bomb 

© + LK, LK, LK, LP RR © + LP + RP 


Left Middle-High Kick u + LK, RK 
Left Backhand Body Blow ©+LP 
Slap & + RP 
Double Slap & + RP RP 
Helping Hand z+LP 
Right Backhand Body Blow 2 + RP 
Slicer 2 + RK 
Geyser Cannon Combo % + RK, LK 
Geyser Cannon %, e +LK 
Modified Geyser Cannon 2 + LK + RK 
Nicolella [a + LK_w + LK_8 + LK] 
Can Opener a + RK, LK, RK 


Hopping LK-Uppercut 
Hopping LK-Mid Kick 
Hopping LK-High Kick 


a, N, & + LK, RP 
a, N, % + LK, LK 
a, N, & + LK, RK 


Wipe the Floor FC, & + RK 
Running Jump Kick 2, $, 0 +LK 
Heel Stomp [%_%] + LK + RK 
Snakeshot SS + LP 
Liftshot SS + RP 
Heel Slicer SS + RK 
Spiral Explosion SS + LP + RP 


High/Mid Reversal & + [LP + LK_RP + RK] 
Low Parry [~_¥] + [LP + LK RP + RK] 
Evil Mist %, %, d, £ + RP + LK 
Power Charge 2 + LP + RP 

>Cancel +, % 
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PAUL PHOENIX 


Left Right Combo LP RP 
Reverse PDK Combo LP RK 
Jab Roundhouse Combo RP, LK 
Jab Sweep Combo RP % +LK 
Shoulder Tackle $ + LP + RK 
Quick PK Combo 2 + RP, LK 
Hammer of the Gods > + LP + RP 
Flash Elbow >, $ + RP 


Double Hop Kick to High $, + LK, RK, RK 
Triple Kick Combo 

>, > + LK, RK, [®_s] + RK 
Double Hop Kick to Low 

$, > + LK, RK, [¥_%] + RK 


Neutron Bomb >, $+ RK 
Hammer Punch &+LP 
Hammer to Power Punch % + LP RP 
Hang Over % + LP RK, RP 
Down Strike & + RP 
Bone Breaker % + RK, RP 
Shredder a + LK, RK 
Thruster w, 9%, ++LP 
Phoenix Smasher %9, $+ RP 
Sway %2, &, N 
God Hammer Punch &,%,¢,N+LP 
Rubberband Attack b, 2, &, N+ RP 
Sway & Low Kick %2, &,N+LK 
Rapid Fire %, 2, &, N + LK, RP 


Rapid Fire to Phoenix Smasher 

b, 2, &, N + LK, RP<LP 
Rapid Fire to Stone Breaker 

b, 2, &, N + LK, RP<RP 


Jaw Breaker FC, » + RP 
Gut Buster FC, s + RP<LP 
Stone Breaker FC, s + RP<RP 
Incomplete Somersault FC (1 sec), 

P +RP+LK+RK 
Burning Fist ©+LP+RP 


FOREST LAW 


Left Right Combo LP RP 
Machine Gun Arrow LP LP LP LP LP 
Mini Rave War Combo RP, RP 
High Kick to Right Somersault LK, RK 
Triple Head Kick LK, LK, LK 


Double Head Kick to Mid Kick LK, LK, > + LK 


Shaolin Spin Kick RK, LK, RK 
Crescent Kick RK, ® + LK 
Quick Somersault LK + RK 
Back Flipper [LK + RK, RK_# + RK, RK] 
Poison Arrow > + RP~LP 
Rave War Attack Combo ® +RP<RP<RP 
Running Side Kick $, 2, $ +LK 
Junkyard Kick © + RP LK, RK 
Dragon Storm © + LP<RP<LP 
Body Blow-Somersault [&_FC] + RR LK 
Low Kick-Somersault [~_FC] + RK, LK 
Dragon Low Kick % +LK 


Tricky Kicks-M/Kick & + LK, LK, $ + LK 
Tricky 2 Kicks-Somersault &% + LK, LK, RK 
Tricky 3 Kicks-Somersault &% + LK, LK, LK, 
RK 
Triple Head Kick 2 Somersault 

% + LK, LK, LK, LK, RK 


Frogman % + LK + RK 
Frogman Feint % +LK + RK~4 
Mid Kick +LK 
Front Kick-Somersault u + RK, LK 
Dragon Whip 2 + RP 
Elbow Spring Kick 2 + RP RK 

CONTINUED > 
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CONTINUED > 


Elbow Spring Feint % + RR RK~4 
Dragon Tail %+RK 
Jump Kick-Somersault [S_?_a], LK, RK 
Double Dragon SS + LK + RK 
Slide Kick WS, ù, &, $, LK 
Side Kick-Somersault WS + LK, RK 
Rampage WS, RK, LK 
Double Impact FC, LK, RK 


SuperchargerLP + RP + LK + RK Low Kick- 
Somersault [&_FC] + RK, LK 
Somersault Fake FC, [8_#_a], RK 
Catapult Kick Low FC, [K_t_a] + RK 
Catapult Kick High FC, [8_@_a] + RK 


Rainbow Kick FC, [K_#_a] + LK + RK 
Dragon Slide FC, 9, %, %9 + LK 
Fatal Backhand BK [LP_RP] 
Blackout ALL, LP 
Mugging ALL, LP. LK 
Fake Step & + LP + RP 
>Fake Step Below LP 
Fake Step & + LP + RP (as counter) 
>Tricky Trap LP 
>Tricky Fist RP 
>Tricky Mid Kick LK 
>Tricky Low Kick RK 


Upper Dodge © + [LP + LK_RP + RK] 
Lower Dodge [%_2] + [LP + LK _RP + Rk] 
Charge Power Punch %+LP+RP 

>Punch Cancel P, P 
Dragon's Fire 


Flash Punch Combo LP, LP<RP 
Demon Slayer LP RP<RP 
Shoot The Works-High LP, RP, LK, RK 


Shoot The Works-Upper LP RP LK, $ + RK 
1-2-Knee LP RP RK 
Three Ring Circus LP + RK, RP, RK 
Three Ring Circus Combo LP + RK, RP % +RK 


Back Spin Kick RK 
Demon Scissors RK~LK 
893P $ + RP 
Spinning High Kick $ + LK 
Knee Kick > + RK 
Demons Paw >, $ + RP 
Left Splits Kick 2, $ +LK 
Leaping Side Kick $, $, $ +LK 
Twin Lancers + LP RP 
Heel Drop = + RK, RK 
Double Lift Kicks % + LK + RK 
Twin Pistons WS + LP RP 
Uppercut WS + RP 
Tsunami Kick WS + RK, RK 
Tooth Fairy SS + RP 
Heavy Body Blow ¢, +, RP 


Laser Cannon 
Laser Scraper 


&, ® + RP<LP<RP 
&, > + RP<LP< & + RP 
Crouch Dash $, N, %9 
Dragon Punch 2, N, $, %9 +LP 
Dragon Punch to Spinning Mid Kick 
$, N, %, 9+ LP LK 
Dragon Punch to Low Kick 
9, N, %, 9 + LP RK 
2, N, &, 8+ RP 
>, N, %, + RP 
Spinning Demon 2, N, %, » + RK, RK 
High Pounce a + RP + RK 
Roundhouse to Triple Spin Kick 
a + RK, RK, RK, RK 
Force Block ©+LP+RP 
High/Mid Reversal [© + LP + LK_@ + RP + RK] 
Lightning Uppercut & + LP + RK 


Wind Uppercut 
Rising Uppercut 


Lightning Screw Uppercut € + LP + RK 
Double High Sweep LP + LK 
Over Shoulder Reverse RP + RK 
Complicated Wire %, 2, & + LP +LK 
Wrist Chuck Slam u+ RP +LK 


Counter Attack [é + LP + LK_@ + RP + RK] 
Stonehead >, +LP+RP 
Shoulder Flip [LP + LK or RP + RK] 
Over the Limit [LP + LK or RP + RK] 
Chicken Butcher [LP + LK or RP + RK] 
Reverse Attack [LP + LK_RP + Rk] 


Ultimate Tackle [~_¢] + LP + RP 
>Cross Arm Lock LP + RP 
>Ultimate Punches RP LP RP LP RP 
>Cross Arm Lock LP + RP 


LING XIAOYA 


Bayonet LP RP 
Bayonet McTwist LP % + RP 
April Showers RP, LP 
May Flowers RP = + LP 
Left Spinner LK + RK 
Right Spinner % +LK + RK 
Cloud Kick © +LK 
Cartwheel Left > + LP + RP 
Side Tumble > + LK + RK 
X Marks the Spot , , LP + RP LP + RP 
Raccoon Swing >, $ +LK 
Step Kick $, $ + RK 
Front Layout >, © + LK + RK 
Belly Chop-Backward w+ LP 
Belly Chop-Forward s +LP 
Butter the Bread u+ RP 
Great Wall-Left &+LP 
Great Wall-Right & + RP 
Hypnotist & + LP + RP 
Raindance & + LK + RK 
Storming Flower 2 + LP 
Knee Cracker 2 +LK 
Nutcracker 2 + RK 
Single Fan-Backward 4 +LP 
Single Fan-Forward + LP 
Double Fan Forward ® + LP + RP 


Hydrangea ® + LP + RP<RP 
Fortune Cookie ? + LP + RP<RP<LP 
Ginger Snap 4 + LP + RP~LK + RK 
Cyanide [@_a@] + RK 
Sunset Fan &+LP 
Flapping Wings + +LP 
Art of Phoenix % + LP + RP 
Sunflower WS + RP 
Sunflower (Wake Up Call) WS + RP~> 
Skyscraper Kick WS + RK 
Lotus Twist FC," + RP LP 
Shady Lotus FC, » + RP 
Quick Shady Lotus FC,» + RP u% 
Fire Dancer FC, LK, RP, LP RK 
Flower Garden FC, s + RK 
Double Map Sweep FC, s + RK, RK 
Low Back Turn FC, 2 + LK + RK 
False Salute (taunt) LP + LK + RK 
Greetings (taunt) RP + LK + RK 
Supercharger ALL 
Palm Attack LP RP 
Palm Attack to Attack EP-RP LP 
Jab Uppercut RP LP 
Axel Twist LP + RP 
Head Spinner LP + RP<LP 
Spinning Uppercut %+LP N+ RP 


PRIMA’S UNAUTHORIZED STRATEGY GUIDE 


Strike Elbow u+ LP 
Forearm Bust u + RP 
Frankensteiner S% +LK + RK 
Low Punch-Quick Upper &%+LP N+ RP 
K’s Flicker >, $+ RP 
Stomach Smash 2, $, N+ RP 
Black Bomb 2, $, %9, N+ LP + RP 
Leg Breaker FC," + LP 
Crouching Uppercut FC, &% + RP 
Capital Punishment a+ LP + RP 
Elbow Drop [S_#_@] + RP + RK 
Mini Elbow Drop % + LP + RP 
Shoulder Tackle © + RP +LK 
Stagger Kick [$ + LK + RK_FC, % + RK] 

>Spinning Uppercut RP 

>Stagger Kick RK, RK 

>Ali Kicks-Upper RK, RP 

>Ali Kicks-Upper RK, RK, RP 

>Stagger Kicks RK, RK, RK, RK 
Exploder [LK + RK_®, $ + LK + RK] 


Running Exploder >, >, $ +LK + RK 
Konvict Kick 2, + RK 
Disgraceful Kick & + RK 
Deadly Boomerang SS + LK + RK 
Knockout Punch SS + RP 


Leg Screw/Double Heel Hold 
© + [LP + LK_RP + RK] 


Low Parry [~_w@] + [LP + RK RP + LK] 
Jaguar Lariat 2 + LP + RP 
Push Block 2, 2, N+ LP + RP 
Moonsault Body Press LP + RK 
Reverse Moonsault BK, LP + RK 
Atomic Blaster BK, LP + RP 
Lay Off >, $, LP + RP 
Dash Jab Uppercut % + LP RP 
Head First Lunge >, 2, LP + RP 
Supercharger ALL 
Hook Punch LP + RP 
Hook & Spinning Back Blow LP + RP LP 
Spiral Upper LP + RP, RP 
High-Low Kick LK, LK 
Tornado Kick >, LK~RK 
Tornado Kick LK~RK 

>Lei Down % 
Triple Tornado Kick LK~RK, *% 

>Lei Down % 
Rolling Kick RK~RK 
Rolling Kicks RK~RK, LK 
Lift Up Cannon RK~RK, LK, LK 
Clean Sweep RK~LK 
Art of Snake SS + [LP + RK_RP + Lk] 
Art of Snake > + RP +LK 
Tornado Kick Evade > +LK~RK 

>Lei Down v 
Triple Tornado Kick Evade + + LK~RK, t 

>Lei Down % 


Razor Rush-SNS 2, N + LP [P_¢] 
Razor Rush-DRG >, N + LP,RP [#_9%] 
Razor Rush-PNS =, N + LP,RP,LP [?_2] 
Razor Rush-TGS_ =, N +LP,RP,LP,RP [®_4] 
Razor Rush-Low ®,N+LP,RP,LP,RP LK 
Razor Rush-CRS 
2, N + LP,RP,LP,RP,RK [?_2] 
Defense Breaker 2, N + RP LP RP LP 
One-Two Kick >, N + LK, RK 
One-Two Kick & Low >, N +LK, % + RK 
Rush Combo =, N + RK, LP RP LK, RK 
Rush Combo & Low Kick 
2, N + RK, LP RP LK,& + RK 


Beating Low Kick © + RK, RP, LP,RP, LK 
Beating Middle Kick ® + RK, RP, LP,RP,RK 


Jumping Kick 2, 2, $ +LK 
Falling Tree [a_8] + RP 
Reverse Falling Tree BK, [2_8] + RP 
Cannonball & + LP + RP 
Phoenix Illusion & + LP + RK 
Turn Around & +LK + RK 
Rave Spin 2 + RK, RK 
Sidewind % + LP + RP 
Play Dead % + LK + RK 
Spinning Back Blow BK, LP 
Low Back Spin BK, [& + _FC], LP 
Reverse Uppercut BK, RP 


Flit-Flip-Flop BK, LK + RK, LK + RK, LK + RK 
Reverse Kick BK, RK 
Reverse Double Slicer BK, [ + _FC], RK, RK 
Drunk Master $ + LK + RK 
Drunk H/M Punch Parry $ + LK + RK 
Low Parry [%_2] + [LP + LK RP + RK] 


Jack Hammer LP LP LP 
Jab-Elbow Smash RP, LR. RP 
Overhead Smash LP + RP 


LP + RP LP + RP 
[~_2] + LP + RP P + RP 
[>_2] + LP + RP, & + RP 
[>_2] + LK + RK 


Double Hammer 
Cross Cut Saw 
Cut Saw Blast 
Sliding Attack 


Double Axe % + LP + RP 
Sit % + LK + RK 
>Sit Punches LP RP LP RP 
>Sit Punches RP LP RP LP 
Sit-Pancake Press &% + LK + RK, LK + RK 
>Sit Punches-Left LP, RP, LP RP 
>Sit Punches-Right RP, LP RP, LP 
Body Press s+LP+Lk 
Thunder Slap % + RP +LK 


Rushing Uppercut-Left € + LP RP, LP RP 
Rushing Uppercut-Right » + RP, LP, RP, LP 


Debugger e, 2, $, Sw +LP 
Megaton Blast &, 2, %9 + RP 
Revolver Knuckle ¥,%,LP LPR LP RP 


L 
Machine Gun Blast 2+ LR LP LP LP LP RP 
Cossack Dance %+ LK, RK, LK, RK, LK, RK 


Pancake Press a+LK+RK 
>Press Punches-Left LP, RP, LP RP 
>Press Punches-Right RP, LP RP, LP 

Killing Uppercut WS + LP 

Batter Up WS + LP + RP 


Batter Up-Smash WS + LP + RP, LP + RP 


One-Two Blast FC, LP RP 
Takedown FC, LP + RP 
Windmill Punches FC," + LP, RP, LP LP 
Left Hand Triple Uppercut FC, € + LP, RP, 


LP 

Right Hand Triple Uppercut FC, » + RP, LP, 
RP 

Hammer Rush-High 
Hammer Rush-Mid FC, s + RP % + LP 
Hammer Rush-Low FC, s + RP, % + LP 
Hammer Rush-High FC, » + LP RP ® + LP 
Hammer Rush-Mid FC, € + LP, RP, © + LP 
Hammer Rush-Low FC, {€ + LP RP & + LP 
Hammer Rush-High FC, LP LP LP RR © + LP 
Hammer Rush-Mid FC, LR LP LP RP © + LP 
Hammer Rush-LowFC, LP LP LR RP & + LP 


FC, € + RP © + LP 


Low Cross Cut Saw FC, s + LP + RP 
Get Up Punch KND, + + LP + RP 
>Sit Punches-Left LP, RP LP RP 
>Sit Punches-Right RP, LP RP LP 


Megaton Uppercut €, 2, %, %, ©, ¥+RP 


Dark Greeting $ + RK~LP 
Giant Foot Stomp LK + RK (LK + RK, LK + RK) 
Wind-Up Punch ¢, %, %, %, ® (up to 5) LP 
Supercharger LP + RP + LK + RK 


One-Two Punches LP, RP 
Flash Punch Combo LP LP,RP 
Demon Slayer LP, RP,RP 
Cross-Backhand RP, RP 
Demon Scissors RK~LK 
Power Punch $ + RP 
Right Splits Kick > + RK 
Shoulder Tackle > + LP + RK 
Left Splits Kick $, +LK 
Foot Bazooka 2, >+ RK 
Medium Power Punch $, $ + LP + RP 
Hammer Heel >, $, N+ RK 
Exploder >, $ +LK + RK 
Spinning Slide Kick >, $, N + LK + RK 
Slash Kick $, $, $ +LK 
Shin To Head Kick & + RK, N + RK 
Double Elbow % + LP, RP 
Blazing Kick %, 2 + RK 
Double Knuckle a+ LP + RP 


Jump To Double Knuckle a, N, LP + RP 
Burning Double Knuckle a, N, LP + RP, + 


Hunting Hawk + LK, RK, LK 
Windmill Kick R +LK 
Windmill-Tooth Fairy R + LK, RP 
Heavy Body Blow WS + RP 


Infinity Kick Combo WS + LK, LK, x + LK, LK... 


>Infinity Kick Combo ? + LK... 

>Infinity Kick Combo s+ LK... 

>Infinity Kick Combo & + LK... 
Tsunami Kick WS + RK, RK 
Rising Kick WS + LK + RK 
Groin Punch FC, © + LP 
Slap FC, > + RP 
Crouching Jab FC, » + RP 

TRUE OGRE 

Snake Rocket FC, LK, LK, LK 
Snake Kick FC, LK, LK, & + LK 
Dragon Power Punch ©, & + LP + RP 
Killing Blow e+ RP+LK 
Bloody Scissors 2 + LP + RP 
Deadly Slice & + RP 
Deadly Slash >, $, N + RP 
Serpent’s Venom $, 9+ RP 
Ancient Power & + LP + RP 
Supercharger ALL 
Evil Wheel P +LK + RK 
Buffalo’s Horn u+ LP + RP 
Low Tail Spinner % + LK + RK 
Mid Tail Spinner u +LK + RK 


Double Tail Spinner % + LK + RK, LK + RK 


Demon’s Feast FC, = 
Hell's Flame LP + RP 
Blazing Inferno &+LP+RP 
Owl’s Hunt LK + RK 


e True Ogre can also use the moves, throws 
and most of the strategies of Ogre. 


BRYAN FURY 


One-Two Punches LP RP 
Bruce Rush LP RP LP RP 
Rush-Low Kick LP RP LP RK 
One-Two Low Kick LP RP LK 
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Hammer Driver [~_FC_¢] + LP + RP 


Punch-Double Spin Kick LP~RK, LK 
Running Blind LP~RK, LK, LK 
Whipping Fury LP~RK, RP, RK 
Lair’s Dance LP~RK, RP, LP, RP 


Burn to the Death LP~RK, RP LP RK 


Quick Spin Kick LK, LK 
Mid Kick to Rush LK, RP LP RP 
Bruce Special LK, RP LP RK 
Mach Breaker $, > + RP 
Side Step Elbow $ + LP + RP 
Slash Kick $, 2 +LK 
Light Back Knuckle & + RP 
Double Back Knuckle & + RP LP 
Hands of Doom & + RP LP, RP 
Howling Crazy © + RP, LP RK 
Backhand-Side Stunner © + RP RK 
Front Kick & +LK 
Front Kick to Punch © + LK, RP 


High Kick to Rush 
Run Like Hell 


© + LK, RP, LP, RP 
© + LK, RP LP RK 


Front Kick to Low Kick © + LK, RK 
Flying Kneel Kick &, & + RK 
Triple Spin Kick 2, RK, LK, RK 
Low Kick %, RK 
Thin Low Kick % + LK + RK 
Left Body Blow “+LP 
One Two-Body Blow = + LP, RP 
Vulcan Body Blow s + LP LP LP LP RP 
Rolling Driver [@_@] + LK 
Orbital Heel Kick [@_@] + RK 
Right Body Blow s+ RP 
Snake Edge +LK 
Broad Axe + RK 
Sway %2, &, N 
Sway & Slash Elbow v, 2, &, N+ RP 
Left Upper WS + LP 
Right Upper WS + RP 
Fisherman’s Slam WS + RP, [>_6] + RP 
Power Knee WS + LK 
Double High Knee WS + LK, RK 
Short Uppercut WS + LP + RP 
Rising Kick WS + LK + RK 
Headhunter SS + LP 
Cheap Trick SS + LP RP 
Shell Shock SS + RP 
Taunt LP + LK + RK 
Low Parry [%_2] + [LP + LK_RP + RK] 
Gravity Blow >+LP+RK 
Meteor Smash ©+LP+RK 


Infinite Health P1 
Infinite Health P2 
Enable Theater Mode 
Enable All Movies 


800A961E0082 
SO0AAEAA0082 
30097F260003 
80097EFSFFFF 
80097EFAFFFF 
80097EFCFFFF 
30097F270003 
80097EFOFFFF 
80097EF2001F 
80097EF60005 
80097EF40382 


Enable All Movies 
Enahle All Movies 
Enable Ball Mode 
Enable All Characters 
Enable All Characters 
Enable All Characters 
Enable Tiger Character 
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TENCHU STEALTH ASSASINS 


TENGHU STEALTH 


Climb, sneak, grapple, stab, poison, bomb and jump your way through Tenchu’s 10 challenging levels with this efficient 
Strategy guide. We tell you how to tackle the levels and how to activate the cheat codes that allow you to carry 99 
items, play any level, and activate hidden items to defeat the enemies of Lord Gohda with silent skill—it’s all here. 


< Stay stealthy 
and undetected in 
Tenchu by staying 
low, moving slowly 
and by studying 
the movement of 
ang the guards. 


BEATING THE MISSIONS 


Although you don't necessarily need all of 
the extra weapons to complete the game, 
it’s well worth attempting to complete each 
level at a Grand Master rating. Patience is 
the key to successful play. Take time to 
study the positions and the movement of 
your targets before you dispatch them. 
Watch from rooftops, from behind trees, or 
from around corners. Absorb the layout of 
the level and its problems before 
committing to action. If you are spotted, 
your score drops, and you'll be forced to 
score several undetected kills to make up 
for the points lost. 

As for which items to carry on each 
level, here are the basic weapons you 
should always try to equip: The Super- 
Shuriken (gained by completing the Training 
mission at Grand Master level—i.e. without 
being spotted); Healing Potion; Grenade; 
and either some Poison Rice (for dealing 
with troublesome guards and dogs) or a 
Smoke Grenade (to allow you to flee the 
area if spotted). 


Later in the 
7 game, the Ninja 
Armor is essential, 
as is the 
Resurrection Leaf. 
You'll also find that 
Grenades are very 
effective at 
defeating some of 
the game’s trickier 
bosses. Collect 
lots of these and 
use them to defeat 
enemies with high 
stamina. For the 
final battle on 
Level 10, carry as many Grenades as you 
can—you’ll need them. 


So! The mice come out to play! 


A Defeat the level 
bosses the hard way 
(with your sword) or 
the easy way (with a 
hail of grenades). 


LEVEL 1: PUNISH THE MERCHANT 


Rather than racking up a large bodycount, 
the first level is about exercising stealth. 
Avoid running along the outside of the 
compound (there is a guard on patrol near 
the gates). Instead, grapple the wall nearby 
and make. your 
way onto the top 
of the wall. Work 
around the edge 
toward the walled- 
in area that 
contains four 
buildings. Defeat 
the guards here— 
depending on 
which of the three 
layouts you are in, 
there should be at 
least three enemies 
and a dog—and 
then locate the loft area above the level’s 
target, Ichigoya. Drop down and dispatch 
the pink-clad bodyguard with a rush of 
attacks, then grapple up into the loft area 
again before the dying man’s cries alert the 
foot soldiers in the compound. From here, 
return to the walled-in area that you 
cleared earlier and face a gun-toting 
Ichigoya behind one of the doors. 


LEVEL 2: DELIVER THE MESSAGE 


Depending on the location of enemies on 
this level, it’s possible to move from one 
side of the town to the other without killing 
anybody or being spotted. In fact, the 
easiest way to complete the level is to run 
down the main road, dodging the guards, 
until you cross the bridge and reach Lord 
Gohda’s townhouse. You'll never attain 
Grand Master level doing it this way, 
however, so use 
the rooftops to 
slowly make your 
way through the 
settlement— Ninja 
warriors often 
guard crossroads 
and main streets, 
while some can 
often be found on 
strategic rooftops. 
Beware the bridge 


A Both characters 
have their own 
strengths and 
weaknesses. 


A Rice, Grenades 
and Shuriken provide 
a good offensive mix. 
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when you finally reach it. Dispatch the 


guarding ninja and, after shimmying across 
the bridge’s side, watch out for the guards 
on the other side. 


A Use Shuriken to deal with guard dogs and 
wolves, watch the patrol patterns of the human 
guards, then strike while their backs are 
turned. Stay low to minimize your profile. 


LEVEL 3: RESCUE THE CAPTIVE NINJA 


Use the natural cover of the corridors on 
this level to study and then dispatch the 
guards. Shuriken are effective at knocking 
off the wolves in the wooded area—stay 
low and keep your distance. Inside the 
labyrinth, take care to watch your enemies 
closely; there may be more than one 
guarding an entrance or chamber. As you 
approach the boss room, try to defeat the 
bear in the tunnel beforehand. This makes 
the final battle (grenades are useful here) a 
straightforward one-on-one match-up. 


LEVEL 4: CROSS THE CHECKPOINT 
To defeat the sub-boss at the start of the 
level, only attack after she has attacked. 
Remain in a defensive stance until she has 
landed a few of blows, then retaliate with a 
fast-paced combo of your own. Be patient 
and repeat the process until she dies. Stay 
low throughout the rest of this open level. 
Move slowly and watch for the movement 
patterns of the guards. Rather than move 
through the middle of the level—and face 
threats on both sides of you—stick close to 
one of the edges. Lure any troublesome 
guards away with Poisoned Rice and 


beware of guard dogs who can easily give 
you away. 

Finally, the boss of this level is a ninja 
master with two swords. As you did at the 
start of the level, remain in a defensive 
stance until he attacks, then retaliate. You 
can also spice up the battle with a few 
well-placed Grenades or an enemy- 
stunning Smoke Bomb. 


LEVEL 5: EXECUTE THE CORRUPT 
MINISTER 

Use the rooftops to your advantage on this 
level, leaving them only to drop down 
behind enemies for stealthy attacks. From 
outside the house, use your grapple to 
reach the nearest rooftop and watch the 
guards’ movement patterns—some may be 
hidden below. Your objective is to find the 
garden, marked by a well, and take out the 
archers guarding it. Only when you’ve done 
this can you attack and defeat the 


<< Most level 
bosses will 
attack you 
twice and then 
pause. Defend 
patiently 
during the 
enemy 
onslaught, 
then counter-attack quickly to get in a couple 
of attacks of your own. 


minister’s bodyguard. When you triumph, 
seek out the Archery range, where the 
minister awaits your arrival. 


LEVEL 6: INFILTRATE THE MANJI CULT 


Use the cover provided by trees on either 
side of the steps to reach the temple. As 
usual, start from the roof and work your 
way around the compound, eliminating 
guards as you go. Beware the open areas: 
These are the most difficult to search 
without getting caught. 

When you locate the giant statue, kill 
the guards at ground level and watch out 
for the enemies patrolling on levels higher 
up. Leap onto the statue’s head to start the 
showdown with the fat boss. If you took our 
earlier advice and carried lots of Grenades, 
then constant bombardment of this rotund 
rat will wear him down. After this, you’re 
attacked by Onikage—defend yourself and 
attack when his guard his down. 


LEVEL 7: DESTROY THE 

FOREIGN PIRATE 

Like level 2, stay on the rooftops to avoid 
trouble—there is plenty of it at the dock 
later on. If you need to dispatch any of the 
patrolling pirates, use a combination of 
Poisoned Rice and stealthy throat-cutting. 
Your ultimate destination on this level is the 
pirate ship, which you can just see from the 


blue roof of town hall. Sneak up on the 
gunman guarding the ship and deal with 
him before wandering onto the deck for the 
boss battle. Like the big guy on the last 
level, a combination of well-thrown 
Grenades (and perhaps one or two 
landmines) should be enough to batter the 
Captain into submission. 


LEVEL 8: CURE THE PRINCESS 


As you make your way to the top of the 
mountain, move slowly, stay low, and take 
your time dealing with the guards. The 
waterfall hides a cache of Smoke Bombs. 
Avoid the guarded bridge and grapple 
across the chasm to attack the patrolling 
warrior from behind. Creep along the walls 
as you continue, using the rock face for 
cover. Rice is useful for distracting the 
wandering guards who inhabit the tunnels 
in ever-increasing numbers. If you get 
spotted by one, the Grand Master rating is 
a lost cause. 


LEVEL 9: RECAPTURE THE CASTLE 


Your destination on this level is the castle’s 
tower. Bypass the bridge and use the 
grapple to gain entry to the fortress. Inside, 
a combination of Rice-placing and 
creeping with your back to the wall should 
be adequate to locate and defeat some of 
the more troublesome guards. Inside the 
tower, conserve your stamina and 
equipment as you battle the ninjas who 
guard the lower levels. You'll need all your 
strength and weapons for the battle with 
Onikage that follows. To wear him down, let 
fly with a cascade of bombs. When you run 
out, block his attacks before countering 
with your own. 


Level Select 
Select a character, and while on the mission 


select screen, hold down &2) and press 
¢,¢,¥,+,0,0,4,8 


Layout Select 
Select a character, and while on the mission 


select screen, hold down (2) and press 
€,¢,0,+,0,0,4,X 


Japanese Voices 
Select a character, and while on the mission 


select screen, hold down ©) and press 
€,¢,4,+,0,0,4,0 


Carry 99 Items 
While on the item selection screen, hold 
down © and press ¢,¢,%,4,8,8,4,8 


Get All Inventory Items 
While on the item selection screen, hold 
down the ® and press ¢,¢,4,¥,8,8,4,@ 


Ayame’s Third Costume 


While on the item selection screen, press 
¢,¢,¥,4,0,0,4,8 
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LEVEL 10: SAVE THE PRINCESS 


Treat this last level as you did the Labyrinth 
on level 3. When you meet Onikage again, 
save your big weapons and defeat him by 
blocking his attacks and countering with 
sword slices of your own. The underworld 
beyond hides the true boss of the level— 
the Demon Lord. His main attack is a 
strength-sapping Lightning Bolt that he 
fires by raising his sword. When you see 
him do this, run sideways to avoid the 
blow, then counterattack. Repeat this 
strategy until you defeat the Demon Lord. 
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TENCHU 2 


Those ultra-deadly ninjas are back. In this sequel to the original Tenchu, players learn the startling origins and secret 


pasts of their favorite assassins. 


Shadows are your friends. Stay in them. 
This is a game to savor, not to rush. Be 
patient. Take your time moving through 
each mission and be sure to frequently use 
Œ to look around. If you’re in danger of 
getting spotted, you can roll out of the way; 
you don't have to run. 

If you are seen, run and take cover until 
your opponent isn’t wary anymore, than 
return for a stealth kill. 

Never run with your weapon out—it 
slows you down. 

Be sure to check fallen enemies 
with RJ. Sometimes they have goodies 
on them. 

You may not have to use the 
grappling hook as often as you think: 
&,#+X, the Moonsault, can get you 
pretty high in the air. 

If you can’t figure out how to grapple 
or climb up to an area, stand back to get 
a better angle, or look for an object to 
stand on. Sometimes you may need to 
scale a smaller object to get to the top of 
a higher one. 

If you find yourself suddenly behind an 
opponent you were facing in battle, crouch 
and press X to spin around and face him 
or her again. 

Watch your Ki meter closely; not just 
the question marks, but the numbers too, 
which you can use to determine where an 
opponent is on his patrol route. If you 


watch long enough you can gauge when 
best to attack. 


THE GANG OF THIEVES 


Garan, the thieves’ leader, is in the 
northwest corner of the map. Before you 
head there, beware of the cans on a string 
posted nearby. Besides the thieves in the 
watchtowers, a few sleep and two or three 
patrol. Two guards patrol outside the Shinto 
temple: one near the pillars, one near the 
canyon wall off the stairs. When you fight 
Garan, strike quickly and stay close. It’s 
easy to block his pipe attack, and he won't 
let loose his sleep gas assault unless you 
give him time. 


TREASON AT GOHDA CASTLE 


The castle may seem confusing at first— 
keep an eye on your map and work in a 
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circle. After the first floor the stairs are 
usually located in the interior. Beware the 
trapdoor in the southwest corner of the 
third floor. 

When Motohide draws his pistol, 
double-tap one of your move arrows. 
Motohide swings his sword in groups of 
three—block all of the swings before 
countering. 


LORD TODA’S WAR CAMP 


The camp is crawling with enemies, and 
you must cross the length of it to get to 
Lord Toda. Watch out for the cans on 
strings as you move, and hide in the 
trees to get the lay of the land. Many 
enemies are in sight of each other, so get 
a feel for an entire area before you move 
against anyone. Start the battle with 
Suzaku by dropping a grenade or tossing 
shurikens. Drop caltrops in front of him 
to buy a little time. 


AAlways, strike from behind—after you learn the guard’s pattern. 


DEMON MOUNTAIN 


To get to your ultimate destination in the far 
northeast corner of the map, climb or leap 
through a series of well-patrolled heights. 
The only thing you have going for you is 
the light mist. Use smoke bombs on 
Kamadoma, and if he leaps in the air, 
smack him. 


THE SECRET HARBOR 


Your goal is the southeast corner of the 
map. Beware the firetraps on the beach, 
hidden under mounds of slightly different- 
colored sand. Watch also for the smoke 
bomb trap on the west side of one of the 
boats. Wang is a martial arts master. 
Sidestep, jump back, and block. Stay close 
and keep striking, and don’t let him get 
behind you! 


TEMPLE OF DREAMS 


Be sure to frisk your enemies on this stage. 
Stay clear of the dangerous center of the 
map. Your goal is the building in the north- 
center portion of the map. Because 
enemies tend to be close together, drag 
them into darkness after you finish them 
off. It may sound noisy to you, but sloshing 
through ankle-deep water doesn’t alert the 
enemy. Try to get to Yukihotaru’s side, 
because she’s a good blocker, and drop 
those items you picked up on the way here 
before she starts fighting. 


AYAME 
THE MOUNTAIN BANDITS 


Your goal is the northeast corner of the 
map. When you face off against Boron, get 
behind him with the Moonsault },#+xX. 


Lady Kei in Danger 


Enter on the northeast side. The two blue 
samurai within the building are on your 
side. Roll across squeaky floor to avoid 
alerting anyone. Chop through a boarded 
doorway in the southwest to find hidden 
stairs. Get behind Genbu while you fight, 
and be sure to block any swings. 


> 


Alf you find enemies sleeping, crouch, nudge them, then take them down. Any other attack risks 


alerting friends. 


TO SAVE A PRINCESS 


Watch out for alarm cans on strings. Your 
goal is the south point of the map. A 
blowgun is hidden at the map’s edge, 
slightly southeast of where you start. It 
comes in handy if you can find it. 


KUBON ISLAND 


The path to the center of the island is in 
the middle of the southern section of the 
map. Plan to do lots of swimming, and 
grab the air bottle, which is on a small 
island on the west side, atop a peak 
patrolled by a rifleman. While you’re 
swimming, watch for gentle slopes that 
lead upward—they allow a quieter exit from 
the water. 


THE ISLAND FORT 


Loot the Demon Claw guards deeper in the 
island—they have goodies you need for the 
boss fight. Your goal is the far north. Don’t 
take the stairs up the mountainside: 
grapple up from the roof of a shack. 
Wang’s a great swordsman, but weak, so 
keep your distance and fight him with the 
items you collected. 
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THE QUARANTINE VILLAGE 


Your eventual goal is the southeast, but 
you must swing north to eliminate enough 
enemies to gain high points. Watch for 
rooftop archers and wary civilians. Keep 
the three bosses in a group by running. 
Drop caltrops and smoke bombs and throw 
grenades while they stagger. 


CHERRY TREE HILL 


Bring shuriken to combat the wolf. Use the 
terrain to hide behind, but don’t fall in the 
dark chasm! 


IN PURSUIT OF TATSUMARU 


This is very similar to the identically named 
mission in Rikimaru’s mission path. 
Enemies are in similar places, and some 
require that you drag them out of sight. 
Loot the dead for goodies to use on 
Churro. Keep to Churro’s side if you must 
close; otherwise, fight him with items. Don’t 
backflip away from his attack—that just 
sets you up for more damage. 


THE KANSEN CAVERNS 


Blowguns are your friend in this mission, 
and camouflage is handy. Plan to do some 


CONTINUED > 


one 
mi 
= 
ir] 
-- 
La 
NO 


TENCHU 2 


CONTINUED > 


A Master your swimming moves when you first 
learn them in the training mission. You must 
swim to your objective in a number of missions. 


swimming and some climbing, not to 
mention hanging. Don’t let Ayame look at any 
of the walls lined with X’s—these are spear 
traps, and if she looks, she gets speared. 


THE FIRE DEMON 


When you face Genbu, slow him with 
shuriken and caltrops and get to his rear. 
Combos are the best tactic against 
Tatsumaru. 


TATSUMARU 
THE RED LOTUS 


Get to the rooftops quickly. There are a 
number of rooftop enemies, but there are 
also citizens and guards below who will 
sound the alarm if they spot you. The final 
confrontation takes place just north of the 
map’s center. Dodge Seiryu’s attack by 
rolling to the side. He can lose sight of you 
if you get to the other side of the roof, 
leaving him wide open. 


THE HEAD OF LORD TODA 


There’s blinding dust south of your starting 
position, beyond a soldier: stop to grab it. 
The camp swarms with closely paced 
soldiers, so you must wait for the right 
moment even more patiently than usual. To 
defeat Toda and his minions, throw sleeping 
gas, blinding dust, or caltrops at them and 
take down the minions first. Don’t get 
cornered by Kagami, or her combos will 
finish you. 


Alf you suddenly find yourself in plain sight, 
crouch and roll backward, left, or right. 


THE SHIFTING SANDS 


Leave the women alone. Stick to the 
rooftops to travel and drop down on the 
ground when you find your victims. 


GUARDING THE SECRET HARBOR 


Watch the start, where there’s an archer 
and a soldier just ahead. Take out the 
archer first. Lumps in the sand are 
landmines. Move fast against Takehito, and 
try to keep him off guard with one or two 
special items. 


NO MERCY 


A spearman waits just beyond the first 
soldier, so get out of the way fast after the 
first kill. Use camouflage to get across the 
rice paddies, but travel mostly on the 
rooftops. 


ASSAULT ON THE NINJA VILLAGE 


If you can, equip dragon's breath, ninja 
armor, blowgun, and camouflage. Don’t get 
spotted by the little old lady, or the archer 
will ventilate you. Use the dragon’s breath 
against Shiunsai. Dodge his grenades and 
smoke bombs and fight him with combos. 


THE FINAL DAWN 


This is perhaps the toughest mission of the 
game, with overlapping enemy patrol 
routes and wide open spaces. Take your 
time! Return quickly after that first kill, or 
you’ll be overcome by numbers. A 
landmine is hidden in a box at the extreme 
south of the ship. Once you kill all 21 
soldiers, Jubei confronts you. Keep him off 
guard with dragon’s breath and sleeping 
gas, and block his assaults. 
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Select = All Itms Sel Screen R 


Select = All Itms Sel Screen A 


All Char Invis to Enemies 
Unlock Tatsumaru 
Everything Unlocked & Mastered 


Use Grap Hook Most Anywhere 
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THEME PARK 


A unique combination of strategy and management game that offers you the chance to both design and run amusement 
and theme parks around the world. Beneath the cartoony graphics lies a wicked sense of humor and a complex, 
involving game—which these hints should help you to master quickly and easily. 


fa 


A The layout of your park is perhaps the 
single most important aspect of its success 
(or failure). Try to put yourself in the shoes 
of a visitor to the park, and work out where 
to put things from there. 


¥ It’s vital to keep an eye on the happiness 
of your customers—they’re the people you 
have to please. 
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GENERAL S 


e Make sure you get an attractive little park 
developed before you even consider 
opening the gates. If you open too soon, the 
patrons are likely to become bored quickly. 

e Once you have a few rides up and running, 
it’s crucial to have enough mechanics to 
keep everything working with minimal delays. 

e A few subtle tricks at the concession 
stands—like adding\more salt to the fries 
to make your patrons thirsty—bring bigger 


bucks your way. 


e You won't progress far on the more 
complex modes of play unless you keep 
pumping money into research and 
development. Investing in new ride designs 


is always a good choice. 


e Check the Park Status screen often so you 
know how many customers are satisfied 
and how many are irate. Look at their 
thought balloons to see what you need to 


do next. 


e Five save slots allow you to save your 
park, then return to it later. However, the 
park size and the amount of save-game 
memory in the PlayStation console can 
limit the number of available slots. 

e Aside from a first-person perspective allowing 
you to explore your own park, the PlayStation 
game mirrors the popular PC title. 

e Five of the ride types are user-designed. 
For example, you construct (and pay for) 
every length of track on a roller coaster to 
create the metal beast you think will sell 


tickets. 


OPRET UE CREODETS 


ast 


A As you progress through the game, more 


and more expensive and impressive rides 


become available. 


Infinite Money 


801AF850FFFF 
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SKATE AND DESTROY 


THRASHER 


THRASHER: SKATE 


AND DESTROY 


A warm welcome to all you thrashers bold enough to show up for school today. We’ll go over all the Multiplayer Tips 
you need to build a rep as a go-to skater. 


MULTIPLAYER TIPS 


The Multiplayer feature offers seven new 
ways to compete with your friends. Read on 
for a few tasty pointers to help you max your 
set and show those other guys who’s boss. 


SESSIONS 


Like a timed run, the Session is the contest 
in which you show ‘em what you got, any 
way you please. Each contestant has one 
two-minute session to rack up as many 
points as possible. Boards don't break, so 
you can let it all hang out. 

Two strategies prevail. One is to go big 
at every opportunity. Work a quarter-pipe or 
bowl for the entire session. Don’t sweat it— 
you can’t destroy an area, so you’re always 
earning points. 

Another popular strategy is to work the 
flats and small bumps. Quantity is its own 
kind of quality. Hit as many Ollie Grabs, 
Shoveits, and Heelflip variations as you 
can. You may not earn the big points that 
come with vert moves, but you’ll steadily 
build your total, and your wipeouts won't 
be so major and time-consuming. 


A Don’t mess with moves you can’t nail. 


Don’t mess with moves you don’t think 
you can nail. Nothing eats up the clock like 
a heavy faceplant. Skaters like Roach and 
Kahli may earn more points by employing a 
technical approach. Scab and Cyrus excel 
at big air. 

The choice of venue is key. Play to your 
skater’s strengths and against your 
opponent’s. You don’t want to have to push 
Roach off the lip at LA River. But if your 
partner skates with him, you might want to 


A Know the areas inside and out. 


grab Scab and insist the contest is held 
right there. 


NICKEL BAG 


In the end it’s all about your bag of tricks. 
In this contest each skater takes a turn at 


pulling one trick. Top score takes the round. 


The first skater to win three rounds wins 
the game. 

You have 30 seconds to get where you 
want to go, so it helps to know the areas 
inside and out and to have a plan. 

Maximize your points by nailing your 
skater’s signature move in a quarter-pipe. 
You must destroy all venues before your 
player earns a move. 

This is the time to go big. But if you 
wad you'll find eggs come in pairs—one on 
your skull from the hard fall, and one on 
the scoreboard, also from the hard fall. 

This event rewards the skater who 
stays in control. Make sure you press the 
right buttons! You don’t want to heelflip by 
mistake when you’re going big with an 
Airwalk. If you wad, it’s all over. But if you 
bail you’ll still have a few seconds to put 
up some points. 
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HORSE 


Think of the basketball game with a 
skateboard and terrain instead of a ball 
and hoop. One player hits a trick. The other 


A Choose an area you can rip. 


player has to nail the same trick, or the 
judges give him the letter "H." It goes on 
until one of you spells "HORSE." The other 
one wins. 

Choose your skater carefully. Great all- 
arounders like Cyrus and Axl are always 
good choices. They can handle almost 
anything another skater can throw at them. 

When choosing a trick, take advantage 
of the opposing skater’s weaknesses. 


Remember that Jasmine is the only skater 


who consistently can pull off a 360 Spin off 


the flats. Take a chance; maybe your 
opponent won't think to pull the trick off a 
quarter-pipe or bowl. 

Heavy trick combos can really stump 
another skater. The more buttons the 
opposition has to push, the more likely 
they’ll mess it up. 

Choose an area you can rip. Some 
skaters do well at high-speed venues like 
the Hills or the LA River. Others, like Roach 
and Jasmine, work it better at the 
skateparks. 


TOP DOG 


This event has the same premise as Nickel 
Bag, but you start each of the five rounds 
at a different part of a locale. The winner 
has the highest point total. Skaters who 
excel at Top Dog are those who can work it 
on anything and those who can get to 
where they want to be, fast. 

Know where you are. To maximize your 
total, you must know the location like the 
back of your hand. If you want to run off to a 
pipe to go vertical, you won't waste precious 
seconds searching for the perfect lip. 

You gotta go big to keep up, but make 
sure you don’t get in over your head. A 
wipeout means a scoreless round. 

Sometimes it makes sense to put the 
pressure on with simpler tricks. Better line 
up a ramp to land on—falls from great 
heights ruin your day. 


SICK FIX 


This contest is all about who can norge the 
loogiest. Big points go to the skater who 
can do the most damage to his body and 
his board. (If your mom asks you why 
you’re into this kind of thing, ask her if she 
remembers Pete Townsend smashing his 
guitars or Iggy Pop diving off a stage.) 
Each contestant has three chances to die. 
The single highest damage score earns a 
skater the win. 

Again, know your course. The best 
wipeouts come at wide-open locales with 
lots of hard edges. But you can bite it hard 
anywhere. The bottom of a bowl is a good 
choice. 

It’s all about speed and timing. The 
harder you hit, the higher your score. Jas 
and Scab are great skaters to choose for 
this event. They can slam like no one else. 

In this game, it goes without saying that 
the blunter the surface the harder the total 
impact. Do maximum damage to yourself by 
slamming into a wall at a 90-degree angle at 
top speed off a ramp. Turn sideways so your 
body can experience the pain in full. 

For big kicks, try getting all broken up 
off the ramp at the Hills in San Francisco. 
Axl earned nearly 30 points off the first 
bounce. You can reach scores of more than 
90 points here. 


A Reach scores of more than 90 points. 


LONG GRIND 


For some it’s the workday, for others it’s a 
way cool way to establish flapping rights. 
Each skater has three tries to leave the 
longest Grind. The single best score 
determines the winner. Bag this, and you 
can jaw all you want. 

Choose a skater with high Grind and 
Balance ratings, like Kahli. Vert skaters like 
Scab can get up on the rail, but they lack 
the balance to go places. 

If you bite it, you get no points. Make 
sure you pop off the edge or rail before you 
run out of steam. 

Axl puts together a good package for 
this event. Put him up against Kahli or 
Jasmine and watch the paint chips fly. 
The Nosegrind or Tailgrind is a popular 
choice for distance. You’re already halfway 
off the edge, so popping off of it is easier 
than with Grinds like the Feeble. 


BIG WALLRIDE 


What’s skateboarding without vandalism? 
These days, spray paint is under lock and 
key, so you’re left to graffiti the walls with 
skid marks. Each contestant has three 
chances to bust a long Wallride. The 
longest single Wallride wins. 

Tech junkies like Roach are the bomb 


YSHSVEHL 


when it comes to streaking the walls. Cyrus si 
is a great all-arounder. Choose a skater A 
with good balance and a high Ollie rating. JN 
| 
mi 
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mi 
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A Finding a good wall isn’t always easy. ne 


Find a wall that borders a long downhill 
stretch for maximum distance and airtime. 
Keep the front of your board up. 

Finding a good wall isn’t always easy. 
Improvise and scar the sponsors’ signage 
at the Embarcadero. 

Make sure you kick out of the Wallride 
before you pile. These are the icing on the 
cake of a mind-blowing session. 


Y The Nosegrind or Tailgrind is a popular choice for distance. 
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THUNDER TRUCK RALLY 


THUNDER 
TRUGK RALLY 


If you like your trucks big and your wheels even bigger, this is the off-road racer for you. This guide offers hints for 
each course. 


Here’s how to rumble through the tracks... 


BOBCAT VALLEY 


This is an easy circuit. As you start, you’re 
immediately thrown into a huge hill. Stick to 
the middle of the track, put your foot down, 
and make sure you don’t hit another truck. 
Cut corners by driving over the snow, but 
don't drive over the mountain rocks. Keep to 
the track as it swings and arcs at the end of 
the lap. 


CHEETAH PLAINS 


This track is very different to the Bobcat 
Valley. There are virtually no opportunities to 
cut corners, and there are several hazardous 
jumps. Hug the middle of the track and 
make sure your wheels are straight when 
taking to the air. Avoid landing on the side of 
a hill. 


COUGAR CIRCUIT 


This is a real “up and down” level. On the 
flat, cut corners as much as possible, but 
don't take on the high hills. On the jumps, 
stay in the center of the track or you’ll land 
on the side of a hill and lose time. Driving 
around the sides of the jumps saves armor 
but it also costs time. Only do this if you’re 
badly stung. 


JAGUAR GORGE 


Use the sharp turn buttons here—understeer 
or oversteer and you’re thrown halfway up a 
steep hill, only to slide back down at a snail’s 
pace. Hold down the accelerator for the long 
climb and keep left to avoid the ditch. Take 
your finger off the gas before you come to 
the big jump at the end to conserve armor. 


LYNX DUNES 


This is a challenging circuit that’s full of 
minor jumps. As your truck bounces around, 
it’s often difficult to see where the track 
leads. You might want to hog second place, 
following the leader, and then pass at the 
end of the race. 

Stay away from the concrete barriers 
and, if you come to grief, make sure you’re 
driving the right way around the track. Don’t 
laugh—it’s easier than you think to hit a hill 
and spin without noticing. 


PUMA PASS 
This track’s deceptively tough. Although 


green and lush at the start, it’s bordered by 


molten lava. Hit this and you’re finished. Stay 
on the center of the track and be VERY 
careful. The green area is fairly simple, 
though—avoid the lava and victory is yours 
for the taking. 


TIGER SHIFT 

Whatever you do here, stay on the track. 
Don't try to cut corners through the lava. 
Watch out for the narrowing section of track 
and the big jump at the end—take it slow if 
your vehicle’s trashed. 


A If another truck 
insists on blocking 
you all the time, try 
to ram it into one of 
the walls and zip 
right by. 


A Crushing cars is 
a lot of fun, but to 
be successful you 
have to make tight, 
accurate turns at the 
end of the line. 


LION CAR CRUSHING 


The key to this event is to keep your tires on 
the cars for as long as possible. Drive along 
the line, then turn in a loop before driving 
back. Using the sharp turn buttons, turn left, 
then execute a long right-hand turn before 
going left again onto the cars (or vice versa). 
If you hold right or left on its own, you join 
the line halfway along. Tap the accelerator 
rather than holding it down: accuracy is 
more important than speed. 

The most successful vehicles in the car 
crush are the heavier ones. Your choice of 
vehicle affects your game. So here is the 
lowdown on the stars and their cars. 

e ENZO: A good all-arounder, but a little 
weak on the turn—still a good first choice 
for beginners. 

e NADIA: Fine acceleration and turning, but 
lacks weight and armor. A speedy vehicle, 
but poor in the rough. 

e KARL: A solid all-arounder with no real 
weaknesses. This is a great choice for the 
endurance event. 

e LEAN: Good acceleration, weight and 
armor, but doesn’t handle all that well. 
Excellent over the cars. 
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e AARON: Another all-arounder, with a slight 
emphasis on weight and armor. Useful for 
drivers who are hard on their trucks. 

e MIYUKI: Superb acceleration, grip, and 
turning, but extremely light and weak. 
Miyuki is a pure speedster. 

e NAIL: Both driver and truck are built like 
tanks. Not a fast vehicle, but he has no 
trouble getting a parking space. 

e BEAR: A solid drive, ideal for rough terrain. 
Doesn't turn or accelerate well, though. 

¢ MICHELLE: This little lady sticks to the 
course like bubble gum sticks to your 
shoe. But her acceleration is mediocre. 


At the main menu, enter any of the following 
codes before hitting “GO.” You hear a noise 
which sounds like a belch in an echo 
chamber. 


TALL TRUCKS: ©), (2), £2), RD, 4 
This makes your truck’s chassis and bodywork 
twice the height. 


NO DAMAGE: €, €, €¢, t, +, ©, R3 
Disengages your damage meter. You’re 
now invulnerable, and can even drive 
through the lava. 


NO TRACTION: 

+, £D, R3, RI, é, R3, RA, 

You can have great fun driving up vertical cliff 
faces with this one. 


HELICOPTER HELP: 
t3, ©, RD, RI, C3, C3, RI, RI 

In Endurance Mode the chopper takes you to 
the next checkpoint—but it won’t take you to 


the first. 


EXTRA STRENGTH: E3, €, >, t, +, 
Makes the trucks more durable. 


800BB0C20000 
800BB0C003E7 
801DBE100000 


0 Car Crush Points P2 
Extra Car Crush Points P1 
Infinite Armor 


ING IN THE WIND 


Take the wind into 
consideration when 
setting up a shot. A 
light wind has little 
effect on your ball in 
flight. However, if there’s 
a breeze—especially 
one that blows across 
the course from side to 
side—take steps to 
counteract the wind’s 
effect. 

The longer the ball is 
in the air, the greater the 
wind’s effect. Therefore, 
using larger clubs for 
long drives with low 
trajectories allows the 
wind to affect your ball 
less than using smaller 
clubs for drives with 
higher trajectories. In 
windy conditions, use a 
heavier club and don't 
hit the ball as hard. 

You can also use the 
wind to your advantage. 
Turn into the wind a bit and let the breeze 
carry your ball toward the hole. Or slice or 
hook the ball into the wind. Choose the 
method that best suits your style of play. 


A Use spins and 
curves to better 
control the ball. 


AAlways aim on 
the green when 
putting. The green 
line shows the lay 
of the green. 


AChoose the right 
club for the job. 


HOOKS, SLICES, 


AND SPINS 


By pressing the 
directional buttons with 
your Impact setting on 
the swing meter, you 
can change the point at 
which your club strikes 
the ball. Press left to 
hook (curve to the left) 
or right to slice (curve 
to the right). Use these 
types of swings to 
curve into the wind or 
around obstacles. 

Press up during 
impact to give the ball 
a topspin. This flattens 
the trajectory of the 
ball, but the ball rolls 
farther after it hits the 
ground. However, it’s 
hard to get the ball to 
stop where you want. 

Pressing down during impact gives the 
ball a backspin. The ball stops and sometimes 
rolls backward when it hits the ground. 


ae Ad 
AZoom out to get 
a better idea of the 
lay of the course 
and to better aim 
around obstacles. 


AAim each shot 
on your own, even 
though the game 

sets it up for you. 


a 


AWhen the green isn’t flat, aim carefully to 
get the ball to curve around into the hole. 


Let the swing meter go into the red to drive 
a few extra yards. 

Notice the lay of the course, especially 
when chipping or putting. If you’re shooting 
uphill, give the ball a little extra power. 
Shooting downhill, the ball tends to roll 
more, so ease up a bit on the swing. 

Although the game sets up your shot, 
adjust your aim a bit, especially when the 
wind is blowing. Also make sure you have 
the right club. If you have been hitting a bit 
shorter than the estimated range for each 
club, use the next club up. Also select the 
right club for the type of shot. For a flatter 
trajectory, use a longer-range club and 
don’t hit as hard. This keeps the ball low to 
avoid obstacles or limit the wind’s effects. 

Putting requires practice and skill. Learn 
to read the lay of the green. The green line 
shows where the ball will go if you aim 
directly at the hole. If it does not point right at 
the hole, the green is uneven or sloped, and 
you have to adjust your shot. If the green line 
shows the ball going left of the hole, adjust 
your aim to the right so the ball curves left 
and drops right in the hole. This takes 
practice, practice, and some more practice. 


The following codes allow you to modify 
the game and access some extra features. 


200 PERCENT ELEVATION INCREASE 
At the Player Select menu, choose “Edit 
Name,” enter PUMPZ as a name, and 
begin a game on any course. 


400 PERCENT ELEVATION INCREASE 
At the Player Select menu, choose “Edit 
Name,” enter MAXIMUMZ as a name, and 
begin a game on any course. 


FLAT TERRAIN 

At the Player Select menu, choose “Edit 
Name” enter OLD SCHOOL as a name, 
and begin a game on any course. 
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TIGER WOODS '99 


sete aoe 


A Getting the ball in the hole is the name of 
the game. 


CHANGE VOICES 


During gameplay, hold # or +, then press 
X, mE, A, @, £), ©), RI, or R3. 


EXPLODING RANGE CART 


Select “Practice Facility” under Game Mode 
and choose “Driving Range.” Then, hit the 
range cart three times and it will explode. 


TAUNT OPPONENTS 

During your opponent’s turn, press one of 
the following buttons to activate the 
corresponding taunt: 


Crowd cheers T1 


Tiger Woods laughs 12 
Tiger Woods says “That was lucky” (Ra) 
Tiger Woods clears his throat R3) 
Tiger Woods says “Fore” a 
Tiger Woods says “Nice shot” a 
Tiger Woods says “No way” e 
Tiger Woods says “No pressure” x 
AUTOMATIC HOLE IN ONE 


Press [> to pause gameplay. Then, hold 
Ri)+(R2) and press f, 4, A, @. Press 
to resume gameplay and your next shot will 
be a hole in one. 


SOUTH PARK PILOT EPISODE 

This file is only present in the first production 
run of 100,000 games; MPEG-1 or VideoCD 
software is required for playback. Place the 
game disk in the PC-compatible CD-ROM 
drive and open the “Zzdummy.dat” file to 
view the original “Spirit of Christmas” pilot to 
the South Park series. 


8007A0BC 0000 
8007A238 0000 
800A83FC 0000 
800A97BC 0000 
Shot’s Score Modifier 80036B28 002? 
(??=score for the shot, e.g., for a 2, enter 02) 


Only One Shot Recorded 


66, SOOM 43911 


TIGER WOODS PGA TOUR GOLF 2001 


PLAYING A GOOD GAME 


You can do several things to lower your 
score and play a better game. 


STUDY THE HOLE 


A Use the Map view to help plan your shots. 


Before you tee off at each hole, study the 
hole and plan how you want to play it. 
Usually, you want to drive as far as you can 
with your tee shot. However, on some 
courses where the fairway is broken up by 
rough, you may need to pull back on your 
tee shot so you don't risk going into the 
rough. A good strategy is to work your way 
back from the cup. Locate a good position 
on the fairway from where to hit toward the 
green, then figure out how to get there from 
the tee using the longest shots possible. Use 
the Map view (press @) to plan your shots. 


LEARN TO DRIVE 


A Let the swing marker go into the red to 
increase the power of your drive. 


TIGER WOODS PGA 
TOUR GOLF 2001 


One of the most important skills you can 
develop is driving. You always want to drive 
as far as possible on your tee shot—as 
long as you can still keep it on the fairway. 
To give your swing a bit more power, and 
achieve more distance, let the swing 
marker go into the red during a shot. This 
provides 10 percent more power and 20 or 
more yards on your drive. However, giving 
the ball a bit of extra power can affect the 
accuracy of your shot, especially on 
shorter shots where accuracy is more 
important than distance. 


AIMING YOUR SHOT 


Press 4 to zoom in and aim your shot. 
Although the game usually aims well by 
default, you should always check the aim 
and customize it to your style of play. Aim 
for the center of the fairway in case you 
give the ball a hook or slice. Depending on 
the wind velocity, you may want to aim a 
bit into the wind so that it doesn’t blow 
your ball into the rough or a bunker. 

Always take into 
account the type of 
7 shot you'll be 
making. For example, 
if you’re going to give 
it a little extra power, 
aim for a spot that 

: 4 allows the ball some 

A Aim your own shots room to roll without 
rather than letting the going into the rough 
game do it for you. or a hazard. 


SLICING AND HOOKING 


When making a 
shot, it’s important 
to end your swing 
with the marker in 
the middle of the 

į green zone. Ending 
7 with the marker 
either to the left or 
right of the white 
line causes the ball 
to hook or slice, 
respectively. 
(Hooking causes the ball to curve to the 
left, and slicing causes the ball to curve to 
the right.) Usually, you’ll want to keep your 
shots as straight as you can, but there are 
times when a hook or a slice is desirable. 
For instance, you can use these types of 
shots to help offset the effects of the wind. 
If you have wind coming from the left, hook 
into it. Slice into a wind from the right. 


A Abad slice can put 
your ball way off the 
fairway. 
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Note that hooking and slicing decrease the 
length of your drives. if you plan to use one 
of these techniques, aim farther than you 


want the ball to go to make up for the 
decrease in the power. 


TYPES OF SHOTS 


Besides selecting the correct club for a 
shot, you also can select the type of shot 
you want to make. Use Full for drives where 
you need the maximum distance. A Punch 
is a short hit with a low trajectory—good if 
you need to hit out from under trees and 
keep the ball low. A Pitch decreases the 
range of a shot, but increases the trajectory, 
making it great for getting out of or over 
obstacles. A Chip is similar to a Pitch, but 
the ball travels a shorter distance. 


PUTTING 


A Read the green to 
see how it lies. 


A Novice golfers make 
the common mistake of 
putting short of the cup, 
especially if the green 
rises toward the cup. 


The putt is one of the most important shots 
in golf, requiring finesse rather than power. 
Always take time to study the lie of the 
green by pressing RI. The game always 
aims directly at the cup. This is usually fine 
for putts of only a few feet, but for longer 
putts you’ll want to aim for yourself. 

Look for the way the green drops, then 
aim so that the angle of the green helps 
steer your ball toward the cup. For example, 
if the green drops down to the right, aim a 
bit to the left and a little farther because the 
ball will slow down as it climbs the rise and 
curves toward the cup. Also note whether 
the slope rises or drops from you to the 
cup—even if it’s flat from left to right. If the 
ball must climb, aim past the cup to give it 
more power. On the other hand, if you’re 
putting down toward the cup, aim a bit 
short so you don't overshoot. 


TOBAL NO. 1 


Less well-known than the likes of Tekken or Street Fighter, this colorful and quirky little beat-’em-up may lack the 
depth of the real classics, but makes up for it with fast-paced fun. One of the keys to the game is learning all the 


characters’ throws, so here they are. 


BREAKABLE THROWING 
TECHNIQUES 

Back Carry Throw Guard, @ 
Thunder Throw © , throw 
Back Slam Grab from behind, throw 
UNBREAKABLE THROWING 
TECHNIQUES 

Eddy Throw Pulling, throw 
Flying Jade While pushing: & , Throw 
The Sickle © , > , Throw 
Falling Body © , € , Throw 


Cross Arm Stretch Grab left side, Throw 
The Guillotine Grab left side, Throw 


BREAKABLE THROWING 
TECHNIQUES 


German Suplex Grab from behind, Throw 
Neck Breaker Grab from right, Throw 


Haze Breaker Throw 
Wheel Throw € , Throw 
UNBREAKABLE THROWING 
TECHNIQUES 

Power Slam & , € , Throw 
Flip Throw Pushing € , Throw 
Eddy Throw Pulling, Throw 


Dead Tree Chop Down 
Four Corner Throw 


BREAKABLE THROWING 
TECHNIQUES 


Four Corner Throw Grab from left, Throw 
Moon Flower Grab from right, Throw 


Pushing, Throw 
Grab from left 


Back Flipper Grab from behind, Throw 
Back Whirl Wind Throw 
Front Whirl Wind € , Throw 
UNBREAKABLE THROWING 
TECHNIQUES 

Steamboat Pushing, € , Throw 
Valley Throw © , € , Throw 
Wheel from Hell Pulling, Throw 
The Sickle >, , Throw 


BREAKABLE THROWING 
TECHNIQUES 

Plunging Driver Pushing, Throw 
Clothesline Grab from right, Throw 
Body Slam Grab from behind, Throw 
Screw Bomb Throw 
UNBREAKABLE THROWING 
TECHNIQUES 

DDT © ,€ , Throw 
Eddy Throw Pulling, Throw 
Pagoda Throw Pushing, € , Throw 


Cross Arm Stretch Grab from left, Throw 


BREAKABLE THROWING 
TECHNIQUES 

Giant Swing Pushing, € , Throw 
Atomic Buster Grab from behind, Throw 
Kientack Breaker € , Throw 
Power Boom Throw 
UNBREAKABLE THROWING 
TECHNIQUES 

DDT & , € , Throw 
The Sickle >, , Throw 
Eddy Throw Pulling, Throw 
Moon Dive Grab from right, Throw 


Side Defense Grab from right, Throw 


MARY IVONSKAYA 


BREAKABLE THROWING 
TECHNIQUES 

Giant Swing Pushing, €, Throw Throw Away 
Power Moon > , Throw 
Plain Buster Throw 
Underarm Throw Grab from left, Throw 
Clothesline Grab from right, Throw 
German Suplex Grab from behind, Throw 


UNBREAKABLE THROWING 
TECHNIQUES 

DDT © , € Throw 
Pendulum $, Throw 
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BREAKABLE THROWING 
TECHNIQUES 


German Suplex Grab from back and Throw 


Clothesline Grab from right and Throw 
Buster Drop € , Throw 
Front Suplex Throw 
UNBREAKABLE THROWING 
TECHNIQUES 

Neck Hooking Throw pushing, € , Throw 
DDT © , € , Throw 
The Sickle > ,% , Throw 
Frank Spin Pulling, Throw 


Cross Arm Stretch Grab from left, Throw 


A A good way to 
practice the game’s 
many throws is to 
pit a character 
against himself. 


A Many of Tobal 
No. 1’s throws are 
among the most 
impressive (and 
damaging) moves 
available. 


NORK 

DDT ©, ©, Throw 
Eddy Throw Pulling, Throw 
Giant Swing Pushing, €, Throw 
Power Boom Throw 
The Sickle >, >, Throw 


MUFU 

DDT aha 
Eddy Throw Pulling, Throw 
Giant Swing Pushing, ©, Throw 
Skrabe From behind, ™ 
The Sickle >, >, Throw 
Tiger Driver Guard, =, Throw 


UDAN 

DDT ©, ©, Throw 
Flip Throw >, >, Throw 
Giant Swing Pushing, €, Throw 
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TOM CLANCY’S 


PLANNING A MISSION 


Mission planning can be difficult and time 
consuming. If you fail a mission or are 
unhappy with the results, you may return to 
the planning stage and try it again. Rarely 
will you execute a perfect mission your first 
time through. However, the better your 
plan, the better the execution. 

You'll take the following steps when 
you plan a mission, but not necessarily in 
this order. 


BRIEFING 


First, read through all the briefings to learn 
what the situation is and determine the 
nature of your job. You'll find the latter in 
the mission orders and objective. Listen to 
Control and to John Clark. They may offer 
some insights. Next, go to the Intel screen 
to get background information on the 
mission. 


SET WAYPOINTS OR INSERTION POINT 


Select a team, and choose an insertion 
point (PlayStation) or begin plotting 
waypoints (Nintendo 64). The first waypoint 
must be within a starting location and the 
last within an ending location. Determine 
the team’s entry into a building, their route 
to that spot, how they'll reach their 
objective, and, finally, how they’ll get out. 
Use Go codes to coordinate team activity. 
For example, it’s usually a good idea to 
have all teams enter a building at the same 
time. But in some cases, one team may 
have to complete a task before another 
team can continue. You may use each Go 
code more than once. 


BUILDING TEAMS 


You know how many teams you’ll have and 
the tasks for each. Now it’s time to choose 
operatives from the Roster screen. 

Delete the members you chose earlier 
and start from scratch. First, choose an 
operative with good leadership ability for 


each team. Teams that must breach their 
way in need a demolitions specialist. Next, 
assign specialists, such as electronics, if 
the mission calls for them. Finally, fill in the 
teams with assault specialists. 


PASS THE AMMO 

Distribute firearms and equipment to your 
assembled teams. RAINBOW is well 
funded, so you have as many of each 
weapon or item as you need. Equip your 
teams appropriately for their tasks. 

Finally, suit your operatives in 
appropriate uniforms. Choose 
inconspicuous patterns, and weights 
appropriate for the task. Breachers should 
wear heavy uniforms; recon teams will don 
light ones to stay quiet. Most team 
members should wear medium-weight 
uniforms that provide a balance of 
protection and mobility. 


START THE MISSION 


Your teams are ready, so after choosing 
insertion points or planning the mission, 
execute your plan. Good luck! 


MISSION FAILURE? 


If you fail a mission or get a lot of your 
people killed in a successful mission, go 
back to planning and try again. Study who 
got killed and where to determine the 
planning changes you need to make. You 
may also need to change a team’s ROE for 
a certain waypoint. Think of each failure as 
a learning experience. 


Consider replaying the mission if even one 
team member dies, especially in the early 

missions. Losing one member per mission 

will leave you short of trained, experienced 
professionals for the last few. 
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THE RAINBOW OPERATIVES 


RAINBOW Six puts you in command of a 
team of operatives from around the world. 
Each has unique strengths and 
weaknesses. It’s up to you to assign them 
roles that maximize their skills. This chapter 
covers each RAINBOW team member, 
providing background, personal 
information, attributes, and suggestions for 
how best to use him or her during 
operational missions. 


ARNAVISCA, SANTIAGO 

Personal Information 
Identification Number: 
RCT0031-A1044 
Nationality: Spanish 
Specialty: Assault 
Date of Birth: 01 
January 1968 
Height: 186 cm 
Weight: 81 kg 

Hair: Brown 

Eyes: Blue 

Gender: Male 


Notes 

Arnavisca is a superb marksman and one 
of the two best operatives with firearms. 
You can use him as team leader in a pinch, 
but he’s far better in a supporting role. He 
stays cool during the hottest firefights. 
Arnavisca is perfect to include in the team 
that’s under player control. 


BOGART, DANIEL 

Personal Information 
Identification Number: 
RCT0047-A1109 
Nationality: American 
Specialty: Assault 
Date of Birth: 12 
October 1954 

Height: 188 cm 
Weight: 82 kg 

Hair: Black 

Eyes: Blue 

Gender: Male 


Notes 

Bogart is a good choice for team leader. 
He is highly proficient with firearms, as 
well. Use him for your main assault teams. 


CHAVEZ, DING 

Personal Information 
Identification Number: 
RCT0047-X0566 
Nationality: American 
Specialty: Command 
Date of Birth: 12 
January 1968 

Height: 176 cm 
Weight: 72 kg 

Hair: Black 

Eyes: Brown 

Gender: Male 


Notes 

Chavez is operational leader of RAINBOW. 
Put him in command of the team with the 
most important objectives. He is expert at 
firearms and stealth, with good experience 
in several other areas. Put less-experienced 
operatives in his team. You will probably 
want to control Chavez, but, because he will 
follow your orders better than anyone else, 
you should leave him under Al control. 


BECKENBAUER, LARS 


Personal Information 

Identification Number: 
RCT0031-A1044 
Nationality: German 
Specialty: Demolitions 
Date of Birth: 21 
August 1953 

Height: 176 cm 
Weight: 87 kg 

Hair: Blond 

Eyes: Blue 

Gender: Male 


Notes 

Beckenbauer is RAINBOW’s demolitions 
expert, and he’s proficient in electronics, as 
well. He is no leader and prefers to work 
alone. Put him in a team that has a strong 
leader and will engage in minimal combat. 


BURKE, ANDREW 

Personal Information 

Identification Number: 
RCT0049-A2267 
Nationality: British 
Specialty: Assault 
Date of Birth: 12 
January 1968 
Height: 176 cm 
Weight: 72 kg 
Hair: Red 

Eyes: Blue 
Gender: Male 


Notes 

Burke is a well-rounded operative. He has 
experience in most areas, but excels in 
none. A poor choice for team leader, he 
serves well in a support role for assault or 
other teams needing his firearms skills. 


DUBARRY, ALAIN 


Personal Information 


RCT0013-A5436 
Nationality: French 
Specialty: Electronics 
Date of Birth: 27 
September 1967 
Height: 174 cm 
Weight: 66 kg 

Hair: Black 

Eyes: Brown 

Gender: Male 


Notes 

DuBarry is RAINBOW’s electronics expert. 
He’s proficient in the use of firearms and 
grenades, as well. He’ll do well in a team 
with a good leader. Keep him out of 
combat when you can, because he is the 
only electronics specialist available. His 
death can seriously hamper future missions. 


FILATOV, GENEDY 


Personal Information 


RCTO069-A1772 
Nationality: Russian 
Specialty: Assault 
Date of Birth: 12 
February 1964 
Height: 183 cm 
Weight: 84 kg 

Hair: Blond 

Eyes: Hazel 
Gender: Male 


Notes 

Filatov is an average operative. Although 
he is not a leader, he does well in a 
support role. 


HANLEY, TIMOTHY 


Personal Information 


RCT0005-A1299 
Nationality: Australian 
Specialty: Assault 
Date of Birth: 14 April 
1965 

Height: 187 cm 
Weight: 85 kg 

Hair: Blond 

Eyes: Brown 

Gender: Male 


Notes 

Hanley is another good support operative. 
In a pinch, you can even use him for 
demolitions work. 


Identification Number: 


Identification Number: 


Identification Number: 
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HAIDER, KARL P 
Personal Information 
Identification Number: 
RCT0007-A3709 
Nationality: Austrian 
Specialty: Assault 
Date of Birth: 10 
September 1975 
Height: 196 cm 
Weight: 117 kg 

Hair: Black 

Eyes: Blue 

Gender: Male 


Notes 

Haider is one tough soldier, but he needs a 
strong leader. He provides good support 
for Chavez’s team. 


THE RAINBOW ARSENAL 


The RAINBOW team must use a number of 
items to complete its missions. Firearms 
first come to mind, but making an 
antiterrorist operative’s job (and rescued 
hostages) safer requires other equipment. 
The diverse circumstances confronting 
team members involve using a variety of 
uniforms, as well. The following sections 
detail the many tools RAINBOW uses to 
complete its missions. 


FIREARMS 

The firearms in the RAINBOW arsenal are 
selected based on accuracy, firepower, and 
reliability. Each team member carries a 
primary weapon—a submachine gun, 
assault rifle, or shotgun—and a pistol. The 
needs of the mission determine which 
weapon is assigned. Sometimes stealth 
and silence are vital; other circumstances 
demand firepower at long range. Give your 
team members the best weapons for the 
tasks they must accomplish. 


Heckler & Koch MP5A2 


This is the standard RAINBOW firearm, and 
it’s one of the most accurate firearms 
available to your operatives. Unless you 
need long-range fire or stealth, this is the 
weapon to use. 


Heckler & Koch MP5SD5 


The MP5SD5 is essentially an MP5 with a 
silencer built on. Use this weapon when 
you must take out enemy units while 
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maintaining stealth and secrecy. It’s the 
only primary weapon with a silencer. Assign 
it to your recon teams. 


Heckler & Koch MP5K-PDW 


The PDW is RAINBOW’s close-quarters 
submachine gun. Although not as accurate 
at the MP5A2, it’s good for clearing rooms 
with full-automatic bursts. 


CAR-15 


Issue the CAR-15 to firepower support 
teams. It’s best used outside, but its 
compact size allows it to be used 
effectively inside buildings, as well. 


Colt M-16A2 


The M-16A2 is RAINBOW’s heavy 
firepower. It’s the standard infantry weapon 
of the U.S. military, but it’s quite large by 
RAINBOW standards. This weapon is best 
for support-fire teams and is best used 
outside, where range is a factor. It’s difficult 
to use in room-to-room combat because of 
its size. 


Benelli M1 


The shotgun is best suited to breaching 
doors. It’s useful against terrorists, as well, 
but if they have any body armor at all, a 
single blast rarely will take them down. 
Breaching teams should include at least 
one shotgun-armed member. Don’t assign 
it to a team leader because he or she 
usually will be the first through a door and 
will need a high rate of fire with deadlier 
ammunition. 


Heckler & Koch MK23 


Your team members will use their pistols 
rarely, usually if a primary weapon jams or 
runs out of ammo. Pistols are inaccurate at 
medium or long range. If you must use 
one, fire several times at your target: they 
allow only for single shots and it may take 
more than one to drop a terrorist, 
especially one in body armor. 

The Mark 23 is one of the best pistols 
available to RAINBOW operatives. The 
weapon is accurate and the .45 round has 
the necessary stopping power. 


Heckler & Koch MK23-SD 


The Mark 23-SD is nearly as accurate as 
the standard MK23, and its silencer allows 
your team to kill without alerting others to 
your presence. 


Heckler & Koch USP 


This pistol is similar to the MK23, but it 
fires small-caliber ammunition, and so it’s a 
little lighter. It’s usually a better idea to take 
an MK23 because of its greater punch. 


Heckler & Koch USP-SD 


Again, if you need a silenced pistol, the 
MK23-SD is a better choice. 


Beretta 92FS 


The Beretta fires a smaller caliber round 
than the Mark 23, so its magazine can hold 
more ammunition. If you’re going to use a 
pistol a lot during a mission, then this is a 
good choice. This is the standard sidearm 
of the U.S. military. 
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Beretta 92FS 9mm-SD 


This is a great pistol for recon teams or any 
team that needs a silenced sidearm to 
supplement a nonsilenced submachine gun 
or assault rifle. Some missions may demand 
stealth at first and tremendous firepower 
later on. Use this pistol for the early kills. 


Heckler & Koch G3A3 


This is your best weapon choice for long- 
range shooting. Give this to snipers like 
Johnston and Weber and they'll drop 
tangos before the bad guys know what hit 
them. Sniper view has a great zoom-in and 
allows you to fire single rounds into the 
heads of tangos, even when they're near 
hostages. 


Heckler & Koch G36K 


Firing the same round as the M-16, The 
G36K gives added punch to assault teams 
working at short range with little room to 
maneuver. Use this against tangos wearing 
body armor when you must advance 
through narrow corridors or other 

such areas. 


IMI .50 Desert Eagle 


Although the Desert Eagle has only a six- 
round magazine, given the limited use a 
secondary firearm gets, this shouldn't be a 
problem. Besides, with a .50-caliber round, 
it takes only a single shot to drop your 
target, even if you don't hit the tango in the 
head. Unless you must stay quiet, take one 
of these pistols along. If you must resort to 
your secondary weapon, this is one you 
can count on. 


EQUIPMENT 


Flashbang 


At least one member of each team should 
carry flashbangs. In fact, it’s preferable for 
all to carry some, because clearing a large 
building may require a number of these 
devices. As a rule, use a flashbang if 
there’s a chance an enemy occupies any 
room you’re about to enter. 


Fragmentation Grenade 


These can clear a small room with a single 
blast. Take care when you use them during 
hostage rescues, unless you’re certain the 
targeted room contains no hostages. 


Breaching Charge 


These are great for entering a room quickly. 
Use them when breaching a door to a 
room containing both hostages and 
terrorists. Often terrorists will try to kill 
hostages as soon as a door is opened. The 
breaching charge stuns them, giving your 
team valuable seconds to enter and take 
down the hostiles. 


Heartbeat Sensor 


The heartbeat sensor is very valuable. If the 
character you control carries one, it will 
automatically be used to detect nearby 
persons. Terrorists show up on the mini-map 
as red dots and hostages as blue dots in 
the Nintendo 64 version. The PlayStation 
version shows all persons as white dots. 
Use this sensor to see if a room is occupied 
before you enter it and to help determine 
the type of force or restraint to use. 


Demolitions Kit 


Take this along only if explosives will be 
placed or disarmed. Assign it to a 
demolitions specialist. 


Desert 

This uniform is appropriate 
for desert operations where 
stealth is the primary factor. 


Electronics Kit 


This kit is vital for getting through security 
systems. Assign it to electronics specialists 
or any operative assigned an electronics task. 


Street 
This uniform is great for 
urban missions. 


Lockpick Kit 


Your team needs lockpick kits to get 
through some doors, especially without 
making a lot of noise, as a shotgun breach 
or breaching charge would. 


UNIFORMS 


RAINBOW operatives have access to a 
number of different uniform patterns, each 
designed for a certain environment (for 
example, urban, desert, woods). The 
patterns help make the team as 
inconspicuous as possible so they can take 
down the enemy before they’re seen. 

Each pattern is available in three 
weights. Light uniforms are basically for 
recon or other teams uninvolved in firefights. 
They’re quieter and allow the wearer to 
move about stealthily. Heavy uniforms (a.k.a. 
“breaching” uniforms) incorporate the most 
body armor. However, they’re bulky and 


Tan 

This tan lightweight uniform 
is perfect for hot desert 
missions. 


HRT 


Perfect for recon specialists. 


Woods 

Useful for operations in 
forests and rural areas 
where stealth is 


make some noise, limiting wearer mobility recommended. 
and stealth. Breaching and demolitions 

teams should wear these. The medium- 

weight uniform is the standard. It’s eee 
appropriate for assault and other teams that Biosuit 


This specially designed combat 
biosuit combines a Level lla 
tactical vest with a full-body 
Level IV biohazard containment 
suit. Although its joints are 
specially reinforced, operatives 
wearing this suit in combat 
must use extreme caution to avoid 
compromising suit integrity. 


need a balance between protection and 
ease of movement. As the commander, you 
must outfit your team members 
appropriately for the tasks they will perform 


Black 

This black lightweight 
uniform is perfect for 
nighttime missions and recon 
specialists. 


Camouflage 

This uniform is well-suited to 
jungle operations requiring 
great stealth. 


a 
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MISSION 1 


MISSION 3 


OPERATION: STEEL WIND 
OBJECTIVES 


1. Rescue the ambassador 
2. Rescue the staff member 


BELGIAN EMBASSY 

Insertion 

For this mission, Blue Team inserts on the 
fire escape at the third floor. Red Team 
enters via the fire escape at the second 
floor. Green Team inserts from the side 
door under the fire escape. 


There are two other insertion points you can 
choose for this mission. One is on the 
rooftop. From there, you can break through a 
skylight and then drop down into a room in 
the center of the third floor (3-E). However, 
the tango in that room can be difficult to kill 
without getting hurt or killed yourself. 

The second insertion point is the double 
doors in the front. This can be dangerous too, 
because the room on the other side contains 
two tangos and a wide field of fire. It is best 
to stick to the fire escape doors. They open 
into narrow hallways that you can easily hose 
down as soon as you open the door. 


MISSION 2 


OPERATION: COLD THUNDER 
OBJECTIVES 


1. Rescue Dr. Winston 
2. Rescue the staff member 


CONGO 
Insertion 
For the insertion, keep Blue Team at the 
clearing while sending Red Team to the left 
of the building and Green Team to the right. 
In this mission, the tangos are guarding 
the hostages. Therefore it’s important to 
stay as quiet as possible. Gunshots do not 
usually alarm the tangos in this mission. 
However, if a grenade goes off, they will 
begin killing the hostages and the mission 
will be a failure. 
The exception to this is when rescuing 
the second hostage. You can use a 
flashbang to stun the guard before rushing 
in. However, don’t do this unless the other 
hostage is safe. 


OPERATION: ANGEL WIRE 
OBJECTIVES 


1. Defuse the three bombs 


NORTH SEA 

Insertion 

For this mission, insert Blue Team on level 
2, Red Team on level 1, and Green Team on 
level 0. 

In the previous missions, your 
operatives have all been outfitted the 
same. However, in this mission, you need 
someone to defuse bombs. Beckenbauer is 
the man. He has a high demolitions skill 
level and is assigned a demolitions kit and 
heavy uniform for the job. However, his 
firearms skill level is not very high. 
Therefore, use the other two operatives to 
clear the way while Beckenbauer goes 
mainly after the bombs. 

On the other hand, any one of your 
operatives can defuse a bomb. The 
demolitions expert and the demolitions kit 
only make the process much quicker. 

For this mission, try using the 
demolitions expert. While time is not really 
a factor here, in later missions it may be. 


MISSION 4 


OPERATION: SUN DEVIL 
OBJECTIVES 


1. Rescue two workers 
2. Kill Ramon Calderon 


BRAZIL 


Insertion 

Because the objectives are located on the 
right and left sides of the building, insert 
Blue and Red Teams on the right side of 
the building and Green Team on the left. 


MISSION 5 


OPERATION: LONE FOX 
OBJECTIVES 


1. Disarm the bombs 


EASTERN EUROPE 

Insertion 

Insert Blue team down the right missile silo 
while the other two teams enter through 
the main entrance. It is vital that two teams 
enter here or you will be unable to 
complete the mission. 
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Blue Team has a lot of tangos to take 
out for this mission. While a heartbeat 
sensor would come in handy, the extra 
ammo can be necessary if you have to use 
an entire clip to drop one or two tangos 
while on the run. Beckenbauer is a must. 
By the time you get to the bomb, you must 
to defuse it quickly. While a demolitions kit 
would be nice, the ammo and heartbeat 
sensor are more necessary. 


MISSION 6 


OPERATION: GHOST DANCE 
OBJECTIVES 


1. Rescue all hostages 


BARCELONA 


Insertion 
Send Blue Team in the front entrance and 
the other teams through the back door. 
For this mission, you must remain as 
quiet as possible. If the tangos guarding 
the hostages hear any noise or see you, 
they will begin killing the hostages and you 
will fail. Therefore, forget the grenades and 
take silenced weapons. 


MISSION 7 


OPERATION: BLUE SKY 
OBJECTIVES 


1. Rescue Roland Kunst 
2. Defuse two bombs 


HUNGARY SLOVAKIA BORDER 
Insertion 

For this mission, insert Blue Team on the 
right side, Green Team in the middle, and 
Red Team on the left side of the dam. 


MISSION 8 


OPERATION: FIRE WALK 
OBJECTIVES 


1. Prevent the escape of Phoenix personnel 


SOUTHERN IDAHO 


Insertion 

You can use the default insertions for this 
mission with Blue Team going in on the left, 
Red Team in the center, and Green Team 
on the right. 

Stealth is not important for this 
mission—firepower is. Many of the tangos 
are wearing body armor. Therefore, you 
need some heavy weapons to take them 
down easily. The M-16 is the heavy hitter of 
the RAINBOW arsenal. 


MISSION 9 


OPERATION: WINTER HAWK 
OBJECTIVES 


1. Prevent ringleader from escaping 
2. Prevent scientists from escaping 


IDAHO AIRSTRIP 

Insertion 

For this mission, use the default insertion. 
Blue Team inserts on the left, Red Team in 
the middle, and Green Team on the right. 


MISSION 10 


OPERATION: RED WOLF 
OBJECTIVES 


1. Rescue dignitaries 


CENTRAL EUROPE 

Insertion 

This mission is nice because you have a 
blueprint of the entire mint. Therefore, you 
don't have to search for each and every 
room. Send Blue Team in the back door by 
the garage and Red and Green Teams in 
the side door. 

This mission is extremely easy 
because the hostages are located near 
the exits. In fact, you only have to take out 
eight tangos to get to the hostages and 
then get them out. 


MISSION 11 


OPERATION: RAZOR ICE 
OBJECTIVES 


1. Rescue Dr. Winston 


CENTRAL EUROPE 

Insertion 

For this mission, send Blue and Red Teams 
in on level 2 at the bottom of the Insertion 
Screen. Green Team should begin on level 
4 on the left side. 

This mission can be completed with 
only one operative. The walkthrough covers 
Blue Team going in and getting the hostage 
out. However, you can use Green Team to 
clear out decks 3 and 4 if you want a little 
more action. Red Team is a backup in case 
Blue Team runs low on ammo or is 
wounded. 


MISSION 12 


OPERATION: BLACK STAR 
OBJECTIVES 


1. Download intelligence 
2. Avoid detection 


HONG KONG 

Insertion 

For this mission, there is only one point of 
insertion. 

You really only need two operatives for 
this mission. Blue and Red Teams will do all 
the work. Green Team just sits at the start 
and waits for the others. 


MISSION 13 


OPERATION: WILD ARROW 


OBJECTIVES 


1. Disable security 
2. Disable both virus capsules 


HONG KONG 
Insertion 
Insert Blue Team at the top location and 
Red and Green Teams at the bottom 
location. 

This mission is not too difficult. 
However, the timing is critical. You must 
have Beckenbauer with a demolitions kit to 


MISSION 14 


OPERATION: MYSTIC TIGER 
OBJECTIVES 


1. Capture Brightling 


BRAZIL 

Insertion 

Insert all three teams at the entrance on 
the left. There is no need to go in on the right. 
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MISSION 1—OPERATION: 


PANDORA TRIGGER 
OBJECTIVE 


1. Rescue the hostages 


STRATEGY 


Lots of tangos are running around in the 
building. Both hostages are in the same 
room. The insertion zone is in the front of 
the museum. Most of the large ground floor 
halls have balconies overlooking them. 
Watch for snipers. 

The key to this mission is to get to the 
hostages as quickly as possible. If the two 
tangos guarding them hear you or are 
alerted, they'll kill both hostages. Therefore, 
you must act quickly and quietly. Until the 
hostages are secure, only use your 
silenced firearms. Using flashbangs early 
will only give away your presence and 
mean the death of the hostages. 


MISSION 2— OPERATION: 


ARCTIC FLARE 


OBJECTIVES 


1. Rescue all hostages 
2. Prevent bomb detonation 


STRATEGY 


This mission is very tough because it 
requires extreme stealth and split-second 
timing. The hostages are near the detonator 
for the bomb, which is on the bridge of the 
ship. You must simultaneously secure the 
hostages and prevent the enemy from 
detonating the bomb. This requires two 
separate teams. Blue is tasked with 
rescuing the hostages, while Red prevents 
the terrorists from blowing up the ship. 

It’s imperative to remain quiet. Light 
uniforms, as well as silenced weapons, help 
reduce the noise. If an alarm is sounded, the 
tangos kill hostages and blow up the ship. 


MISSION 3—OPERATION: 


SAND HAMMER 
OBJECTIVES 


1. Rescue all hostages 
2. Prevent the release of the toxin 


STRATEGY 


The seawater treatment plant consists of two 
large buildings and two smaller buildings. The 


_..ostages are located in the large buildin 


farthest from your starting position, and the 
toxin bomb is in the other large building. 
Stealth is vital. If the tangos hear any gunfire, 
they'll release the toxin into the water supply. 
Therefore, stay as quiet as possible until the 
toxin bomb has been secured. 

After you have prevented the toxin bomb 
from being detonated, go after the hostages. 
Both large buildings have catwalks with 
tangos patrolling them. Send one of your 
teams up on the catwalks to clear them so 
they can't snipe at the other team. 

The small building attached to the 
lower large building contains a few tangos. 
Take them out. The other small building 
contains only one tango. 


MISSION 4— OPERATION: 


OUTER SEDITION 
OBJECTIVE 


1. Rescue all hostages 


STRATEGY 


This mission is fairly straightforward. You 
must infiltrate the base and neutralize all 
tangos so the hostages can be extracted. 
For this mission, you’ll use two teams. 
While one secures part of the base, the 
other clears out the rest and shuts off the 
power to give you an advantage with your 
night and infrared vision abilities. Because 
of the heavy concrete in the construction of 
the base, you need not use silenced 
weapons during this mission. 


MISSION 5—OPERATION: 


PERFECT SWORD 
OBJECTIVE 


1. Rescue all hostages 


STRATEGY 


This mission is very tough. Although the 
tangos aren’t numerous, the operational 
area inside the aircraft is limited. Stealth is 
important. Once the tangos know you’re 
after them, they begin shooting the 
hostages. This means you must coordinate 
the efforts of both teams. 

The key is to have your two teams 
enter the aircraft via different paths, and 
clear the cargo area and the top level 
before converging on the main level. 
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MISSION 6—OPERATION: 


CRYSTAL ARC 
OBJECTIVES 


1. Deactivate security 
2. Bug phone 
3. Place camera 


STRATEGY 


This mission is unlike any other. You must 
place surveillance gear inside this dacha. 
However, for it to be effective, the tangos 
must not know you were there. You cannot 
kill anyone or be seen by any of the tangos. 
This is a solo mission. You need only one 
operative under your control. Kevin Sweeney 
is the best choice. He has high ratings in 
both stealth and electronics. Stealth helps 
him get around unnoticed, and electronics 
helps him place the surveillance gear faster. 


MISSION 7—OPERATION: 


DEFIANT BURST 
OBJECTIVES 


1. Place a camera 
2. Return to the extraction zone 


STRATEGY 


This is another recon mission. However, this 
one is even easier than the previous one as 
long as you use caution and follow the 
directions below. Again, use Sweeney as your 
only operative for his excellent combination 
of stealth and electronics abilities. 


MISSION 8—OPERATION: 


FERAL BURN 
OBJECTIVES 


1. Neutralize all terrorists 


STRATEGY 


This mission is a bit different from the 
previous ones. There are no hostages to 
rescue or bombs to disarm. All you have to 
do is clear the area of tangos before they 
escape. Russian Mafia and military leaders 
are meeting in one of the buildings. You must 
eliminate them and all of their guards. After 
the shooting starts, the leaders run for the 
car. If any get away, the mission is a failure. 


MISSION 9—OPERATION: 


DIAMOND EDGE 
OBJECTIVE 


1. Capture the Russian colonel 


STRATEGY 


This mission is similar to the last one. You 
must prevent the colonel from escaping. 
However, instead of killing him, you must 
capture him. For the purposes of the game, 
the colonel will act as a hostage. 

The Russian installation is well guarded. 
You must first get through the front gate 
and make your way to the building at the 
rear of the installation. If any alarms are set 
off, the colonel and his bodyguards will 
move to the armored car and escape. 


MISSION 10—OPERATION: 


SILVER SNAKE 
OBJECTIVES 


1. Download computer files 
2. Get everyone to the extraction zone 


STRATEGY 


This mission should look very familiar. You 
had to plant surveillance devices here 
before. Your hands are no longer tied. Feel 
free to use as much force as necessary to 
get the job done. This mission can be 
completed by a single team. The key is to 
get to the computer as stealthily as 
possible. Otherwise, more tangos will be 
near the computer. 


MISSION 11—OPERATION: 


ORACLE STONE 


OBJECTIVES 


1. Bug phone 
2. Place camera 
3. Get everyone back to the extraction zone 


STRATEGY 


This mission is a bit tougher than the recon 
mission at the dacha. You need only a 
single operative to stealthily infiltrate the 
spa and plant the surveillance devices. 
Don’t let anyone see you. If you’re 
detected, the mission is a failure. After 
you’ve planted the bug and camera, get 
out of the spa and to the extraction zone. 


MISSION 12—OPERATION: 


TEMPLE GATE 
OBJECTIVE 


1. Rescue all hostages 


STRATEGY 


This mission is not that difficult as long as 
you maintain stealth and clear as you go. 
One of the hostages is in the restroom, and 
two tangos guard him. He’s the most 
difficult to get to, so leave him for last. The 
second hostage is backstage with only a 
couple of tangos nearby. 


MISSION 13—OPERATION: 


SARGASSO FADE 
OBJECTIVES 


1. Place the explosives 
2. Get all operatives to the extraction zone 


STRATEGY 


This mission isn’t too difficult. Use two 
teams. One is your assault team, which will 
enter and clear the facility and plant the 
bomb. The second team is your sniper 
team, which provides cover for the first. 


MISSION 14—OPERATION: 


MAJESTIC GOLD 


OBJECTIVES 


1. Place explosives 
2. Get all operatives to the extraction zone 


STRATEGY 


This mission isn’t very difficult as long as you 
move carefully and take your time. Your teams 
must infiltrate the former Soviet base. Inside, 
several tangos guard and patrol the 
installation. Most are former Russian soldiers, 
so carry weapons that penetrate body armor. 
You must place explosives on the generators 
and the machining tools. When both are 
accomplished, the mission is a success. 

Use the infrared vision to locate tangos 
before you go around corners or through 
doors. Infrared vision is useful for locating 
tangos on various levels. 

For this mission, you’ll only use one 
team. That is all you need and a second 
team would only get in the way or get killed 
if you let the Al control it. 


MISSION 15— 


OPERATION: FROST LIGHT 
OBJECTIVES 


1. Rescue Lukyan Barsukov 
2. Rescue Susan Holt 


STRATEGY 


This mission takes place at the same location 
as Mission 11, so you should already be 
familiar with the structure. It’s imperative that 
you be as stealthy and quiet as possible. If 
any of the tangos can get off a shot, it alerts 
the others, and the hostages may be 
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escorted to another room and executed. 

The tough part of this mission is that 
both of the hostages have two tangos in 
the room with them. This makes the 
mission a bit more difficult. One of your 
teams will infiltrate the structure and 
rescue the hostages, while the second 
team provides cover outside. 


MISSION 16— 


OPERATION: HERO CLAW 
OBJECTIVE 


1. Neutralize all terrorists 


STRATEGY 


This mission involves two main parts. 
First, you must neutralize all tangos 
outside the building where the meeting is 
taking place. Once this is accomplished, 
you must then move into the building and 
mop up all the remaining tangos without 
letting them escape. 


MISSION 17—OPERATION: 


EBONY HORSE 
OBJECTIVE 


1. Neutralize all terrorists 


STRATEGY 


This mission is straightforward. You’ll use 
two teams to assault the undersea facility 
and neutralize all tangos. There are no 
hostages to worry about, so use all the frag 
grenades you want. 


MISSION 18—OPERATION: 


ZERO GAMBIT 
OBJECTIVES 


1. Prevent the terrorists from triggering a 
nuclear meltdown 
2. Neutralize all terrorists 


STRATEGY 


This mission is the most difficult in the 
game. In fact, it’ll probably take you a few 
times to get it right. You must take out two 
tangos at two separate triggers. If either 
trigger is activated, the reactor will go into 
meltdown. Therefore, you must use stealth 
and speed to clear out the reactor and 
prevent the tangos from triggering a 
meltdown. You need two assault teams. 
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If you still haven’t completed the massive adventure that introduced Miss Lara Croft to the world at large, you should 
berate yourself at great length, go and buy a copy, clear a weekend and sit down with this guide to the main objectives 


and dangers of each and every level. 


CAVES 


Find your way through the caves and to 
the bridge. Exit out on the right side of 
this area. 

Jump across the pit and go down the 
stairs, shooting stray dogs. Inside this 
room, hit the switch and go through the 
door. Search the following area for a switch 
to open the large door to exit. 


< Get used to 
looking around 
with the view 
controls early 
on—it’ll make 
ge) the later levels 
much easier. 


CITY OF VILCABAMBA 


From the start, go left into a large room 
and look for a door with a switch at the 
side of it. Go through and search for a 
silver key and gold idol. Use the key on 
the lock in the large room and go through 
the door. 

Proceed through the room, going 
through each of the three doors in the 
temple in order, using the switches to open 
them. After entering the final room, use the 
gold idol to exit. 


LOST VALLEY 


Drop into the stream and fall over the 
waterfalls. Then climb out of the water, go 
left through a cavern, and climb up the cliff 
at the end. 

Once in the Lost Valley, you need to 
obtain three cogs. When you have found 
them, go back to the start and go 
upstream by jumping across the banks on 
either side. 


A Fiendish tricks 
and traps infest 
almost every level 
of the game, so be 
prepared for some 
close calls. 


A Most of the early 
baddies take the 
form of animals, but 
you'll soon start 
running into human 
opponents. 


Cross the bridge, then use the three 
cogs on the mechanism on the other side. 
You can then exit the level through the door 
that’s behind the waterfall. 


TOMB OF QUALOPEC 


Use the switch on the right side in the main 
room and go through the door. You have to 
complete each of the puzzles inside the 
three corridors. The puzzles comprise of 
finding a switch, which in turn opens one 
of the gates in the main tunnel. 

Go through the main corridor and take 
the piece of Scion. Exit this level by going 
back to the waterfall. 


ST. FRANCIS’ FOLLY 


Move the block onto each of the (omega) 
symbols. Go through the opened door and 
use both switches, then go through the 
door at the top of the main room. You then 
have to find the switch that lowers the 
water level in the tunnel. 

Once this is done, you can enter the 
central room, where all the puzzles have to 
be solved. These comprise of the search 
for four keys located in rooms off the 
central room. They enable you to exit the 
level through the large door at the base. 


COLOSSEUM 


Go into the water and climb out the other 
side. Climb up onto the second ledge of 
the large building up ahead. Enter the 
cavern on the other side and you find the 
colosseum. 

Go down into the main arena then 
through the entrance on the left. Go down 
the slope and use the two switches. Go 
through the corridor and climb out into the 
main arena. 

Look for the opened gate on the other 
side of the arena. Solve the puzzle and go 
through the metal door. Go left at the 
spikes then climb out onto the large rocks. 
Jump across and enter the emperor’s 
balcony. 

Find the hidden switch, then you can 
enter the three doors at each corner of 
the colosseum. Find the silver key and 
use it to exit. 


PALACE MIDAS 


Climb out of the water and then go right. 
Go up the stairs into a large room with four 
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doors. Now you should use the five 
switches to make a combination to enter 
each of the four doors. 


< Getting up 
high and taking 
a good look 
around can be 
extremely 
helpful if you get 
lost or stuck. 


Complete each task in the rooms to 
obtain three lead bars. Once you have 
collected them, use them on the hand of 
Midas near the garden to turn each bar 
into gold. Use the three gold bars on a 
special lock to exit the level. 


CISTERN 

Obtain both rusty keys and use one of 
them on the left rusty door. Go through the 
following rooms to obtain a silver key. You 
now need to find the room with a switch 
that raises the water level. 


< Another 
skill to get the 
hang of early 
is swimming— 
| Lara does a lot 
of it on her 
travels. 


Use the other rusty key and obtain the 
gold key. Proceed into the main chamber 
and find a small tunnel in the water. Go 
through it and use a lever to open the door. 
Now collect the second silver key. 

Use both silver keys to open both 
doors, and use the gold key in the 
following room. Go through the door and 
pull the block in the next room to exit 
this level. 


TOMB OF TIHOCAN 


Swim down the tunnel and use the lever to 
lower the water level. Use the switch, then 
go through the door and use another 
switch to turn on the current. Use the 
current to go down the tunnel. 


| < Try to save 
| ammo for the 
tougher 
baddies— 
Lara’s twin 
pistols can 
deal with most 
4 weaker foes. 


In the next room, go to the top level 
and jump through the left passageway. Use 
the switch to raise the water. In the 
following room, collect the gold key—use it 
and cross the water. 

Complete the puzzles in the next room 
and obtain the two rusty keys. Find the 
tomb, kill Pierre, and collect the piece of 
Scion. Proceed through the door to exit 
the level. 


CITY OF KHAMOON 

Find the sphinx and take the sapphire key 
from behind it. Use the key inside the 
sphinx and go through the door. Continue 
until you find a large room with a pool of 
water and a cat statue. 

Go into the water and complete the 
puzzles until you find a switch to lower the 
floor around the cat. Move on into the next 
rooms, taking another sapphire key and 
completing a puzzle to lower the sand. Use 
the sapphire key to exit the level. 


OBELISK OF KHAMOON 

Go into the room with blocks and push 
them till you find a sapphire key. Use it to 
open two doors. Now use the switches to 
lower the four bridges, enabling you to 
collect four artifacts. 


¥ In Atlantis, watch out for the alien duplicate 
of Lara, which imitates your every move. 


When you have the artifacts, go into 
the water and down the tunnel. Climb out 
of the water and go into the adjacent 
rooms until you locate the room with the 
sphinx. Use the artifacts on the large pillar 
in the center of the water to open the door 
and exit the level. 


SANCTUARY OF THE SCION 


Go up the stairs and climb out of the top. 
You need to find two switches. One is on 
the cliff face—climb up and use it to open 
a door. To reach the other switch, climb up 
the pillars until you reach the top and use 
the switch to open the door, also on the 
cliff face. Go through each door and obtain 
the ankh keys. Use these at the top of the 
sphinx to open the last door. 

Pass through the door, into the water. 
Search for the lever to open the door, make 
your way to the top of the room, and go 
back down. Now find the switch, go through 
another door, and locate the Scarab. 

Use the Scarab to open the gate. Go 
through, kill Larson, and take the Scion piece. 


NATLA’S MINES 


Swim under the waterfall and use the 
switch. Go into the room with the drilling 
machine and find the hidden corridor. This 
opens a further door under the waterfall. 

Proceed through the following rooms 
and complete each task to obtain three 
fuses. Use them to lower the cabin, then 
take your pistols. Find the cowboy and 
kill him. 

Jump to where the switch is located, 
fall and grab. Carry on, jump onto the 
pillars in lava, and find a room with some 
TNT crates inside. Pull one of these to the 
next room, go through the tunnel, and use 
the switch to blow up the TNT. 


Pass into the next room and kill the 
skateboard kid. Get past the rolling 
boulders and climb up the pillars. Go into 
the adjacent rooms using switches and 
pulling blocks. 

Now kill the bald man and jump up to 
the top of the pyramid wall. Use the switch 
and go through the door, take the key, and 
use it inside the pyramid to open the door. 


ATLANTIS 


Use the switches until you open the middle 
door. Go through and make your way to the 
top of the level. Use switches until you 
come into a room with an alien version of 
yourself. You must destroy the alien, but not 
by shooting it. The alien does what you do. 

Move along until you come to a room 
with a moat containing lava. Use the 
switches on either side to open the door 
and raise sections of the bridge. Cross 
the bridge before it gives way (this is on 
a timer). In the following room, try taking 
the Scion! 


THE GREAT PYRAMID 


You need to kill the abomination to open 
the door. Go through and complete the 
puzzles until you arrive at the room with 
the Scion. Shoot it to open the door. 

Drop down on the right side of the 
bridge and into the hole. Complete the 
next set of puzzles by dodging boulders 
and blades, till you reach a large room with 
a swinging blade and a small area of water 
at the bottom. 

Jump onto the collapsing tile and run 
and jump across. From here, jump and dive 
into the pool, confront Natla, and escape 
the pyramid. 


Infinite Air 
Infinite Magnum Ammo 
Infinite Uzi Ammo 


801DDF020708 
801DDF940032 
801DDFA00032 


VERSION 1.1 

Have All Guns 

Have All items 

Infinite Air 

Infinite Magnum Ammo 
Infinite Shotgun Shells 
Infinite Uzi Ammo 


800887200005 
800887200008 
801DE0020708 
801DE09403E7 
801DEQACOSE7 
801DEQA003E7 
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Here are the tricky secrets to the early 
missions in Tomb Raider II. Find these and 
you'll be able to find anything! 


MISSION 1: THE GREAT WALL 


Secret 1: Stone Dragon 

After you’ve dealt with the second Tiger in 
the initial area, Jump Forward across the 
gap in the trail and follow the short path to 
the level’s first Secret—the Stone Dragon. 
Secret 2: Jade Dragon 

Claiming the Jade Dragon from its obvious 
spot in the hallway is a risky endeavor. The 
trick is to run down the preceding hallway 
(the one with the blade traps) along the 
right wall. When you jump the last blade 
trap, Jump Forward and hold down the Left 
directional button. That should bend your 
trajectory in midair and deposit you atop 
the Jade Dragon. Press the Action button 
to claim the prize and move into the 
adjacent hallway before the spiked walls 
can close. Cross the initial collapsing 
panels and hug the right wall; the spiked 
walls that threaten to puncture Lara from 
the left will stop halfway, so she’s safe 
keeping to the right. 

Secret 3: Gold Dragon 

Standing near the rope slider facing the 
canyon at the edge of the cliff, look down. 
Directly below you are some gray, mossy 
rocks. Immediately to the right, looking 
down, is a section of tan rock that also has 
moss growing on it. It’s the tan section 
Lara must stand on; the gray rocks slope, 
and she'd slide to her death from them. 

Walk to the corner above the tan section, 
pivot, and then Hop Back/Hang/Drop. Now 
Jump Up/Grab/Shimmy Right until Lara is 
positioned below an opening in the cliff 
face where she can Pull Up. 

Follow the path, picking up the Flares, 
and descend the ladder into the darkness 
(there’s really no need to light a flare). At 
the bottom of the ladder, follow the hallway 
to the canyon floor—cautiously. 

When the ground starts to shake, 
retreat to the safety of the hallway to take 
potshots at the resident T-Rex. When he 
finally succumbs, traverse the canyon floor 
to claim the Gold Dragon from the far end. 
When you do this, a second T-Rex appears 
in the area outside. Once he’s dealt with, 
you can venture safely back to the ladder 
you climbed down and head back up to 
return to the cliff with the rope slider. 


THE GREAT WALL KEYS 
AND PUZZLES 


Guardhouse Key: In the underwater cave 
below the great wall; opens guardhouse 
Rusty Key: Up the ladder inside the 


Guardhouse; opens nearby door. 


Secret 1: Stone Dragon 

Go through the water-level door in your 
new toy and hold everything. Light a Flare 
(you can do that while onboard) and exit 
the boat to the right into a short passage 
above the waterline. Traverse the hallway to 
find the Stone Dragon, and—before a 
noticeable dropoff from where you can 
hear the Rats below—more Flares. 

It’s more convenient to kill the Rats 
now than at any other time, and there’s a 
good reason to do so. Jump down to the 
Rats’ walkway, being careful not to 
overshoot and fall into the water—yet. 
Once the Rats are sent off to wherever 
Rats go, your current Flare is probably 
about done for. Light another. 

As you stand facing the ladder that 
allows you to climb back to the Stone 
Dragon hall, turn right and follow the 
walkway to the end. Turn right again, and 
jump into the water. You’ll pass a channel 
on the left, but stay in the large area 
proper, following the wall. Just ahead, next 
to the wall, are two large bundles of ammo 
for the Uzis. Gather ‘em up and return to 
your Speedboat via the Stone Dragon 
hallway. 

Secret 2: Gold Dragon 

Would you believe back-to-back Secrets? 
After you’ve acquired the Stone Dragon 
(and those Uzi clips), hop back into your 
Speedboat and continue down the 
darkened waterway. Don't be afraid to light 
another Flare. The canal turns right and 
then goes over a waterfall. Stop in the large 
area below the falls and bail overboard. In 
the center of the pool, on the bottom, lies 
the Gold Dragon. Return to the Speedboat 
and continue down the waterway. 

Secret 3: Jade Dragon 

From the dock where the blasted batter 
lies, look up and you’ll see a room with 
windows. Jump Up/Grab/Pull Up to reach 
the ledge, then blow out the windows to 
claim the Jade Dragon from the bed. Exit 
the way you came and pile in the boat to 
continue. 


VENICE KEYS AND PUZZLES 


Boathouse Key: Dropped by the Goon 
on the balcony; opens the Boathouse 
door from the inside. 

Steel Key: Dropped by the Goon in the 
upper courtyard; opens the nearby door. 
Iron Key: Lying on the floor inside the 
watery room; opens up the door near 
the second Speedboat. 

Automatic Pistols: On the Goon who 
arrived when the Boathouse opened; 
shoot him and take them. 

Boat Lock: Two adjacent chambers 
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connecting canal systems; allows Lara to 
get both Speedboats to the upper level. 
Water Mines: Near the exit; use a 
Speedboat to blow the mines. 

Level Exit: Near the Water Mines; use 
long ramp to reach exit before it closes. 


MISSION 3: BARTOLI’S HIDEOUT 


Secret 1: Stone Dragon 

As you enter the large room where the 
gunman lurked, turn left and examine that 
wall. Hidden in the pattern of the wallpaper 
is a switch that opens the large door in the 
hallway outside. It gives access to the 
balcony that a Goon patrolled earlier. You'll 
find he coughed-up Shotgun Shells on his 
demise, right next to the Stone Dragon. 
Secret 2: Gold Dragon 

Outside the Library Door is a switch 
beneath the water. You can also reach this 
area by bailing out one of the Ballroom 
windows, but we figured they put the 
switch here for a reason. You might as well 
use it. Throw the switch and swim through 
the door that opens. Surface, and turn 
right. You should be treading water with the 
floor close beneath you, and an obvious 
opening in the floor to your left. It probably 
will help to light a Flare at this point. 

Swim down through the opening and 
buttonhook to the right around a corner. 
Swim through the large opening and look 
up near the top of the wall you’re facing to 
see another small avenue. Swim through it 
and turn right. 

On your left, now, near the bottom of 
the wall, lies another small passage. Swim 
through and look quickly left. Swim there 
and grab the Grenades, then turn right and 
swim along the wall to discover the Gold 
Dragon. 

After you acquire it, throw the switch 
nearby. That opens a door far above. You 
can swim up there to get your breath, but 
don't try and climb out; you’ll be right in 
the middle of that nasty burner trap, with 
nowhere to go but up—in flames. Suck 
some air, then swim back down through 
the maze and return to the area outside the 
Library Door. 

Secret 3: Jade Dragon 

Before using the Detonator Key, bypass the 
Detonator Box and instead climb atop the 
brick wall. Hang a left and run the length of 
the wall, Pulling Up to the top of the brick 
box, and then again to stand on the sloped 
section of roof. Blow out the nearby 
window, and claim the prize from the table 
top. There’s no telling where that thing 
might have ended up after the blast... 


A Fourth Secret 

Walk to the opposite end of the brick wall 
and notice the small sloped section. Stand 
on the extreme end of the wall—the 
highest edge of the slope, back to the wall 
behind you, facing the roof of the building 
across the canal. If you Run/Jump 
Forward/Grab/Pull Up, you should be able 
to catch the low edge of the roof. It’s tricky, 
with the wall so close on your right as you 
arc skyward, but it can be done. Pull Up to 
the rooftop. 

Now walk to the opposite end of the 
shack, near the stovepipe. That darkened 
area with the irregular surface is your 
target. Dare we say “Save the game”? 

Stand on the edge of the roof, back off 
about two sectors from the ledge (look 
down to get your bearings), Jump Forward 
toward the edge of the ledge, and Grab. 
You won't be able to Pull Up until you 
Shimmy Left a little. 

Behind that wall lies a shallow pool of 
water, in one corner of which wait the Uzis. 
There’s no extra charge for this 
accomplishment, which will always have a 
special place in our hearts—akin to a 
fourth Secret. 


BARTOLI’S HIDEOUT KEYS 


AND PUZZLES 


Library Key: Hidden behind a picture in 
the Ballroom; two of the three switches 
in the Ballroom control access. 
Detonator Key: In a waterside shack 
outside the Library; climb the Library 
shelves, break out a window, solve the 
movement puzzle. 

Uzis: In a shallow pool near the 
Detonator Key shack; get atop the 
Detonator Key shack, look for the 
shadowy area. 


MISSION 4: OPERA HOUSE 


Secret 1: Stone Dragon 

In the watery room where the switch opens 
the door above the Relay Box, there’s a 
small underwater passage on the opposite 
wall—to your right as you entered. Grab 
some air and swim down to lay hands on 
the Stone Dragon. 

Secret 2: Gold Dragon 

After you insert the Relay Box in the 
electrical panel near the elevator switch, hit 
the toggle, but let the doors open and 
close; the elevator begins its descent. As 
the roof of the elevator passes Lara’s level, 
step onto it and turn quickly right. Jump 
Forward/Grab to latch onto the ladder you 
see, and climb into the opening. 

Go into Walk mode. This is the glassy 
area you may have noticed from the roof of 
the Opera House earlier. Stop and pick up 
the Gold Dragon. Then look to the niche on 
the left. Throw the switch you find. Now 
continue through the glass, and check the 
second such alcove. Therein you'll find 
some ammo for the Uzi, and the door you 
just opened with the switch. Return to the 
elevator toggle, and recall your ride. 


Secret 3: Jade Dragon 

From the edge of the duct where you can 
see the darkness above you, Jump 
Forward/Grab/Pull Up to spy the Jade 
Dragon. Approach the prize with caution. A 
fan spins just beyond it in the darkness, so 
stop short to claim your treasure. Hang 
and Drop to return to the duct below 
without fanfare. 


OPERA HOUSE KEYS AND PUZZLES 
Ornate Key (1): Behind the boxes in the 
room with the opening roof; opens the 
door to the Opera House roof. 

Relay Box: Underneath the Stage; 
activates the elevator. 

Circuit Board: Under the elevator; 
activates one switch in the control room. 
Ornate Key (2): In the ventilation system; 
accesses the control room. 


MISSION 5: OFFSHORE RIG 


Secret 1: Jade Dragon 

Exit through the windows that the guard 
broke and then turn left. Follow the path 
into a room that’s half-filled with water. 
Beneath the surface you'll find a tunnel 
opening, and beneath that, a switch. Pull 
this switch to get at the Jade Dragon. 

After pulling the switch, come up for 
air. It’s going to be that close. Back off all 
the way to the wall opposite the opening to 
dive; that should line you up nicely. The 
passage zigs left, then right, and then 
makes a 90-degree right turn. Just on the 
other side of the turn is an alternate 
downward route. Take it and swim up 
slightly to access the area behind the huge 
underwater fan. 

Keep your movements to a minimum 
as you acquire the Jade Dragon, and make 
a clean run back to the room with the 
underwater switch as your air supply 
wanes. Catch your breath, and go put the 
Yellow Pass Card in the lock. 

Secret 2: Stone Dragon 

Simply climb the ladder near where the Rig 
Guard drops the Red Pass Card, and claim 
the prize. Why can't they all be this easy? 
‘Cause then you’d get spoiled. 

Secret 3: Gold Dragon 

The Gold Dragon rests in plain sight at the 
foot of one of the large pillars—the one 
closest to you when you came off of the 
long ramp, turned right, and walked to the 
end of the catwalk. When you pick it up, a 
couple of Rig Guards arrive to offer token 
resistance. Don't feel obliged to stand there 
and slug it out. You can kill them both 
easily from the base of the closest pillar, or 
even from up above in a few moments. 
Neither drops anything. 


OFFSHORE RIG KEYS 


AND PUZZLES 
Yellow Pass Card: Dropped by the first 


Rig Guard; opens the nearby door. 

Red Pass Card: Dropped by the Rig 
Guard in the hall above the Bunk Room; 
opens the door that sits up the left 
stairway past the alarm button. 

Green Pass Card: In the breakable casing 


ue 
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above the large water-filled room; 
redistributes the water in the large tanks, 
and provides access to the exit tank. 
Pistols: In the airplane; one button 
opens the plane, while the button inside 
plane cuts the engine. The Automatic 
Pistols are on the top-right bunk in the 
area to the right through the Yellow Pass 
Card Door. 

Shotgun: Dropped by the Rig Guard on 
the catwalk. Kill him. 

Harpoon Gun: On the lower left bunk, in 
the area to the right through the Yellow 
Pass Card Door. 


CHEATS 


SKIP LEVEL 


This may seem unlikely, but it works; stand 
Lara in the middle of a flat area, then 
sidestep left, right, then left again, take a 
step backward then forward, turn around 
three times, jump forward, and press @ 
while in mid-air. 

Note that you should turn around in a 
continuous movement, and it doesn’t 
matter if you overshoot your last turn a 
little. It may take a little practice, but when 
you perform this maneuver correctly, you 
skip to the next level! 


EXPLODING LARA 


If you want to see what it would look like if 
Lara was on the receiving end of a grenade 
launcher, stand her in the middle of a flat 
area, then sidestep left, right, then left 
again, step forward then backward, turn 
around three times, jump forward, and 
press ®@ while in mid-air. 

Note that this is the same as the level 
skip except the backward/forward steps 
are reversed. Lara’s body parts are spread 
across the screen! 


Infinite Air 8008C4FE0708 
All Items 80088AA0000B 
All Items 80088ADC80C8 
All Items 80088AE08020 
All Items 80088AE48218 
All Items 80088AE8850C 
All Items 80088AEC8560 
All Items 80088AF0811C 
All Items 80088AF48074 
All Items 80088AF88170 
All Items 80088AFC826C 
All Items 80088B0081C4 
Infinite M16 Ammo 8008C5C003E8 
Infinite Auto 
Pistol Ammo 


8008C5ACO3E8 
8008C5B403E8 
8008C5B003E8 
8008C5BCO3E8 
8008C5B803E8 
80088AAE000A 


Infinite Shotgun Shells 
Infinite Uzi Ammo 
Infinite Grenades 
Infinite Harpoons 
Infinite Flares 
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This section assumes that you’ve already mastered the basic Tomb Raider moves (in the training ground in Lara’s 
mansion). Still, guiding everyone’s favorite adventuress through India, Nevada, the South Pacific Islands, London, 
and Antarctica is a test of skill and patience. This makes finding the game’s 60 secrets just that much trickier. 
While this Tomb Raider Ill guide doesn’t hand-hold you through the entire game, it does tell you where to find those 
elusive bonus areas. 


A After nabbing the level’s first secret, slide down the large dirt hill at the beginning of the level. 
There are five more secrets to find on this first level, so get going! 


JUNGLE—6 SECRETS 


e There is a secret right at the start of this 
level. Stand at the edge of the green 
ledge and jump toward the yellowish 
rock. A Shotgun is hidden here with a 
chime that indicates you have found the 
first secret. 

e Follow the tree around to the right. Jump 
past the tree leaning to the left. A save 
crystal and some ammo wait on a ledge 
beyond. 

e Just past the save crystal lies secret area 
#3—walk carefully around here; the 
ground is quicksand. 

e At the fallen tree, notice the hole in the end 
of the trunk. Jump forward and grab the 
edge of the entrance to pull Lara inside. 

e Before you 
throw the wall 
switch, jump 
and grab ata 
ledge on the 
left-hand side 
of the corridor. 
Ignore this 


advice, and you’ll miss the fifth secret. 

e After navigating the rolling boulder trap, 
access the last secret area of the 
Jungle level. 

First, hang from the edge of a hole found 

behind some bushes. Then release your grip 

and grab the ledge below to find the secret. 


TEMPLE RUINS—4 SECRETS 


e When you have defeated the Shiva, a gate 
in the floor opens. When you throw the 
switch that opens the door above, push 
the movable block to the right to reveal a 
secret area. 

e In the room 
containing the 
two monkeys, 
push a movable 
block to reveal a 
high ledge. From 
there, you can 
jump and graba | 
ladder up through 
a hole in the roof. 
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e In the large room 
where you 
surface after 
swimming 
through 
underwater 
passageways 
(after secret #2), 
you will notice a 
switch on the 
side of the wall. 
Pull it and swim to a timed door slightly 
to the right. There are pickups inside. 

e Drop into the pit with the razor grass and, 
by hugging the left-hand wall, follow the 
tunnel that leads from it. Take out the 
cobra and collect the prizes. 


THE RIVER GANGES—5 SECRETS 
e At the level’s start, leave the Quad and 
proceed to a series of ledges. Several 
jumps will land you at the first secret. 
Return to the bike when you’re done. 

e While riding the 

Quad Bike, stop 
off at the small 
pit you find 
along the path. 
Get off of the 


A The third secret in 
the Temple Ruins is 
hidden underwater. 


Quad and 
search carefully A Run down the tunnel 
to find the to reach the switch. 


ladders on the 
pit wall leading 
downward. The 
paths during 
this level split—take the right-hand route 
on the bike to move onto secret #3. 
When you have motored past a room 
with a hole in the floor, stop at the top of 
a long outside ramp. Climb up the ramp 
to the secret. 

When the two routes join after the vulture 
attack, the path to the next secret 
appears when you’ve jumped the last big 
jump. Get off the bike, pull Lara up to a 
high ledge, leap across a chasm, then 
run and jump to the nearby slope. Hang 
onto the bottom as you slide down. 
Farther on, after a buzzard attack, you 
can see the last secret area as you make 
your way across the cliff-face. A save 
crystal signals its location. 


Jump up to reach a 
secret ledge above. 


CAVES OF KALIYA—O SECRETS 


e Ld 


DESERT—3 SECRETS 


Push the 
movable block 
you find on the 
path. Then jump 
down into the 
secret chamber e Fa 
from the central . 
platform after 
making two 
running jumps. 
During your first 
run through the 
desert canyon, 
locate this 
ledge. Drop 
down to grab the ledge below; it leads to 
the secret. 

The last secret lies near the giant 
waterwheel. On the left-hand shore, 
round the boulder to the left, kill the 
snake, then crawl under the large rock 
toward the secret area. 


ca 
t 


HIGH SECURITY COMPOUND—2 
SECRETS 


e 


Push the crate in the cell; enter the crawl 
space that is revealed. Push another 
crate to expose a side of the first crate. 
Push this crate back twice and pull the 
second crate back twice. Crawl through 
the gaps until you find a Medi Pack and 
the secret area. 


e In the room with the big dish, kill the 
guard and grab the security pass he 
drops. Open the door at the far end of 
the corridor to reveal a secret and a 
grenade launcher. 


AREA 51—3 SECRETS 


e You must shoot the sniper (three desert 
eagle shots ought to do it) in the large 
outside area. If he activates the alarm (or 
the dogs appear), it shuts off this secret. 
Killing the sniper opens a grating, beyond 
which lies a save crystal. 

After lifting the missiles, shoot the grating 
on the wall near the winch and climb into 
the tunnel that’s revealed. 

After collecting the key that accesses the 
saucer, backtrack to the saucer area and 
climb into the rafters. Past the walkway 
leading out to the saucer, run, jump, and 
grab to the open doorway. From the 
upper rafters you can enter a hallway 
connected to the aquarium. Get the save 
crystal here and rejoice. 


SOUTH PACIFIC ISLANDS 


COASTAL VILLAGE—4 SECRETS 

e In the lagoon, get the Smuggler’s Key 
(you’ll need it for the fourth secret) and 
head for the main beach. Pull up onto the 
ledge with the Medi Pack. Then jump 
across the flat rocks along the edge of 
the cliffs to a platform with MP5 ammo. 
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e Near the first Serpent Stone, keen eyes 
will spot a ledge obscured by foliage. 
Climb up to collect the free ammo. 

e After turning the wheel in the village to 
open the right-hand path, check between 
the dark huts—an ambush awaits. Down 
the dark path, however, lies a secret cave. 

e Use the Smuggler’s Key to access the 
village hut—inside you'll discover a hole. 
Dropping down this hole allows you to 
claim a fourth secret. The tunnel 
sequence ends in a chute that transports 
you back to the village. 


CRASH SITE—3 SECRETS 


e Before you make the final jump from the 
swamp, jump off to the left and pull up to 
a small chamber. 

e Head to the right of the waterfall (mind 
those raptors), climb the ladder, and jump 
to reach a branch. Shoot the raptor into 
the stream for the piranhas; then grab the 
high branch to reach the secret. 

e After battling the T-Rex, don’t run away 
from the area. Instead, climb up to a 
branch to find a secret area and a 
Medi Pack. 


MUDUBU GORGE—3 SECRETS 


e After pushing a button to open a sealed 
door, check behind the waterfall you see 
on the left. Then monkey-swing to the 
ledge above to find the first secret area 
on this level. 


CONTINUED > 
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e To find the second secret, you’ve got to 
make your way to the shack—backflip 
from the ledge above the steep slope and 
grab the nearby edge as you slide. The 
secret lies inside. 

e During the Kayak section of this level, 
paddle through a large chamber and 
straight through a bright waterfall. This 
will trigger secret #3. 


TEMPLE OF PUNA—1 SECRET 

e In the hall (near 
the boss gate), 
you'll be 
attacked by two 
tribesmen. 
Defeat these 
plucky natives 
and climb back 
up the long 
staircase. At the 
point where it 
switches back, a 
portal opens 
high above. 
Jump from the 
stairs to the wall 
and shimmy to 
the secret 
opening. 


A Jump from the 
stairs to the wall and 
then shimmy left to find 
the secret opening. 


A The Temple of 
Puna’s single secret is 
through here, up the 
long staircase and high 
in a portal in the dark. 


THAMES WHARF—5 sia 


e Examine the 
sloping wall to 
the right of the 
start. Jump to 
the central 
opening to avoid 
the barbwire and 
explore within. 

e Discovering a 

ledge above the 

green door on 
this level triggers 

a crow attack. 

Defeat the 

menacing bird; 

then shimmy 
right on an 
invisible ledge 
where you'll find 
two crawl 
spaces. The secret lies in the second one. 

Pushing the button in the Flue Room 

opens a hole. But before you drop down 

it, drop from the scaffold to the pathway 
and double back to the high road. Jump 
and grab the nearby ledge, step onto the 
slope next to it, then slide and drop to 
find secret #3 and a rocket—you can 


A Thames Wharf’s 
first secret is in a 
room full of rats. 


A Secret #2 is 
reached via an 
invisible ledge! 


never have too 
many rockets, 
after all. 

e A sniper guards 
the last two 
secrets in the 
cathedral dome. 
For the first one, 
find and push 
the movable 
block so you 
can haul Lara up to a ledge. (The 
Cathedral Key—used in the secret 
level—is also nearby. Collect it by 
running and jumping over the distant 
slope.) 

e Before you take the exit, look left to see an 
odd break in the fence line. Climb down 
and follow the path to the last secret. 


ALDWYCH—5 SECRETS 

e This one’s a little 
tricky. After 
dropping into 
the Drill Room, 
jump left from 
the collapsible 
platform, then 
slide, jump, and 
grab. Shimmy to 
the right 
(avoiding the 
blade) and drop 
from the right- 
half of the ledge. § 
Grab the edge of f 
the slope, pull ; 
up, and backflip, 
spinning in mid- 
air to grab the 
next ledge. Hang 
here; then drop 
down to get the 
secret. 

e Next to the mudslide, blast open the 
grating and drop inside the hole to 
access the secret. 

e Through the door that opens in the 
Mason’s Room, swim to the next 
chamber. When you reach the ticket 
machines, use your ticket at the barrier; 
then use the Ornate Star in front of the 
nearby door. 

e After breaking open a locked door with 
the Masonic Mallet, check the dark area 
in the cavern beyond. 

e Don't kill the guy carrying the torch. Let 
him lead you to the two switches that 
open the way to secret #5. Then return to 
the Red Room (through the train, over 
the overpass) where you'll find a new 
door has opened. 


A Secret number three 
is reached by sliding 
off of a roof. 


A See that ledge 
below? That’s a ‘secret’ 
ledge, that is. 


A Near the end of 
Aldwych, a door in the 
Red Room reveals a 
secret. 


a 


All Items/Weapons 
During the game, press: 


L2 


, 


Playing the Racetrack 
At any time during your wanders through 
Lara’s mansion, press: 


R3, (£2), Qe, B, B, & 


, , , 


, , 


12), (R2), 20,2, 6, @, @ 


If you check Lara’s inventory after this code 
has been successfully entered, you’ll find a 
Racetrack Key. Use this to unlock the door to 
early four-wheeler bike mayhem. 


LUD’S GATE—6 SECRETS 
e From the start, : 

turn left at the 
room with two 
pools. Then drop 
down to a crack 
and check the 
dark area for 
secret goodies. 
Having climbed 
the mesh above 
the green grate, 
jump and spin. 
You'll reach the 
next ledge 
standing up. From 
here, backflip 
from the stripe in 
the red area. Then 
spin and grab the 
ladder. Climb up the ladder; then drop and 
grab quickly so that Lara hangs from the 
ledge. Pull yourself up to claim secret #2. 
From the head of the 
sphinx, look toward 
the left-rear of the 
statue. Walk toward 
that corner and line up 
with the downward 
point of the ceiling. 
Hop back, then do a 
standing jump forward. 
After landing ona 
ledge with a small 


A Climb the mesh 
and then backflip from 
the red-colored area to 
find the second secret 
in the Lud’s Gate level. 
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Medi Pack, run, jump, and grab the edge 
of a nearby slope. Pull up, slide, then 
jump to the secret ledge. 

e After secret #3, move the boxes on the 
floor until you can stand on a ledge and 
use the side of one of them to haul Lara 
up to another secret. 

e After some croc-killing and lever- 
throwing, the fifth secret can be found in 
a submerged wooden room with a lever 
in it. Look for a small opening. 

e The last secret is guarded by a frogman. 
Make absolutely sure he doesn’t see you 
or the secret will be lost. 


CITY—1 SECRET 

e Look away from Sophia beyond the low 
box with the metal top. Hang from the 
ornate wall; then drop down and grab a 
ledge upon which the level’s only secret lie. 


ANTARCTICA 


A You'll find Antarctica’s first secret near the 
deck of the ship. Jump and grab the opening. 


ANTARCTICA—3 SECRETS 


e After releasing the 
boat (the last of Lara’s 
vehicles), make your 
way onto the ship’s 
deck and follow the 
walkway near the cliff. 
Look carefully to spot 
an opening (as shown) that contains 
secret #1. 

After getting into the boat, pilot the tiny 
craft around the ship, alongside the cliff, 
and down the waterway past the hut 
(you'll come back to this later). Pull over 
to a ledge a short way down the tunnel. 
Get out, pop a Flare, and check out the 
crawlspace. 

After you’ve retrieved the Gate Key, 
continue down the passage in the boat 
until you come to another small landing 
area. A hidden alcove here contains the 
Hut Key. Backtrack and use this key to 
reveal the last of this icy level’s secrets. 


R.X. TECH MINES—3 SECRETS 


e After killing the sub-human mutoids in 
the control room, climb on top of the 


room and drop down to shimmy along its 
back ledge. At the ladder, lower Lara until 
she hangs by her hands, then pull her up 
until her heels hang off the bottom of the 
ladder. Now jump, spin, and grab to 
reach the first secret. 


e After more adventuring (riding the ore 


carts, using the crowbar to get the Lead 
Acid Battery), return to the first secret 
area. You’ll discover that a new door has 
opened. 


e The last secret is located in the chasm 


just before the exit. Jump from ledge to 
ledge until your final jump to the corner 
of the chasm activates the secret. 
Backtrack to the bridge, grab it, and pull 
up to enter the small structure that 
contains the level exit. 


LOST CITY OF TINNOS—3 SECRETS 


e The first secret is 


hidden inside the 
wasp’s nest. Reach 
it by climbing the 
ledges near the first 
save crystal, then 
using the invisible 
platforms. 


e Before the room with the pillar of light, 


throw the switch, run into the light room, 
then head up the stairs to the right into 
the narrow hall beyond. Turn left through 
the bowls of coals area. Cross the bridge 
and bail off the right side near the cliff 
face, falling down the slopes to the 


bottom of the gorge. The switch will have 
opened a door (albeit temporarily), so run 
inside to get the secret before it closes. 


e If you threw the switch in the Earth 


puzzle arena, you can now climb on top 
of a large block in the room with the 
bowls of coals. 
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<4 If you threw the 
switch in the Earth 
puzzle area, you 
can now climb a 
large block to 
reach a secret. 


METEORITE CAVERN—O SECRETS 
ALL HALLOWS—0 SECRETS 


8009914E0708 
800974F80015 
800975306784 
800975346708 
80097538682C 
800975306880 
800975406804 
800975446928 
80097548697C 
8009754C69CO 
800975506A24 
800975546A78 
800975586ACC 
8009755C6B20 
800975606B74 
800975646BC8 
800975686C1C 
8009756C6C70 
800975706004 
800975746018 
800975786D6C 
8009757C6DC0 
800975320009 
800975360009 
8009753A0009 
8009753E0009 
800975420009 
800975460009 
8009754A0009 
8009754E0009 
800975520009 
800975560009 
8009755A0009 
8009755E0009 
800975620009 
800975660009 
8009756A0009 
8009756E0009 
800975720009 
800975760009 
8009757A0009 
8009757E0009 
8009920803E8 
8009920C03E8 
8009921003E8 
$009921403E8 
8009921803E8 
8009921C03E8 
8009922003E8 
8009751603E8 
8009751803E8 
8009751A03E8 
8009751E03E8 
8009752003E8 
8009752203E8 
8009758072AC 
800975820009 
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TOMB RAIDER: 
THE LAST REVELATION 


It’s time for another dangerous adventure for Lara. We’ve given you some general advice, and, oh yeah, a few secrets 


to get you started. 


GENERAL MOVEMENT 


CROUCH/CRAWL 

By hitting the t3 button, Lara can crouch 
and duck behind objects and crawl through 
small openings. When jumping to grab the 
edge of a small opening, hold down to 
pull Lara up. 


< Lara can 
sprint for a 
limited amount 
of time. 


SPRINTING 


Although Lara runs pretty fast, there may 
be instances when she will need to run 
even faster! While moving forward, press 
and hold the button and Lara will sprint. 
If you press the jump (m) button while 
sprinting, Lara will do a forward roll. Keep 
in mind, however, that she cannot keep up 
the quickened pace indefinitely. A bar will 
appear on the screen to show you how 
much longer you can sprint before Lara will 
return to her normal run. You’ll have to let 
go of the button, then hold it down 
again before you will be able to run like the 
wind once more. 


ROLLING 


When you need to perform a 180-degree 
turn in a hurry, pressing the Circle button 
will cause Lara to roll and face the 
opposite direction. This move can also be 
performed underwater, which is handy if 
you have just pulled a switch and have a 
limited amount of air to reach your goal. 
You can also press the Circle button 
immediately after jumping forwards. Lara 
will turn around in mid-air so that, after 
landing the jump, she will now be facing 
the direction she came from. 


LOOKING 


Holding down the ŒD button and then 
pressing one of the direction buttons will 
allow you to look around the room. Lara 
will pause in place and the camera will 
zoom in to give you a better view of the 
vicinity. This move is essential for spotting 
doorways and ladders high above your 
head, as well as for looking into holes and 


water to determine what may be in there 
before you climb down into them. 


SHIMMY 


There are many times in the Last 
Revelation where you will need to grab a 
ledge or wall and work your way around it, 
from side to side. By holding down the x 
button and moving Lara with the directional 
pad, you can move across these 
surfaces—you can even move around 
corners! 


SWINGING 


New to The Last Revelation is a move that 
allows Lara to grap ropes then swing from 
them to another rope or platform. You grab 
and hold the rope by holding the X button, 
then use the control pad to get Lara 
pointed in the desired direction. Finally, you 
need to use the R3 button to get her 
forward momentum going on the rope, then 
hit the Jump (m) button to release and fly 
toward the next rope or platform. 


ACTION 


If there is one button that does almost 
everything, X would be it! If you are 
standing over an item, X will let you pick it 
up. If you are standing in front of a button 
or lever, X will activate it. If you happen to 
be inside a vehicle, the X button acts as 
the accelerator. If you jump to a ledge, the 
X button down will allow you to hang on 
the ledge and climb up (by pushing the 
direction pad or stick forward), or hang 
from a suspended rope, etc. If you are in 
front of a door that can be opened, X will 
do it. More importantly, the X button fires 
your weapons once they have been drawn 
from their holsters. 


USING ITEMS 


Pressing the Select button at any time 
during the game will bring up your Inventory. 
Items such as Health Packs, Flares, or 
Artifacts may be used by selecting them 
with the left and right direction buttons and 
then pressing the X button. If the object you 
have selected cannot be used where you 
are trying to use it, nothing will happen and 
the item will remain in your inventory. Many 
items can only be used once—they will 
disappear from your inventory after they 
have been used. 

While you are in the items menu, the 
game “pauses.” So, even if you are in the 
midst of a heated battle, you can press 
Ga), choose a Health Pack, use it to 
refresh your energy, and then return to fight 
the good fight. 


ee 
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WEAPONS 


As with the items, pressing the = button 
at any time during the game will bring up 
the menu where you may choose which 
weapon you wish to equip yourself with. 
Just make sure that you have ammo 
remaining for the weapon you’ve chosen! 
When you return to the game after 
equipping a weapon, pressing the Triangle 
button will draw your weapons from their 
holster. As | mentioned earlier, the X button 
will allow you to fire the weapons. You can 
run and jump while holding and shooting 
weapons, but you cannot activate 
switches, pick up items, or perform other 
moves. You'll have to press the Triangle 
button again to holster your weapons first. 


VEHICLES 


If you’ve found a vehicle and you’ve got the 
key, walk up to the driver’s side (Lara has 
learned to go to the left, even though in 
England it’s on the right) and push the x 
button. Once inside the vehicle, the x 
button will act as your accelerator. If you 
need to shift, R3 puts the vehicle in 
Reverse and RJ puts it into Drive. In the 
case of the motorcycle, the button will 
give you a Nitrous Boost, once you’ve 
found the appropriate equipment and 
installed it on your bike. Keep in mind that 
you can sustain damage while driving, so 
don't try anything reckless! Use the m 
button to brake. In order to get out of a 
vehicle, press the @ button. You can only 
get out on the driver’s side, so be careful 
what you park near! 


WEAPONS AND ITEMS... 


.--AND OTHER STUFF YOU NEED TO 
KNOW BEFORE YOU BEGIN 


There are a number of weapons that Lara 
has at her disposal in The Last Revelation, 
and a number of useful items that she 
needs to take with her on her journey. The 
following is a listing of all the good stuff 
that you can find and use. 


WEAPONS 


Pistols: It all begins and ends with the 
Pistols. Lara has an unlimited supply of 
ammunition to go with these babies and 
she begins the game with them. Most 
enemies can be killed with these, even 
though you may have to get off hundreds 
of rounds to take care of business. 


Uzi: The Uzi can rip an enemy to shreds in 
a matter of seconds. You will want to make 
use of the Uzi when you are in a fight with 
multiple enemies at once. 


Revolver: The Revolver is a powerful 
handgun, made even more so by 
Combining it with the Lasersight 
attachment (found in Part IV, in Alexandria). 
You will use this for specific target shooting 
a lot in Last Revelation. When the 
Lasersight is equipped, the button will 
bring up the first-person targeting mode. 
While holding ŒD, you can use and 
to zoom in and out on a target. You can 
find the Revolver in City of the Dead. 


Shotgun: The Shotgun is an extremely 
powerful and messy weapon. Ammunition 
comes in two flavors—the red boxes 
contain Shotgun Normal Ammo and the 
blue boxes contain Shotgun Wideshot 
Ammo. The names really say it all; the 
Wideshot gives you the ability to spray shot 
in a wider arc. 


Grenade Gun: The Grenade Gun causes 
massive damage and should not be used 
in close quarters. It is great for shattering 
the bones of a skeleton, which would 
otherwise require a Revolver/Lasersight 
shot to the head to stop. There are three 
types of ammunition available for the 
Grenade Gun: Grenade Normal Ammo, 
Grenade Super Ammo, and Grenade Flash 
Ammo. All three of them are lethal and 
effective. The Flash Ammo will temporarily 
stun any enemies on screen. 


Crossbow: The Crossbow is kind of Lara’s 
boutique weapon—it really doesn’t do 
anything better than any other weapon, but 
it is really cool to use. There are three types 
of ammunition available for the Crossbow: 
Crossbow Normal Ammo, Crossbow 
Poison Ammo and Crossbow Explosive 
Ammo. The Crossbow Explosive Ammo 
gives the weapon capabilities similar to the 
Grenade Gun. 

The Crossbow can also be equipped 
with the Lasersight attachment for 
precision shooting. 


ITEMS 


Binoculars: The Binoculars allow Lara to 
get a close-up view on things she wouldn't 
otherwise be able to see or read. They are 
very useful in some of the later levels of the 
game, particularly in Part VI. 


Flares: We cannot stress enough the 
importance of finding Flares in The Last 
Revelation. There are a number of levels 
that are on the dark side and Flares serve 
to light-up the immediate area around Lara. 
Always keep your eyes open for them as 
you move through the game. 


Medi Packs: Medipacks come in both the 
Small and Large varieties. They will return 
Lara to health when she is suffering from 
gunshot wounds or a nasty fall or attack. If 
Lara is poisoned, you will have to use the 
Medipacks to return her to FULL health to 
get rid of the poison. Otherwise, her health 


meter will continue to go down. Collect all 
of the Medipacks that you come across in 
the game—you will need them! 


Level-Specific Items: In addition to the 
basics, there are a number of useful items 
that you will pick-up as you move through 
the game. These include: the Crowbar, 
which you pick-up on the Desert Railroad 
and use from that point forward, a number 
of pieces of Armor, Black Beetles, a Music 
Scroll, the Amulet of Horus, and others too 
numerous to mention. 

Many of these items can be Combined 
in your Inventory with others to create 
items that you need to aid you in your 
journey. 


OTHER STUFF YOU NEED TO KNOW 


Secrets: All experienced Tomb Raider 
players are used to looking for Secrets. In 
The Last Revelation, things are a little bit 
different. This time around, you do not need 
to find all of the Secrets to complete the 
game or get a bonus level. They act more 
as challenges and can give you some 
needed weapon, ammunition or health 
pick-ups. 

There are a total of 70 Secrets that can 
be discovered throughout the game. A 
word of caution; Because of the way that 
The Last Revelation is constructed, there 
are many times in the game when you 
need to go back and forth between areas. 

There are also many times when you 
will leave an area and you can’t go back. A 
perfect example of this is the Desert 
Railroad area. Here, you are taking a train 
ride that bridges the end of Part III of the 
game with the beginning of Part IV. Once 
you get on the train, you cannot go back. 
So, if you missed Secrets in the first three 
parts of the game, you will not be able to 
go back and get them. 


Inventory: Make sure you check your 
Inventory often—you never know what you 
might find. If an item can be Combined or 
Separated with/from another item, it will 
say so in your Inventory. Many times, the 
Items you need to Combine are found right 
next to each other in an area. Try to 
Combine things that seem useful.... There is 
no penalty for trying! 


Compass: Another critical part of the 
Inventory is the Compass. You will not be 
able to find your way around The Last 
Revelation without it. Make sure you know 
how to use it! 


SECRETS 


There are a total of 70 Secrets in The Last 
Revelation. While they are not required for 
completion of the game (and there is no 
bonus level or feature that you get by finding 
them all) they are fun to find and very 
challenging. Besides, they might just give 
you the Medi-Pack or ammo that you 
desperately need. Remember: There are 
many levels that you cannot go back to after 
you have completed them. Find every Secret 
in a level before moving on to the next. 
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ANGKOR WAT 


1. There is a skull at the beginning of the 
level to the left on a step. 


2. Past the first set of spikes, there is a 
skull in the water above the gap Von Croy 
tells you to hop over. 


3. The skull is at the right in the room 
containing the first set of spikes. 


4. There is a skull past the waterfall to the 
right, near a water drain in the area where 
you learned the long jump/grab. 


5. This skull is in the big pool of water near 
the first lever you pulled to lower the bridge 
for Von Croy. 


6. Follow the wall around to the right. This 
skull is in the area where you saw the first 
wild boar. 


7. There is a crawl space in the next room. 
Go to the left in the crawl space to find the 
skull. This is near where Lara finds her 
backpack. 


8. The last skull is in the room where the 
poison darts are fired. It’s in the opposite 
corner from the route Von Croy takes. 


Race For The Iris—No secrets. 


TOMB OF SETH 


9. When you come across the first jackal, 
follow the wall to the right and jump over a 
pit. Climb into a small alcove in the corner. 
(Small Medi-Pack) 


10. Go through the blue corridor 
(containing the hieroglyphs). Run right 
down a series of corridors until you get to 
a sand pit. Climb into the pit (before 
activating the sand) and go into the small 
passage. (Normal Shotgun Rounds) 


11. Use the rope in the room where you 
use the combined “Eye Of Horus” key and 
jump into a blue-lit gap. Make your way to 
the right while dodging the rotating spike 
trap; climb up a series of platforms; jump 
from platform to platform. (Flares, Shotgun) 


12. After you have completed the fire floor 
puzzle and picked up the hourglass, you 
come to a huge sphinx head. There is a 
ladder to the left of the head. Climb the 
ladder to the top and pull the lever. This 
opens the gate you climbed past. Drop 
down and go into the newly opened area. 
(Normal/Wideshot Shotgun Ammo) 

(Note: This cannot be picked up if you 
placed the hourglass in the statue’s hand.) 


13. Climb the ladder on the left of the 
sphinx. Face the sphinx head and jump 
onto it. Go over the top of the head while 
staying close to the wall on the left. There 
is a small cave opening; jump to it. (Normal 
Shotgun Ammo/Large Medi-Pack) (Note: 
This cannot be picked up if you placed the 
hourglass in the statue’s hand.) 
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14. When you slide down the slope at the 
beginning of the level, jump and grab the 
ledge before you slide all the way down. 
(Large Medi-Pack) 


15. When you slide into the timed spike 
trap (second room) jump to the left of the 
timer arrows. (Normal Shotgun Ammo) 


16. Progress through the level until you get 
a fly-by camera view. Remember where 
this camera view begins; that is where the 
secret is. When you get to the room 
containing the sarcophagus, continue past 
the statue. (Avoid the steps near its feet so 
that its blood doesn’t drain into the other 
room; otherwise you cannot get the secret.) 
You come to a room with upright 
sarcophagi; go to the left and drop into the 
secret area. (Normal Shotgun Ammo, Small 
Medi-Pack) 


17. After you leave the mummy room, you 
enter a large cave area—the chamber room. 
Follow the cave wall on the left up to the 
steps near the golden burial chamber. As 
you climb the steps look for a gap on the 
right side of the floor, then drop into the 
alcove below the steps. (Large Medi-Pack) 


18. Climb the steps. Halfway up take the 
route to the left and cross a suspension 
bridge. Follow the path until you come to a 
high ledge. Drop down. You enter a large 
rotating room. Jump to the alcove on the 
left to get secret.(Shotgun Ammo) 


VALLEY OF THE KINGS 


19. Near the beginning of the level, run into 
the dark corners on the left. Climb up into 
the small dark hole. (Shotgun, Normal 
Shotgun Ammo x 2) 


20. There is another dark corner to your 
right that will give you access to the top of 
the rocks above your start position. 
(Normal Shotgun Ammo x 2, Uzi Clips, 
Small Medi-Pack) 


21. Drive the jeep through a dark bumpy 
cavern until you reach a gap over a spike 
pit. Stop the jeep and get out before you 
jump the pit. Climb down and across into a 
crawl space. (Small Medi-Pack, Super 
Grenades) 


KV5 

22. In the area where the bad guy waits on 
the platforms, there is an alcove. Jump to 
the alcove and crawl to the right. (Large 
Medi-Pack) 


23. The secret is under the scaffolding to 
the right of the gate. Follow the scaffolding 
to the corner, then climb over a box. Drop 
and follow the path under the scaffolding. 
(Small Medi-Pack, Large Medi-Pack) 


24. After you go through the gate, there is 
a tunnel with hieroglyphs on the walls. 
From where the third spike drops there is a 
wall. Climb and back flip from the wall to 
get the secret. (Normal Grenades) 


25. You come to a large pitted area. There 
is an L-shaped pit with footholds going 
down its wall. Climb down and crawl into 
a niche. (Wide Shotgun Ammo, Normal 
Crossbow Ammo) 


TEMPLE OF KARNAK 

26. Make your way over the sandstone 
rocks until you come to a square with an 
obelisk in its middle. Go through the 
second arch on the left through a crawl 
space, then out into a tomb hall filled with 
pots. Shoot the pots to get the secrets. 
(Normal/Wide Shotgun Ammo, Large Medi- 
Pack, Uzi Clips, Flares) 


27. North from the obelisk is an area 
containing two monkey swings on either 
side. Go to the wall on the left (near the left 
monkey swing). Climb into the crawl space. 
(Flares, Uzi Clips x 2) 


28. Go west from the obelisk into the main 
temple area. Keep going west until you 
drop into a deep square pool of water. 
Open the underwater door and follow the 
tunnel until you can see a hole in the 
ceiling. Go through it. (Uzi Clips, Normal 
Crossbow Ammo) 


29. Swim in the unexplored direction to the 
triangular gap at the left. Swim through. 
(Large Medi-Pack, Poisonous Crossbow 
Ammo, Wide Shotgun Ammo, Uzi Clips) 


THE GREAT 
HYPOSTYLE HALL— 
NO SECRETS. 


SACRED LAKE 

30. Run through the 
southern Sun Talisman 
door. Drop into the 
water and head east to 
the underwater door. Pull it open. 
(Explosive Crossbow Ammo, Large Medi- 
Pack, Wide Shotgun Ammo) 


TOMB OF SEMERKHET—(NOTE: 
YOU HAVE TO LOSE AT THE CHESS 
GAME TO ACCESS ALL THE 
SECRETS HERE.) 


31. Progress through the level to the large 
chess puzzle. Jump over to the left wall 
and climb it. (Wide Shotgun Ammo, Small 
Medi-Pack) 


32. From the large chess puzzle, head east 
until you come to a wall. Climb the wall and 
follow the path. You reach a room with fire 
on the walls. Complete the fire hole puzzle 
to raise the cage. 


A Jump and hang 
on the switch to 
activate it. 


Climb on top of the cage, face east, 
and jump to the ledge. Follow the ledge all 
the way to the end, drop, and grab the 
ledge. Shimmy to the right onto a 
climbable wall. Follow this wall around and 
climb up into the alcove. (Wide Shotgun 
Ammo, Large Medi-Pack) 


33. (Lose at Chess) Go down the wall, face 
east, run into the main chess game room, 
then drop down to the left trapdoor. Slide 
down the first eastern slope, then down the 
southern slope, then down another slope. 
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At the end of this slope, jump and grab to 
get the secret. (Uzi Clips, Small Medi-Pack, 
Wide Shotgun Ammo) 


34. Go back to the slopes and begin to slide 
down. Grab the pole as you slide down. It 
takes you to a room with two ropes. Perform 
a running jump to land on the red-door 
platform; open the door. (Explosive 
Crossbow Ammo, Small Medi-Pack) 


35. Progress through the level to an area 
with three ropes. Go west to a lever. Pull it 
to release the ice wraith. Let it battle the 
fire wraith, then go back to the ropes. 
Jump from rope to rope to the southern 
platform at the end of the rope run. 
(Normal Grenades, Wide Shotgun Ammo, 
Uzi Clips) 


36. Go east from the ropes to a pole. Climb 
the pole, back flip onto a platform, then 
turn to the south to see a lever. Jump and 
pull it to activate a trapdoor behind you. 
Climb up the pole, make your way to the 
trapdoor, then grab the torch from the hole 
in the wall. Throw the torch to the floor so 
you can get down without getting hurt; 
make sure you remember where you throw 
it! Pick up the torch, go back to the room 
with the three ropes and light the torch. 

Double back to find some torches on 
the wall. Light these torches, then drop 
down a trapdoor in that room. Watch out 
for the scarab beetles! (Wide Shotgun 
Ammo, Large Medi-Pack, Flares, Flash 
Grenades) 


37. Climb up the pole and back flip off it. 
Go toward where you got the torch, but 
this time jump over the gap and run into 
the next room. Turn and face the wall (east), 
then look for a switch (use your flare). Pull 
the switch to raise a block behind you. 
Climb on the block and jump into the room 
above. (Crossbow Explosive Ammo, Large 
Medi-Pack, Uzi clips) 


GUARDIAN OF SEMERKHET 


38. After you complete the laser pyramid 
puzzle, you reach a slide. At the bottom, a 
large bull chases you. Go east until you can 
reach the monkey swing above you and 
head back in the direction you came until 
you reach a crawl space on the left. 
(Normal/Wide Shotgun Ammo, Explosive 
Crossbow Ammo) 


39. From below the monkey swing, go 
north, pull the lever, then go through the 
door. (Don't forget about the flaming torch 
to your right.) Follow the path left, left, 
right, and right again. You end up in a dark 
room with unlit wall torches. Look for a 
hole in the wall. Get a torch, light it on the 
already-lit torch, come back, and light the 
unlit wall torches. Go down the trapdoor. 
(Large Medi-Pack, Normal Shotgun Ammo, 
Normal Crossbow Ammo) 


40. Progress through the level by making 
the bull smash the metal gate near the 
slide. You reach a room containing a 
flaming chandelier. There are three switches 
in this room. Line yourself up with the 
switches and let the bull charge you. The 


bull will smashes the switches. After he 
smashes all three, take the right-most exit. 
Climb a ladder to reach the balcony above. 
Follow the route to the left. (Small Medi- 
Pack, Uzi Clips, Normal Shotgun Ammo) 


DESERT RAILROAD 

41. Go to the end of the train. Get onto the 
roof and run to the other end. Turn around 
and hang, drop, then grab, pulling yourself 
into the carriage. (Normal Crossbow 
Ammo, Large Medi-Pack, Revolver Ammo) 


42. Climb out of the carriage and onto the 
roof. Go to the right edge of the train, turn 
around, and drop into the carriage at the 
side to get the crowbar. Use the crowbar 
on the cracked box in the third carriage 
along. (Grenade Launcher, Normal 
Grenades, Flash Grenades) 


43. Use the crowbar on a box in the 
beginning carriage. (Small Medi-Pack) 


ALEXANDRIA 

44. Come out of Jean-Pierre’s office and 
follow the roof. Jump over the gap. Turn to 
your right and jump onto the library roof. 
Shimmy around, then drop and hang from 
the lever to open the door in the library 
building below. 


CATACOMBS 


45. After sliding down the pole, jump to the 
second rope you come to. Turn 
counterclockwise to face south. Move 
toward the wall, then jump off and grab the 
ledge. (Flares, Large Medi-Pack, Shotgun) 


46. Get the third Trident, then make your 
way to the bottom. Find the lift at the 
bottom level, and go up to get a secret. 
(Normal/Wide Shotgun Ammo, Large Medi- 
Pack, Explosive Crossbow Ammo) 


47. Just before you pick up the fourth 
trident, you see five sets of bones on the 
floor. Shoot them to open a door (there is a 
set of bones near the pole you climb up). 
This also gives you access to the next 
secret. (Crossbow Ammo) 


48. From the last secret, trigger the camera 
angle by walking on the next tile. Go down 
the pole, jump into the open area, and 
head left. Go through a door on the right 
side of the wall. (Crossbow Explosive 
Ammo, Normal/Wide Shotgun Ammo, 
Large Medi-Pack) 


TEMPLE OF POSEIDON 


49. Take the north passage. Enter the next 
room, drop down, then do a 180-degree 
roll to the room on the left. Crawl into the 
secret room. (Crossbow Normal Ammo, 
Small Medi-Pack) 


LOST LIBRARY 


50. Drop below the large cog on the left near 
the first star (Uzi Ammo, Revolver Ammo). 


51. Shoot a counterweight in the room 
containing the horse and rider. This opens 
a wall. (Large Medi-Pack, Normal Shotgun 
Ammo, Uzi Clips) 


52. There is a climbable wall on the way 
down the lion head slope. Jump and grab 
the wall, climb up, then jump to the right- 
hand ledge on the right. 


HALL OF DEMETRIUS 

53. Take Von Croy’s escape route by 
pushing the lamp toward the doors (north). 
leads to the Coastal Ruins (Large Medi- 
Pack, Crossbow Poison Ammo, Broken 
Glasses). 


CLEOPATRA’S PALACES 


54. Use the mechanical beetle on the first 
set of spike traps. Go east past the trap 
and take the right-hand route (south). 
Watch out for skeletons. Head east up the 
stairs. Go down the stairs, turn right 
(north), and take the right-hand route 
toward another passage (north). Go down 
the spike passage ahead of you (north) and 
use the mechanical beetle. (Crossbow 
Explosive Ammo, Normal/Wide Shotgun 
Ammo, Small Medi-Pack) 


CITY OF THE DEAD 

55. Open the door with the switch retrieved 
from the area above the ice. Go up the 
corridor to the closed door. Use the crow 
bar on the door to find the secret. 


56. Come back to the City of the Dead with 
the Nitrous equipped on your bike. Go to 
the large jump (which is impossible without 
the Nitrous) and jump over. Jump onto the 
sloping pillars, jump and grab the last 
ledge to get the goodies. 


CHAMBERS OF TULUN 


57. Jump onto the rope at the top of the 
mosque and swing across, landing in the gap 
between the slide slopes to find the prize! 


58. There is a ledge next to the warehouse 
entrance. Jump and grab the ledge, pull 
up, and go through the crawl space to an 
area full of bonus goodies. 


CITADEL GATE 


59. When you are on the rope, turn around. 
Swing and jump off the rope toward the 
right-hand bell. Land on the floor block 
edge, drop and grab, drop and grab again, 
and pull up into a crawl space. Go through 
to bonus heaven! 


STREET BAZAAR 


60. After jumping across the broken bridge, 
shimmy across the edge of the roof until 
you reach a ledge. Stand up here, and 
there’s the secret. 


TRENCHES—NO SECRETS 
CITADEL 


61. There is a set of stairs in the tower room 
that lead to a monkey swing. Climb on the 
swing to the crawl space in the wall. Drop 
and grab at the ledge of this space. Pull up 
and crawl into the niche for the secret. 


62. In the final room, there is a deep shaft 
leading to certain death. Hang carefully 
onto the edge of this shaft. Drop and grab 
the ledge of a crawl space and pull up 
into it. Continue down this corridor to find 
the secret. 


PSX GAMER’S GUIDE VOL.1 


SPHINX COMPLEX 


63. The secret is in the second Guard 
House past the air duct passageway. Once 
inside the Guard House, pull the Big 
Shelves away from the wall. (Shotgun) 


UNDERNEATH THE SPHINX 

64. If you enter the combination “BIRD— 
TRIANGLE — FEATHERS” into the keypad 
from the central chamber, this opens the 
door to a room containing three crawl 
spaces. Enter the central crawl space, 
crawl to the end, turn right, and crawl to 
the end. Fall into the pit covered with 
collapsing wood. (Grenade Launcher) 


PYRAMID OF MENKAURE 

65. The secret is above the Doorway on the 
left side. After climbing the Pyramid and 
reaching the Doorway, look for a hidden 
route (to your right when facing the door). 
This takes you farther up the Pyramid. 
(Revolver) 


INSIDE PYRAMID OF MENKAURE 


66. At the end of this level is a slope. You 
must slide down the slope and jump over a 
spiky pit! Slide down the right-hand side. 
Jump—aim to land on the flat triangle. 
Jump into the pit to pick up an Uzi! 


THE MASTABAS 

67. Enter the first building (straight ahead of 
your starting position). There is a hidden 
trapdoor in the floor. Pull it up and climb 
down. (Large Medi-Pack) 


THE GREAT PYRAMID 


68. Enter the second building on this level. 
There is a hidden trapdoor on the floor. 
Open it. Climb down. (Grenade Launcher) 


KHUFUS QUEENS PYRAMID 


69. To find the secret in this level, you 
must rescue the Guard on Menkaure 
Pyramid (the one being attacked by the 
big scorpion). There are two armories at 
the beginning of the level. The second 
armory can only be opened if you get the 
extra key from the rescued guard. (Uzi, 
Shotgun, Crossbow Ammo, Crossbow, 
Grenade Launcher, Revolver, Normal 
Shotgun Ammo) 


INSIDE THE GREAT PYRAMID 

70. There is a hidden alcove in one of the 
Pits down the first descending 
passageway. (Crossbow) 
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TOMB RAIDER 


COMBAT GUIDE 


Bar the Black Isle levels where young Lara 
carries no weapons, Tomb Raider: 
Chronicles is packed with combat 
encounters. Follow these tips to make Lara 
more effective during battles. 


THE TARGETING SYSTEM 


Another alteration made to the Tomb 
Raider gameplay mechanics is the addition 
of a manual targeting mode. If you select 
this, Lara will not automatically aim at 
enemies when she draws her guns. 
Instead, you tap the look button to 
designate a target, pressing it again to 
select another if you are facing multiple 
assailants. 

You can, of course, use the traditional 
Tomb Raider system, whereby Lara 
chooses the enemy to shoot at. Handily, 
though, you can still use the new ability to 
cycle through targets by tapping the look 
button. Which mode you choose is 
dependent on personal preference and 
ability: Less skilled players should definitely 
stick with the automatic setting. 


TOMB RAIDER: 
CHRONICLES 


STEALTH 


If enemies cannot hear or see Tomb Raider: 


Chronicles, they will not attack. By walking, 
crawling and—of course—staying out of 
sight, Ms. Croft can avoid foes in the VCI 
Headquarters level. Run or jump, and 
they’ll open fire or give chase immediately. 
Sneaking may take extra time, but it’s 
almost always worthwhile, especially as 
Medikits are so scarce on later levels. 


HAZARDS 


From security laser grids to ceiling-mounted 
gun turrets, there are certain dangerous 
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devices in Tomb Raider: Chronicles that 
Lara can't fight against. The trick, of course, 
is to avoid them entirely. Most of the laser 
security systems in the VCI Headquarters kill 
Lara immediately; the wall-mounted moving 
lasers, as a sole 
exception, drain 
her energy at a 
phenomenal 
rate and are to 
be avoided as 
keenly. 


If a gun 
turret is 
activated— 
again, in the VCI 
Headquarters 
—it means that 
you have 
effectively 
done something wrong. Could you have 
sneaked past a certain point, or disabled a 
guard with a head shot beforehand? Gun 
turrets have a massive fire rate, allowing 
them to kill Lara very quickly. The 
walkthough gives detailed instructions on 
how to avoid each one. 


SNIPING 

With the HK and, to a lesser extent, the 
Revolver and Scope, it is possible to kill 
certain enemies with a single head shot— 
indeed, one type of enemy in the VCI 
Headquarters can only be neutralized in 
this fashion. By zooming in (with the 
sprint and duck buttons) while holding 
the look button, making accurate shots 
becomes second nature. During the 13th 
Floor and Red Alert levels, it becomes an 
essential skill. 


DISCRETION... 


...is the better part of valour, as the saying 
goes. Rather than sprinting mindlessly 
through areas, try to take a more measured 
approach. This way, you have more 
opportunities to pick assailants off from a 
distance. You’re also far less likely to fall 


foul of ambushes, as you’ll have time to 
read the signs: ambushes are easier to 
deal with if you can see them coming. 
Remember, Lara is not invincible—close- 
quarters combat hurts. 


WEAPONS GUIDE 
Although Tomb Raider Chronicles may lack 


the varied armaments of some of its 
predecessors, Lara is by no means 
defenseless. Oh, apart from those levels 
where she has no guns, of course. But, as 
you'll find, she discovers other novel ways 
to get past troublesome guards. 


PISTOLS 

Found: Rome, Search for the Spear 

Lara’s trusty dual pistols, mainstays since 
the first Tomb Raider, are great for picking 
off weak targets. As they come complete 
with an infinite supply of ammo—how does 


the gun shop Lara bought them from make 
a profit? But we digress—they are your 
sole means of attack once your supplies of 
other munitions run out. The pistols are 
also handy for breaking crates and the like. 


SHOTGUN 

Found: Rome, Search for the Spear 

There are two types of Shotgun ammo: 
Normal and Wideshot. The former packs a 
solid punch to a localized area of a target 
while the Wideshot, true to its billing, 
disperses over a wide area—making it very 
useful against multiple enemies. 


The Shotgun is very powerful, but has 
a slow firing rate. This makes is quite 
inefficient in melee situations, or when Lara 
is in a confined area. The best way to use it 
is to fire while hopping backward away 
from an attacker. 


ae 


PSX GAMER’S GUIDE VOL.1 


UZIS 


Found: Rome, Search for the Spear 

There isn’t a massive amount of Uzi ammo 
to find in Tomb Raider: Chronicles, so it’s 
not a weapon you'll find yourself using 
regularly. When you do find sufficient clips, 
however, it can be the most devastating 


weapon in Lara’s arsenal. With a rapid fire 
rate and targeting on a par with the 
comparatively workmanlike pistols, the Uzis 
allow Lara to leap wildly to avoid attacks— 
another definite plus point. 


REVOLVER 


Found: Rome 

As a basic weapon, the Revolver packs a 
punch but has a relatively slow reload rate. 
It also requires Lara to pretty much face 
her assailants directly—a serious drawback 
that prevents you from making extensive 
evasive manoeuvres. Combined with the 
Laser Scope, however, it becomes far more 
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effective. It allows Lara to pick off enemies 
from afar. 


Found: VCI Headquarters 

This multi-function weapon is a good all- 
around armament, but there is a distinct 
lack of ammunition available in the levels it 
appears in. You can’t afford to waste a 
single clip. It has three modes of fire: single 
shot (for sniping), burst and automatic. It’s 
highly inadvisable to use the latter at all, 
bar possibly against the two cyborgs 
during the Red Alert! level. Generally, you 


should leave it on its single shot setting, 
where you can aim each bullet precisely. 
For enemies wearing protective headgear — 
thus rendering the head shot impossible— 
press the fire button rapidly to simulate 
burst mode. 


CHLOROFORM 

Found: VCI Headquarters 

Although only used twice, this makeshift 
weapon is worthy of a mention here. Once 


you have some Chloroform and a Cloth, 
combine the two. Use the results on an 
enemy by sneaking up behind them, then 
press action. 


CROWBAR 


Found: Trajan’s Markets, Colloseum, 
Submarine, Old Mill 
Only used once as a weapon, on the 


Submarine level. Sneak up behind the 
cook, then use the crowbar to render him 
unconscious. 


ASSAILENT GUIDE 


Here are the many and varied enemies 
Lara will have to beat during her four 
adventures. 


Dobermans 

Jump to avoid their 
attacks; dispatch 
with pistols. 


Bats 

Lara cannot shoot 
these. Run away, 
and they'll 
eventually disperse. 


Rats 

As with the Bats, 
these can’t be shot. 
Run away or dive 
underwater until 
they disappear. 


Hammer God 
Avoid the blast 
radius when he 
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swings his hammer. 
Use pistols and Uzis 
to defeat him. 


Sword God 

Watch out for the 
projectiles. The 
Shotgun is the best 
weapon to use. 


Gladiators 
Gladiators are very 
fast, but not too 
bright. Run away 
and shoot them 
from a distance if 
possible. 


Lions 

Lions can be 
dangerous if they 
corner you. Use the 
revolver or pistols to 
pick them off. 


Gate Guardians 
Wait until their mouths 
are full of fire, then blast them. Jump 
repeatedly to avoid their fiery breath. 


God Head 
Shoot its eyes with the Revolver to defeat 
it. Avoid its green lasers. 


Larson 
Use the pistols to disable him. 


SEARCH FOR 
THE SPEAR 
Assorted Soldiers 
and Mafia cronies 
Use any weapon 
you please to make 
a quick kill. 


Huskies 

Employ your pistols 
or Uzis, jumping to 

avoid their attacks. 


Chef 
Sneak up behind him, 
then knock him out with the crowbar. 


Attack Subs 
You can’t fight back; use Chaff Flares to 
divert their rockets. 


BLACK ISLE 
Imps 

Sprint away from 
the one on the first 
level. Use the Lit 
Torch to scare away 
the two in the 
Labyrinth stage. 


Skeletons 

Stay out of their 
reach—they won't 
pursue you. 


Maze Monster 
Follow the lights 
closely, and he’ll 
keep his distance. 


Underwater Demon 
Steal the coin, then 
put it in the cage to 
dispatch this 

hideous creature. 


Bats 
Run away—you 
can’t fight them. 


Rats 
Hide underwater, or simply run away. 


VCI HEADQUARTERS 


Blue Guards 
Use your rifle to 
make head shots 
for a clean, 
immediate kill. 


Assorted soldiers 
Try for the head 
shot; if that doesn’t 
work, fire rapidly. 


Cyborgs 

You can’t kill them 
with bullets alone. 
Follow the advice in 
the walkthrough 
section. 


Scientists 

The scientists don’t 
attack Lara. You 
only need to kill 
one if you are 
collecting Roses. 


Cockroaches 
Burst from the tank in the room with the 
Chloroform during the 13th Floor level. 
Run away. 


Armoured Troopers 
A head shot is the 
only way to kill 
them. Avoid their 
laser fire by taking 
cover or jumping— 
laser fire can kill 
Lara instantly. 


MEDIPACKS 

Found: All levels 

Discovered in Small and Large varieties, 
the Medikit restores a level of health 
commensurate to its size: half of Lara’s 
energy bar with the Small type, all of it with 
the Large. During Rome, Search for the 
Spear and Black Isle sections, these are 
very plentiful. By following the walkthrough 
closely, you should finish each of these 
sections with a number to spare. However, 
they are few and far between in the VCI 
Headquarters, so use them sparingly. 
Generally, if you are approaching the end of 
a level and there are no serious hazards or 
assailants left to encounter, it’s better to 
leave Lara’s health at a low level—it is 
automatically replenished before the next 
stage begins. 
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CROWBAR 

Found: Trajan’s Markets, Colloseum, 
Submarine, Old Mill 

Use the Crowbar with the action button to 
pry objects from their resting place and 
open doors. 


FLARES 


Found: Rome, Search for the Spear 
Although they have no specific use in 
puzzles, flares are highly useful when 
negotiating darker corridors. In particular, 
they prove very handy during the Sinking 


> 


Submarine level, where they can be 
utilized to find pickups hidden in 
the murky gloom. 


BINOCULARS AND HEADSET 
Found: VCI Headquarters 
(Headset), all other sections 
(Binoculars) 

Is that a pickup you can see on 

the far ledge? With the Binoculars | | 
or Headset, you can find out 
without making the journey. The 
Crawl and Sprint buttons allow you 
to zoom in and out while, with the 
Headset, you can press action to 
engage an infra-red mode. 


TIMEX-TMX 

Found: Lara always has it 
Accessing the Timex-TMX 
allows you to view statistics 
for the current level and 
your progress through 

the game as a whole. 
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GRAPPLING GUN 
Found: Red Alert! 


The Grappling Gun is vital during Lara’s 
escape from the VCI Headquarters. Equip 
it, then use its scope (activated by pressing 
the look button) to scan the ceiling for a 
good point to fire it at. When you find the 
right spot, the target will change to a green 
square to indicate that fact. 


TORCH 


Found: Gallows Tree, Labyrinth 

It’s a mere piece of wood when the young 
Lara finds it, but the torch can be lit by 
pressing action while standing next to a 
source of fire. Lara cannot climb or grab 
ledges while she is holding the torch. You 
can, however, drop it by pressing the Draw 
Weapons button, then collect it later by 
pressing action. 


ROSES 


Once you collect a Rose on a level, it will 


appear in your menu. You can’t use it for 
anything, but it will display how many 

you have left to find—the reminder can 
be handy. 


LEVEL - SPECIFIC ITEMS 


If you don’t want to consult the 
walkthrough unless you’re really stuck, here 
is a rundown of the items you have to 
collect to beat each level. 


ROME 

STREETS OF ROME 

Gold Key (used to open gate by fountain) 
Garden Key x2 (used to open way forward 
to Gateway) 

Second Gateway key 


TRAJAN’S MARKETS 

Golden Coin (used in slot below statue) 
Valve Wheel (used to stop water flow) 
Second and Third Gateway keys (used after 
defeat of Gateway guardian) 


COLLOSEUM 

Gemstone piece x2 (combined to break 
floor when inserted in slot) 

Colloseum Key 1 (used to open door to 
reach large gladiator) 

Colloseum Key 2 (used to open door to 
reach Philosopher’s Stone) 
Philosopher’s Stone (collect to end level) 
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SEARCH FOR THE SPEAR 

BASE 

Silver Key (used to open locked door 
leading to control room) 

Swipe Card (used to open most doors in 
the Base) 

Silver Key (used to open door to outside 
balcony) 

Fuse (used to activate crane) 


SUBMARINE 

Battery + 

Battery — (both batteries combined to form 
Suit Battery) 

Bronze Key (used to open storeroom in 
kitchen) 

Silver Key (used to open main kitchen door) 
Aqualung (used in diving suit) 

Suit Console (used in diving suit) 


DEEP SEA DIVE 
Spear of Destiny (collect it, then return to 
the sub) 


SINKING SUBMARINE 

Swipe Card (used to open locked door) 
Silver Key (used to open state room) 
Oxygen Canister (used in escape pod) 
Nitrogen Canister (used in escape pod) 
Bronze Key (used to open room with Rose 
inside) 


BLACK ISLE 

GALLOWS TREE 

Rubber Tube 

Pitchfork (combine both to create Catapult) 
Iron Clapper (prevents Lara from dying at 
end of level) 

Petrified Heart (used to open door leading 
to level end) 


LABYRINTH 

Bone Dust (used to y 
open door) P grey 
Bestiary (opens door; 

used in next level) 


OLD MILL 

Chalk (used to trigger 
cut-scene) 

Coin (used in cage to 
trap demon) 


VCI HEADQUARTERS 


13TH FLOOR 

Hammer (optional: used to open 
alternative route) 

High Level Access Card (used to open doors) 
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Access Code Disc (used to open 
ventilation system cover) 

Iris Lab Access Disc (used to open Iris Lab, 
funnily enough) 

The Iris (Lara’s objective) 


ESCAPE WITH THE IRIS 

Restroom Access Card (read code to open 
toilets) 

Teleporter Disc (activates teleporter 
system) 


RED ALERT! 

Grappling Gun (used to create ropes) 
Grappling Gun Ammo x3 

Key Bit x2 (combine to form Helipad Key) 
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TOMBA! 


TOMB 


You first materialize in a homely 
neighborhood, where a beekeeper tells you 
about the Old Man on the Hill and makes 
cutting remarks about your hair color. 

Make your way across the village and 
take care of the nasty pigs that litter the 
place. Simply jump on the pigs and throw 
them at each other until they burst. This 
works for practically every enemy, be they 
bird, lizard, or strange spidery thing. 

When you jump on the head of Charley 
the monkey, after swinging up into his tree 
in the village, expect a very frosty 
reception. He’s a hungry monkey and must 
be given the bananas from the man by the 
Ol Pond. On your way there, you will find a 
few frogs hiding in the undergrowth. Carry 
them on your back until you reach the 
pond, where they live. 


ANone of the early baddies should give you much 
trouble, least of all these nasty but stupid pigs. 


The rude beekeeper is just ahead, to 
once again poke fun at your hair, and 
comment on the weather. To blow the fog 
away, use the whirlwind that can be found 
in the mailbox at the far end of the other 
side of the fence. This allows you to 
traverse the forest. 

Avoid the snapping eggs and keep off 
the ground as much as possible. When 
you’re swinging on the branches, pressing a 
direction on the joypad allows you to jump 
and collect many jewels, as it does above 
the holly hole just ahead. If you climb up the 
rock to the right here you find an extra life. 

Before you climb the rocks to the Old 
Man’s hut, double back on yourself and 
enter the hut past the snapping eggs. Look 
very Carefully just inside the door and you 
will see a stranger skulking inside. This is 
the Yan of the Hidden Village, the Hide & 
Seek Man, who will pop up throughout the 
game, as he will tell you himself after you 
have visited the Old Man’s hut. 


ADon’t expect much friendly support from other 
characters—they’re amazingly hard to please. 

Past the stream inside this little house, 
once you have dropped off a frog and 
collected an extra life, you find a gorilla of 
sorts who challenges you to learn to swim. 
This is a problem that can’t be solved for a 
long time, so don’t worry. He will give you a 
bunch of bananas that you should take 
directly to Charlie. 

Now you can do the Animal Dash! Use 
this to speed your way to the edge of the 
forest and climb the mountain to the 100- 
Year-Old Man’s house. If you have collected 
all three of the Kokka Chicks from inside 
the eggs, he rewards you by telling you 
about the nasty pigs who stole Tomba’s 
grandfather’s bracelet. Best of all, he also 
gives you an ancient key, with which you 
can open all of the yellow chests dotted 
around the game. 

Now you can climb the rope to the 
Dwarves’ Village or retreat to the Village of 
All Beginnings and open the chests, where 
you will find the Old Man’s 100-year-old 
bell. This returns you to the dithering old 
man, who patches you up and sends you 
on your way, up the rope, to further 
adventures in the Dwarves’ Village. It will be 
a huge and taxing journey, but there are 
plenty of save points on your way to defeat 
the evil pigs. 


WEAPONS AND WEIRDOS 


As you continue on your journey to entrap the 
evil pigs, you will come across many 
horrifyingly silly bad guys, in growing levels of 
both evil and strength. Luckily, as your wit and 
agility grows, your arsenal of items grows with 
it. You must prepare yourself to fight 
everything from vicious black ravens to 
special baddies like mushroom monsters. 
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Get ready for some cute and colorful platform 
adventuring—and endless gags about your character’s 
hair—in this simple but fun little game. Here’s a guide 
to the first few stages to get you started. 


The way to kill these miscreants is roughly 
the same, as you leap onto their unsuspecting 
head, pick them up, and hurl them into 
oblivion or each other, but some enemies need 
special handling. The spike monsters found on 
the Hurricane Hill need to have their porcupine 
armor knocked off before you can deal with 
them, and the jelly fish-type ghosts are 
indestructible. All you can do with these 
dangerous individuals is to make them keep 
their distance as you dart around the plain, 
zipping through doors and getting on with 
your mission. 

To help you complete your valiant task, 
you gain more vicious projectile attacks, 
such as the stone boomerang, faster, 
better trousers, and, best of all, amulets 
like the Red Ruby, which give you the gift 
of fire, burning all the nasty folk you touch 
and preventing that annoying sucking 
feeling when a carnivorous plant wants you 
for dinner. The further you get, the more 
vicious the challenges, but the more 
impressive the tools and weapons become. 


to get past me?! 


You wan G 
G! Can you Swim? 


HG hi 


AEveryone in Tomba, you’ll quickly notice, 
regards themself as a bit of a comedian. 


CONTROLLING TOMBA 


Our strange little rose-tinted friend handles 
like a cross between Mario and your 
average puzzle adventurer. Everything that 
Tomba collects is stored in an inventory, 
which means that, as long as you’re on 
terra firma, you can change your weapon, 
hair color, main object, or even pants! If 
you try to use a special object in the wrong 
place, you will simply be denied. Aside 
from special weapons, Tomba’s attack can 
be quite tricky, and should never be 
attempted on a spiky foe. Leap onto your 
unsuspecting victim to knock them out, 
then you can use them as a missile to be 


thrown at other bad guys! 
END H 


TOMBA! 2: 


THE EVIL SWINE RETURN 


Tomba’s back for another exciting adventure full of new tricks and puzzles. Master the jumps and other movements, 


complete the first level with our help and prepare yourself for some great gaming. 


THE STARTING BEACH 


The Starting Beach is where you learn to 
control Tomba and use the game interface. 
After you explore The Starting Beach, 
Tomba can stay aloft longer with the Bird 
Clothes and open Red Treasure Chests 
with the Red Key. Take your time with 
jumps and other movements in the 
Waterfall of the Heavens section since 
Tomba’s Vitality is at its lowest level. Many 
of this area’s inhabitants provide clues to 
puzzles and game controls, so talk at least 
once to everyone you encounter. 


WALKTHROUGH 

The first event begins with Zippo’s 
message about the burning house. An 
event begins or ends whenever letters like 
this appear. Zippo gives Tomba the 
Adventure Journal. This item acts as your 
interface to use items and check the status 
of events, among other things. Tomba 
begins his adventure near a signpost. 


ATomba begins his adventure near a signpost. 


Signposts are your save points throughout 
the game Save your progress at the 
signpost to establish a save game file. 

Enter the hut next to the signpost. Talk 
to each Fisherman. They offer advice about 
the Adventure Journal and basic 
movements. Look inside the Magic Flower. 
It needs watering, but you must find a way 
to carry water. 


Jump on the Winged Pig on the 
seesaw. The pig’s in your way, so get rid of 
it with a good toss. When you throw the 
Winged Pig or use your blackjack in an 
upward direction, you can hit the second 
seesaw. A Red Apple falls out when the 
barrel on the end of the seesaw flips over. 

Flip the barrel that was underneath the 
first Winged Pig. Use the Blackjack or 
throw the second Winged Pig at the barrel. 
It drops a Yellow Gem. The barrel now 
blocks your way to the Red Gem. 

Move toward the back of the seesaw to 
lift its end above the Yellow Gem. Jump 
over the egg in the middle of the seesaw. 
Walk over the Yellow Gem to pick it up. Its 
value in AP (Adventure Points) appears 
above Tomba’s head. Jump on again. You 
can’t get water from that faucet, but now 
you know how to get water. 

Wait for the seagull to approach Tomba, 
then jump on its back to get rid of it. Read 
the sign for directions on how to obtain 
water. Notice the meter that fills as you 
eliminate enemies. It’s the Magic meter. 
Although you can’t use any Magic yet, 
check this meter when you earn Magic 
abilities. 

Jump on the second seesaw to force 
water out of the faucet. Now you need to 
catch the water. The third seesaw also 
operates a faucet. You can’t move to the 
other side of the seesaw because it has a 
counterweight. 

Flip the barrel on the second seesaw to 
get a Red Gem. It’s worth 200 AP. The Blue 
Apple on the end of this seesaw restores 
two Vitality points. Red Apples only restore 


AFlip all of the seesaw barrels so their red 
halves are on top. 
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one Vitality point. Flip all of the seesaw 
barrels so their red halves are on top. This 
action has no effect now, but it makes it 
easy to begin a tricky event later. 

Read the second sign. You need the 
Bucket to put out the fire. Jump on the egg 
in the center of the seesaw or hit it with a 
weapon. It rolls into a barrel and begins the 
Chick from an Egg event. Flip the barrel 
that contains the egg. A Red Chick pops 
out. Jump on the Chick to pick it up and 
begin the Where is the Bird’s Nest. 

Climb the tree in the corner to deliver 
the Red Chick to the Bird’s Nest. On the 
second seesaw, jump on the egg to roll it 
into a barrel. Flip the barrel to hatch 
another Red Chick. Collect the second Red 
Chick to complete the Chick from an Egg 
event. Take the second Red Chick to the 
Bird’s Nest. An Evil Seagull attends to both 
Red Chicks. 

Jump off the end of the first seesaw 
to grab the Rare Fish. Jump to the Red 
Treasure Chest above the third seesaw. 
You can’t unlock any Treasure Chests at 
this time. 

Because the drying net has already 
been raised, you don’t need to turn the 
crank. Jump onto the net to get the Star- 
shaped Cog. Swing on the crank to raise 
the net higher. Climb over the drying net 
and talk to Kainen on the other side. You 
have now completed the Go to the Burning 
House event. 

Jump on the Bucket to knock it down 
from the rope. Jump on a working seesaw 
to turn on the faucet. Position Tomba 
underneath the faucet to catch a water 
droplet and turn the Bucket into a Water 
Bucket. 

Talk to Kainen again. He explains how 
to “use” a blue item in your Adventure 
Journal. “Use” the Water Bucket to give it 
to Kainen. Kainen needs even more water 
to put out the fire. Give a second Water 
Bucket to Kainen. He tells you that you can 
reach the Coal-Mining Town from the 
Windmill Shed. Kainen also hands you the 
Golden Crab to give to Win when you 
reach the Windmill Shed. 


CONTINUED 2> 


G iaol 


NYUNLIY ANIMS TAT SHL 


THE EVIL SWINE RETURN 


TOMBA! 2 


CONTINUED > 


After Kainen returns the Bucket, fill it 
again. Use the Water Bucket on the Magic 
Flower to make it bloom and spit out Magic 
Wings. Follow the path from Kainen’s 
house to the tiny door in the cliff. You can 
only enter it much later in the game, after 
you learn how to shrink Tomba. 

Walk near the machinery. The 
Fisherman near the edge of the cliff sends 
you to Fisherman Ark to raise the net 
bridge. Fisherman Ark needs his Star- 
shaped Cog to operate the machinery. 

Enter the House on the Point and talk 
to Fisherman Ark. Tomba automatically 
gives the Star-shaped Cog to Fisherman 
Ark, who puts the Cog into the machinery 
and raises the bridge. 

Fisherman Ark warns you about the 
Golden Crabs. You can catch them with 
the Crab Basket, but you need to get that 
from a Winged Pig on the other side of 
the bridge. 


AEnter the House on the Point and talk to 
Fisherman Ark. 


On the bridge, jump on the yellow fish 
to get two Small Fish. Also pick up the 
Boomerang. Jump on the Winged Pig with 
the Crab Basket. The Crab Basket flies out 
of its hands and lands on a seesaw barrel. 

You’re now in the Waterfall of the 
Heavens section. Climb the hill to get to 
the Adventurer’s Chest. You can open it 
because you have more than 30,000 AP 
When the Adventurer’s Chest opens, a Pig 
Nose Panel pops out. The door with the 
fish on it can’t be opened. Wait until later. 
Jump onto the barrels. Some of the 
barrels have the blue half on top instead 
of the red half. 

Flip the barrels so that they all have 
either their red or blue halves on top. Zippo 
flies away and sees water drain from the 
bridge. More Small Fish and a Gold 
Fishhook are left behind. 

Now the seesaws in the Town of the 
Fishermen and on this wall move up and 
down on their own. Jump from the first 
seesaw to the second one to collect the 
Crab Basket. 


Run around the corner from the 
seesaw wall and fall between the water 
plants to get the Spoon. Drop onto the 
bridge. Pick up the Gold Fishhook and two 
Small Fish. 

Jump from the peg at the end of the 
bridge to the winch in the middle of the 
wire. Swing on the winch to reach the roof 
of the nearby structure. Climb the rope 
ladder on the roof and jump on the Golden 
Crab to put it into the Crab Basket. You 
also find some Gems. 

Drop from the roof to the room 
underneath. Go through it to another 
bridge section. Jump onto the moving 
platform in the middle of the bridge. You 
can reach the ledge near the Windmill Shed 
with a well-timed jump and the moving 
platform as close as possible to the ledge. 

Enter the Windmill Shed and talk to 
Win. Unfortunately, you're still missing a 
Golden Crab. When you leave the Windmill 
Shed, follow the arrow to the left. There is 
another Golden Crab on a ledge below. 

Drop to the Green Treasure Chest. Hop 
to the ledge so that you land directly on 
the Golden Crab. Otherwise, you may fall 
off. Jump onto the Green Treasure Chest, 
then up to the Windmill Shed. Talk to Win, 
and you throw the final Golden Crab into 
the water. Win can now start his invention, 
which builds a shortcut to the Pipe Area in 
the Large Mine Underground. 

Win tells you that he’s off to tell 
Fisherman Ark about his invention. Kainen 
walks in after Win’s departure and gives 
you the Red Key as thanks for 
extinguishing the fire in his house. The Red 
Key only opens Red Treasure Chests. 

Jump on the Red Treasure Chest under 
the stairs. You don’t need to “use” the Red 
Key to open the chest because keys are 
pink inventory items. You use pink items 
automatically. The Fast Pants inside the 
Red Treasure Chest help you move faster 
and jump higher. 

Open all of the Red Treasure Chests 
you’ve seen so far. The one near the wall of 
moving seesaws yields a 1/2-Pot of life. A 
full Pot of life increases your Vitality by one 
point. Another 1/2-Pot of life is inside the 
Red Treasure Chest on top of the hut next 
to Kainen’s house. Yet another 1/2-Pot of 
life is inside the Red Treasure Chest above 
the third seesaw. 

When you go back into the Town of the 
Fishermen, you notice Small Fish in the 
pond. Jump on them to collect them. Talk 
to Fisherman Ark in the House on the Point 
to learn how to make Dried Fish. 

Notice the four hooks on the drying 
net. Lower the drying net, then use four 
Small Fish on it. Turn the crank 
counterclockwise to lift the drying net. 
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Go to the Waterfall of the Heavens. 
Save the game at the signpost. Load the 
game you just saved, then return to the 
drying net to collect the Fish. Repeat the 
drying process with more Small Fish. 

Jump back on the roof where you 
found the second Golden Crab. Jump on 
the float on the end of the fishing line. A 
Fisherman lures you in on the line with the 
float. As thanks, he gives you the Bird 
Clothes. When he tells you about the Gold 
Fishhook, you automatically turn it over to 
him. The Fisherman’s next reward is the 
Mermaid Scale, which prevents you from 
losing any Vitality when you fall in the water. 

Jump to the roof where you found the 
float and the Golden Crab. With the Bird 
Clothes, you can now reach the winch in 
the middle of the wire. Swing clockwise to 
reach the roof of the Windmill Shed. 

When Tomba stands on the roof, Zippo 
notices a hole in the waterfall. Perhaps you 
can return to this section through that hole. 

Climb the stairs. Go through the door 
to a passageway that leads to the Large 
Mine Underground level. 


4Go through the door to a passageway that 
leads to the Large Mine Underground level. 


TOMORROW 
NEVER DIES 


As usual, the key is to never let your guard 
down. Use sound tactics, such as strafing 
around corners, sniping enemies hiding 
behind cover, and advancing until you see a 
targeting cursor over your foe. These tactics 
now become more important than ever. 


MISSION 9: MARKET 


DISTRICT, SAIGON 


In this mission you play Wai Lin, a 
superagent who is the Chinese equivalent 
of James Bond. You’ll see no noticeable 
difference between playing as Bond and 
playing as Wai Lin. 

You must accomplish a long list of 
objectives for this mission, so stick to the 
walkthrough. Though you’ll face a boss and 
a tough combat helicopter in this mission, 
the usual array of guards and soldiers will 
probably provide your biggest threat. 
Proceed with caution and use the skills 
you’ve developed to this point. 

Good players can probably break even 
in this mission, losing one life but replacing 
it with a golden 007. If you lose two lives, 
that’s fine. As long as you still have a few 
lives left for the final mission. 


1. You start out on a street. Run forward 
toward a corner and kill a guard. Walk 
through a gray door straight ahead. 


2. The door leads to a room with two 
guards. Run forward until you get a lock on 
the guard straight ahead of you. Kill him, 
then spin left and shoot at a guard standing 
behind a wooden crate. If you hit the crate 
instead of the guard, don’t worry—the crate 
will explode and kill him. 


3. Open a door on the other side of the 
room. As you exit, look left and gun down a 
guard. Then turn right and follow the street. 
You'll see a long set of stairs rising up from 
the street on your right. 


4. Strafe up the stairs, pointing inward toward 
the ledge that the stairs approach. You must 
watch out for a guard on the way up. 


ACollect a Large Med Kit. 


AStrafe up the stairs, pointing inward toward 
the ledge that the stairs approach. 


5. Upstairs, on the ledge, you'll see a 
series of four alcoves. Each alcove 
contains Light Armor. The first and third 
alcoves also contain guards. Collect armor 
from the first and second alcoves and kill 
the guards. Leave the Light Armor in the 
third and fourth alcoves for later. 


6. Follow the ledge around a corner, 
catching a guard in the process. Take a flight 
of stairs leading down. Downstairs you’ll see 
a door. Strafe around the corner and 
eliminate a guard in the hallway beyond. 


7. Follow the hallway to another corner. 
Strafe back and forth from the cover of the 
corner to wipe out three guards in a small 
barroom. Spare the civilian behind the bar. 


8. Collect a Large Med Kit from behind the 
bar and go through the nearby door. Follow 
the street to a T-junction and watch for 
guards on your right. 
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You'll find these final 
two missions tough, but 
not unbearably so. If you 
managed to get through 
the last few missions 
without losing many 
lives, you'll consider 
these final missions long 
but not too difficult. 


9. At the T-junction, turn right and go 
forward to a wooden door. Go through the 
door and down the stairs beyond it. 
Downstairs you'll find a small room with a 
golden 007 and an ammo box. Collect the 
gear and get back upstairs. 


10. Return to the T-junction and go in the 
direction you haven't yet explored. The 
street soon ends in a well-lit door you can’t 
penetrate. Kill a guard here and notice a 
darker door to the right of the well-lit one. 
You can go through the door on the right. 
Do so, and proceed up a flight of stairs. 


11. Upstairs, go through a door. You’re now 
on a rooftop with several enemies, 
including a boss with the RL 66 Rocket 
Launcher you're trying to collect. Read the 
tip for details on winning this fight. 

You'll find three regular guards up here in 
addition to the boss. The guards tend to 
remain in place in the corners of the 
rooftop, while the boss runs around. First, 
eliminate all three guards. Keep moving as 
much as possible. 

When it’s just you and the boss, notice 
three raised obstacles in the middle of the 
roof. You can easily fire over the flat-topped 
obstacles on the ends. But the middle 
obstacle is taller than the other two, and if 
you keep this middle obstacle between 
Bond and the boss at all times, he cannot 
fire his Rocket Launcher at the agent. 

The trick to beating this boss is to run 
circles around this middle obstacle 
constantly, shooting the boss quickly when 
he chases you around one side, then 
moving to put the obstacle between the 
two of you again. 

You can shoot the boss over the 
curved edges of the center obstacle, but 
not over the tallest section in the middle 
of the obstacle. The boss can 
sometimes get a Rocket over the very 
edges of the obstacle, too, so don’t 
linger out there too long. Keep the 
center of the obstacle between you and 
the boss most of the time. 

Don't get greedy. Don’t stay out in the 
open for too long and get shot. The 
Rockets move slowly, and you can avoid 
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TOMORROW NEVER DIES 
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them relatively easily if you keep moving. 
But if you stand still too long, you’ll get hit. 
The Rockets do a lot of damage, so you 
can’t afford to take more than one or two 
on the chin. 

Don't despair if you lose a life here, 
especially if you’ve built up your stock 
earlier in the game. 


12. After the fight, collect the RL 66 from 
the ground and exit through the door you 
haven't used yet. Go down the stairs. 


13. The stairs lead to a street. Follow the 
street around a bend and kill a soldier in a 
doorway, then run into the doorway while a 
gun turret shoots at you from behind some 
barricades. Pop in and out of the doorway, 
firing the Rocket Launcher at the barricades 
and the turret. After you destroy the turret, 
switch to the Assault Rifle and clean out any 
guards hiding behind the wreckage. 


4Pop in and out of the doorway, firing the Rocket 
Launcher at the barricades and the turret. 


14. Around the corner, approach another 
barricade-and-turret combination. Level the 
roadblocks and turrets with the Rocket 
Launcher, then switch to the Assault Rifle 
to clear out any guards here. Then look 
around the corner near the wreckage and 
mop up any guards there. Before rounding 
the corner, make sure you’ve leveled all the 
barricades and turrets in this area. 


16. Round the corner and move down the 
street. You’ll approach the outdoor stairs 
you took in Step Four. Go up the stairs 
again and collect the two Light Armors you 
left behind last time. Then go back down 
the stairs and keep moving in the direction 
you headed before you climbed them. 


17. As you follow the street past the 
outdoor stairs, you'll reach a corner with 
gray doors ahead. Go through the gray 
doors, which take you into a room you 
visited in Step Two. Cross this room and go 
out through doors on the other side. 


18. Now you’re back in the street. Turn right 
and approach another barricade-and-turret 


AAs you follow the street past the outdoor stairs, 
you'll reach a corner with gray doors ahead. 


combination. Before you get too close, strafe 
left into a side street. You can now pop in 
and out of the cover of this side street, firing 
Rockets until you destroy the turret. Keep an 
eye out for the sniper on a ledge above the 
turret and the soldier behind it. After Wai Lin 
destroys the turret, immediately seek shelter 
in the side street again, then use the lean- 
and-snipe technique to take out the bad 
guys from behind the corner. 


19. After you destroy the turret and kill the 
sniper and soldier, slowly walk toward the 
left side of the wreckage. Stop before you 
get to the corner. Two snipers lurk on a 
rooftop behind the left corner. Use the 
lean-and-snipe method to take both of 
them out. 


20. Now go around the corner. As you walk 
past the spot where the snipers sat, you’ll 
see that the street splits. You can either go 
forward and slightly to the left, or right. 
Take the right. This leads you to a dead 
end, but if you look around, you’ll see a 
discolored wall in one corner of the dead 
end. Shoot this wall with the Rocket 
Launcher. It breaks away to reveal a narrow 
hidden staircase. 


21. Run up the stairs and along a ledge, 
collecting Armor, Med Kits, and ammo 
along the way. Run all the way to the end 
of the ledge, which protects you from an 
open courtyard below. Then use the lean- 
and-snipe technique to kill three soldiers 
hiding behind sandbags in the courtyard. 


At least one of the guards in the courtyard 
waits farther back than the others. To get 


or 


AUse the lean-and-snipe technique to kill 
three soldiers hiding behind sandbags in 
the courtyard. 


him, you must gradually creep out of 
hiding, lean slightly, and check if you can 
see him yet. If not, creep a little farther out 
of cover and try again. 

You must not let the guards in the 
courtyard rough you up, because you’ll 
need your Armor when you fight a 
helicopter later. 


22. Leave this secret area after killing all 
three guards, then backtrack to the street 
intersection mentioned in Step 20. Take the 
other path. It leads you into the courtyard 
where you just took out the guards. Collect 
the fallen guards’ Assault Rifles, then follow a 
long, well-lit tunnel leading away from here. 


23. At the end of the tunnel sits a big, open 
courtyard with a helicopter flying above. Run 
around this area to scope it out and to see if 
any guards patrol on foot nearby. If you see 
any guards, kill them quickly. Keep on the 
move at all times so the helicopter’s Rockets 
won't hit you. Take care to avoid explosive 
barrels, which the helicopter’s attacks might 
detonate. When you know you’ve disposed 
of all the guards in the area, read the tip for 
details on beating the helicopter. 

After you finish off the guards, find two 
small wooden walls and position yourself 
squarely between them. These walls will 
catch some of the helicopter’s Machine Gun 
and Rocket attacks. The chopper will destroy 
your protection quickly, but every bullet they 
intercept is one less bullet that hits you. 

As soon as you reach this semi- 
protected site, switch to the RL 66 Rocket 
Launcher, find the helicopter in the sky, and 
enter Sniper mode. Immediately start 
rapid-firing Rockets at the helicopter. Lead 
the helicopter just slightly or aim for the 
front of it. Squeeze the button as quickly as 
possible after you aim. The speed of the 
Rocket Launcher will surprise you. You 
can fire a lot of Rockets in a short period 
of time. 

If the helicopter passes you and 
momentarily disappears in the 
darkness, remain in Sniper mode, 
pointing at the spot where it 
disappeared. It will quickly reappear in 
about the same spot. Again, aim and 
fire. You can take out the helicopter 
quickly if you fire fast and aim well. 

You could easily forget to watch your 
Health Meter, but make sure you keep 
track of it during this fight. Rapidly use 
Med Kits whenever the helicopter injures 
you. By now, you should possess a lot of 
Med Kits, and using them quickly can 
make the difference between surviving 
and losing a life. 

If you happen to run out of Rocket 
Launcher ammo, you can find more 
scattered around this yard. But if you aim 
well, you won't need it. You can drop the 
helicopter with fewer than ten Rocket hits. 


24. After you destroy the helicopter, equip 
your Assault Rifle and locate a small 
wooden gate. Go through the gate, sticking 
to the left wall of the street beyond it. The 
street leads to another courtyard, this one 
containing two particularly alert guards. 
Eliminate both guards, backtracking if 
necessary, then enter the courtyard. 


25. On the other side of the courtyard, 
enter a tunnel. As you approach the tunnel, 
Wai Lin will automatically move to a 
computer, where she must enter a code. 
The code changes every time you play. 
Read the tip for help figuring out the code. 
The mission ends as soon as you get the 
code right. 

You can break the code simply through 
a process of trial and error. 


AOn the other side of the courtyard,enter a tunnel. 


Tap any of the controller’s four primary 
buttons (X, 4, @, and @) four times ina 
row, noticing how the appropriate symbol 
appears on the computer screen. If you tap 
m four times, for example, four squares will 
appear on the screen. 

After the fourth button tap, the 
symbols will disappear, and any symbols 
you got right will briefly flash. In the case 
shown here, we pressed @ four times, and 
the square in the third position flashed. 
Now we know that the third symbol of the 
code is @. 

Write down or remember any symbols 
you got right, then try the other buttons. 
Eventually, through trial and error, you'll 
discover all four symbols. Enter the correct 
symbols in the right order, and you’ve 
accomplished the mission. 


MISSION 10: 
STEALTH BOAT, HA LONG BAY 


Now you must tackle the final mission, and 
it’s tough-but definitely not impossible. 
You'll need to use your usual careful tactics 
to win, but you can resolve the biggest 
difficulties by reading this walkthrough. 

If you conserved lives well in the 
previous missions, you should possess at 
least three or four extra lives for this 
one-and maybe as many as seven or eight. 
With that many lives, you can win this 
mission without being particularly careful. 


As usual, we recommend using the Assault 
Rifle for most combat situations, despite 
Bond’s variety of weapons. 


1. Bond starts out in a small room with two 
doors and a ladder. Destroy the barrel 
nearest the ladder to collect a Med Kit, 
then select the Assault Rifle and take the 
door on the left. 


2. Eliminate a guard just beyond the door, 
follow the hallway, and turn left when you 
get the opportunity. Go forward, strafing 
slightly, and dispose of another guard in 
this hallway. The hallway ends in a large 
open cargo area with stacked boxes. 
Round the corner and kill a guard in this 
cargo area, either by shooting him or by 
shooting the boxes near him. 


3. Toward the back of the cargo area waits 
a door labeled Comm 11B. Take this door, 
kill a guard beyond it, and approach the 
communications console. Press @ to 
contact M and learn about Wai Lin’s 
capture. 


4. Return to the hallway, but beware: 
Guards have reappeared. Destroy two 
guards at the mouth of the hallway, collect 


Press ® to contact M and learn about 
Wai Lin’s capture. 


an Office 4-A Key from one of them, then 
start following the hallway back. 


5. Take the first right into a door labeled 4- 
A. Walk into a conference room, then take 
a right and kill a guard. Around a corner 
you'll find a smaller room with another 
guard, plus a Large Med Kit, Light Armor, 
and a Yellow Key. Take everything, then 
return to the hallway. 


6. Return to the small room with the ladder, 
where you started the mission. But beware! 
Two more guards lurk around the corner, and 
a third guard might sneak up from behind. 


7. In the ladder room, take the other door, 
which you can now use, thanks to your 
Yellow Key. Follow the twisting corridor, 
killing several guards along the way. Notice 
the explosive barrels in this hallway. Guards 
may hide behind them, and you can 
detonate the tanks to kill nearby enemies. 
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8. The hallway ends at a door labeled Cell 
37A-C. Enter this door and destroy a barrel 
in the small chamber beyond to collect a 
Med Kit. 


ANotice the explosive barrels in this hallway. 
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9. Go through a second door labeled Cell 
37A-C, watching for a guard who may 
appear behind you as you do. The door 
leads to a small equipment room with a 
large Med Kit, ammo clips, an ammo case, 
and Heavy Armor. Collect everything. 


10. Go through another door and 
immediately turn right. To your right, 
beyond a long series of crates, waits a 
boss wielding a GL 40 Grenade Launcher. 
Read the tip on beating him. 

This boss shouldn't cause too much 
trouble for you. He remains behind all 
those boxes, never approaching you too 
closely. As a result, you can just strafe 
back and forth from behind the cover of 
the tallest, closest box. Shoot the boss 
briefly whenever you exit cover, then 
quickly get back behind the box. Don't try 
to inflict too much damage at once. 
Patience pays off. 

As you fight the boss, listen for either 
an opening door or Assault Rifle fire from 
behind you. You might also want to turn 
around occasionally because a lone guard 
is likely to sneak up from behind while you 
devote your full attention to the boss. When 
this guard appears and starts shooting, 
turn around and attack him, then turn your 
attention back to the boss. 


11. After you take out the boss, wander 
back to his hiding spot. Collect four Med 
Kits along the way. Then get a Cell Key and 
the GL 40 Grenade Launcher from the 
ground near where he fell. Don’t use the GL 
40 on regular foes—it’s too slow. You’ll 
want it later, however, when you fight 
Carver. 


12. Take a door leading away from here. 
You'll find a cellblock with two cells. 
Approach the cell with red laser bars 
guarding it and press ®. Wai Lin emerges. 
Bond talks to her, then she takes off. 
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13. Stand back and detonate the explosive 
barrels in the cell next to Wai Lin’s, then 
enter the cell and collect a golden 007. 


AApproach the cell with red laser bars guarding 
it and press ®. 


Then exit the cell and detonate three 
explosive barrels in the corner. You'll collect 
a pair of Light Armors and a Med Kit from 
behind those barrels. 


14. Exit the whole cell block area, using 
caution because new guards have 
appeared in the hallways. Return to the 
main hallway and take an exit door to the 
right. Then take another right and go 
through a door leading to your starting 
room (the one with the ladder). But again, 
take care, because a few new guards have 
appeared in here. 


15. Take the other door in the ladder room 
and proceed down the corridor, killing as 
you go. Follow the hallway straight to a 
door labeled MCON 22D. Go through this 
door and follow another stretch of hallway, 
killing more guards. 


4Go through this door and follow another 
stretch of hallway, killing more guards. 


16. Another door leads to a massive Missile 
area. This room consists of three levels, 
including a tall outer level with ramps 
leading down to a lower middle level, and 
more ramps leading down to the central 
and lowest level. A huge Missile hangs 
above it all. Run around the top, vaguely 
ring-shaped outer level, and kill several 
guards scattered around this area. Most 
of them will patrol below you, on the 
middle level. 


17. After you clear the room of guards, 
descend the ramp all the way to the 
bottom level, at the center of this area. 
Collect the numerous Med Kits and ammo 
clips scattered around on the bottom level, 
then locate the Missile Panel, a small 
computer console. Approach it and press 
®. Carver appears in a brief movie 
sequence, then you return to live action. 


18. Several guards have reappeared. Run up 
two ramps to the top level of this room, 
killing any guards who attack you along the 
way. Then locate a pair of glass doors 
leading to a control room. Go through one of 
the doors and clear out any guards in here. 


112128 


4Go through one of the glass doors leading to 
a control room. 


19. Go through another glass door to a 
smaller control room with a Missile Room 
Key on the floor. Dispose of a guard, take 
the key, and return to the large area with 
the Missile overhead. 


20. Find a small gray door to your left. 
Open the door and shoot an explosive tank 
beyond it. Then slowly make your way 
through an area filled with explosive crates, 
collecting any gear you find on the floor, 
and shooting crates from long range so 
that they can’t detonate when you stand 
near them. Slowly advance, mopping up 
any guards you find. 


21. At the end of the box-filled corridor, 
you'll find a small chamber where Carver is 
holed up. Carver can take a lot of 
punishment, but you carry a secret 
weapon: the GL 40 Grenade Launcher. This 
weapon deals massive damage and will 
take out Carver with just a few direct hits. 
You can use a line of boxes as cover. 
You'll find these boxes in front of the 
doorway leading to the small room 
containing Carver. If you want to play it 
safe, stand behind these boxes and wait 
for Carver to appear. Then fire a few GL 40 
rounds into him when he does. You can 
also go past the boxes and enter the 
doorway of the small room, but Carver 
moves fast and tends to run up and attack 
you while you try to lean around the corner. 
Regardless of where Carver appears, 
you'll find that you don’t have to run away 
too much. Bond collected so many Med 
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Kits in the large Missile area, and he 
probably has so many lives left, that he can 
withstand a severe beating. (Remember to 
use those Med Kits when you get hurt!) So 
when Carver stops to fire at you, you can 
afford to stand still and fire back with the 
GL 40, meanwhile using Med Kits to heal 
yourself. Land a few direct hits from the GL 
40, and you’ll lay Carver low. 

Note that you can defeat Carver with 
other weapons, but it takes a very long 
time. Stick to the GL 40. 


22. After you finish off Carver, you have 
only three minutes to deactivate the Missile 
and escape. First, walk around the small 
room where Carver hid and collect a 
Missile Panel Key from the floor. 


After you finish off Carver, you have only three 
minutes to deactivate the Missile and escape. 


23. Go back out into the big, multilevel 
Missile room. Walk down the ramps to the 
lowest level and go up to the Missile Panel. 
You used this panel before, in Step 17. Press 
® while standing near the panel to stop the 
Missile launch. 


APress e while standing near the panel to stop 
the Missile launch. 


24. Now return to the ladder room where you 
started this mission. Beware: New guards 
pack the hallways. Destroy them as you go. 
When you reach the door to the ladder room, 
it opens to reveal several guards and 
explosive barrels. Shoot the explosive barrels 
to clean out the guards, then go into the 
room and approach the ladder. Press @ while 
facing the ladder to climb it and escape from 
the ship. Congratulations! You’ve won it all! 
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THE TRICK SYSTEM 


The Trick system in Tony Hawk’s Pro 
Skating works on a combo and multiplier 
basis. You are awarded a score for each 
trick you pull off, some are set point values 
while others vary. For example, some grab 
tricks score more points the longer you 
hold them. A combo is scored like this: The 
score value for each trick is added together 
multiplied by the number of tricks 
performed. For each 360 spin you do in the 
combo, add one to the number of tricks 
performed. An example of the multiplier 
system is as follows, but without 
accounting for trick degradation: 


100 


= tho 


AA Kickflip performed 4... but add a 360 
on its own is worth degree rotation to it and 
100 points... you'll double your points. 


A Kickflip on its own is worth 100 
points, and a Stalefish is worth 315 points. 
To work out the point score for a combo of 
a Kickflip and a Stalefish it would be: 


(100 + 315) x 2* = 830 points 


*Number of tricks performed equals 2. 
Now if you were to add a spin into the 
equation. say a 360 Kickflip and a 
Stalefish, you would get: 


(100 + 315) x 3* = 1,245 points 


*Two tricks, and one 360 spin is a total of 3 
tricks performed. 


There are also other bonuses to earn, 
such as Transfer bonuses. Each level has 
certain areas that you can do tricks off of, 
then land on a different ramp or rail, for a 
Transfer bonus. Some are easier than 
others. For example, on the school level at 
the bottom of the steps near where you 
start, are two small wooden ramps facing 
each other. Combo off the first ramp and 
land on the other one for a Transfer bonus 
on top of your trick score. 


the t 


TONY HAWK'S 
PRO SHATER 


But don’t forget about trick 
degradation. Basically, the score you are 
awarded for a trick is reduced each time 
you do that trick, so the first time you do a 
Kickflip, it would be worth 100 points. The 
second time you did it though, it would 
only be worth 75 points, the third time 50 
points, and so on. So this leads to the 
second word: variety. 

It’s no good being really good at just 
one move, or learning one combo and just 
repeating it over and over again, as you 
won't score big points. The first time you 
pull a trick is when it’s worth the most, so 
have a two or three big scoring combos up 
your sleeve that you can crack out right 
away. You should be able to rack up at least 
10,000 points within 15 seconds of starting 
on a level. If you attempt a trick but don’t 
land it and get a face full of concrete, next 
time it will still be worth less points, even 
though you didn’t successfully complete it. 

Grind everything. No, everything. There 
isn’t anything that you can’t grind, or at 
least try to grind. This is where the huge 
points come in; combo off a jump, do a 
few tricks in mid-air, land on a rail and 
grind, jump, do a spin and a trick, carry on 
grinding, jump off the rail with another trick 
and suddenly you’ve got a score like a 
lottery win. So remember: big Combos, lots 
of variety and grind 
everything. This way 
you'll be racking up 
1 scores like a pro in 
| no time. 


AGrinds and combos are where the big 
points are. 


GENERAL TIPS 


Free Skate every level. If you spend a 
couple of hours just skating around, you 
often find great places to pull off huge 
combos, as well as secret areas. The more 
you know about a level, the less time you 
have to spend skating around looking for a 
nice place to try your favorite high-scoring 
combo when you have a time limit on the 
tape challenges. 

If you’re having trouble finding the 
secret tapes on one of the levels, look on 
e challenge screen for that level. The 
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little picture in the bottom right corner 
gives you an idea of where to look. 

Do spins as much as possible. Even 
when you Ollie or Fastplant, spin at least 
180. You should treat the jump and the spin 
buttons as one. 

When you jump, get into the habit of 
doing a Fastplant or an Ollie. This gives you 
more air, and of course more points. 

When grinding, use € and > to keep 
yourself balanced. The more tricks you do 
while in a grind however, the more difficult 
it becomes to balance. For example, if 
you’re grinding a rail, and you jump up and 
pull a Shove-it, when you come back down 
for the grind it will be harder to balance. 

In the Downtown and San Francisco 
levels, there are moving vehicles. Jump 
over, or on these for a 1,000 point 
Carplant bonus. 

Don't do tricks just because you can. 
Remember that each time you do them, 
the point values go down. Try and do grab 
tricks over a huge ramp, where you can 
hold it for as long as possible. 

Don't fall off. This is especially 
important when you have a time limit, as 
bailing costs valuable time to recover 
yourself and get back on the board. Also, 
any tricks you did before bailing will still 
decrease in value for next time. It’s better 
to get off a grind than bail. At least then 
you might get some points. If you bail, all 
the points are gone. 

If you find yourself hurtling through 
midair straight toward a wall, try pressing 
A repeatedly. If you’re lucky, you may just 
wall ride out of it and avoid bailing. 


TRICK LIST 


GRAB MOVES 

MOVE COMMANDS 
Method €4@ 
Madonna R40 
Japan Air 14,0 
Rocket Air a+@ 
Indy Nosebone 240 
Benihana 40 
Tail Grab +40 
Stalefish t440 
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Tony Hawk is one of the legends 
of skateboarding, being the first 
person to successfully land a 
900. Now you can follow in his 
footsteps with these handy hints. 
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<A 720-degree Nollie, 
Roche Air and heelflip 
adds up to 4002 points. 


FLIP MOVES 


An (S) denotes moves for Street skaters only, 
and (V) denotes moves for Vert skaters. 


MOVE COMMANDS 
Kickflip 4m 
Kickflip to Indy Kit 
Shove It T4m 
Finger Flip (V) 748 
Hardflip (S) A,m 
Heelflip 24m 
Front Foot Impossible (V) ui 
360 Flip (S) uy 
Impossible ++ 
Varial (V) “i 
Sex Change (S) “48 
GRIND MOVES 


Note that some of these moves depend on 
your positioning. For a Handplant, press * 
+ 4 as you reach the top of a ramp. For a 
nose grind, jump or Ollie onto a rail, then 
press ® + 4 before landing on the rail to 
perform a Nose Grind. 


MOVE COMMANDS 
Wall Ride 4 
50-50 Grind A 
Nose Grind TA 
Handplant TA 
Crooked Grind Aya 
5-0 Grind bya 
Smith Grind K444 
U MOVES 


These tricks should be used to begin 
combos with, and to get a little extra height 
or distance off a ramp. 


MOVE COMMANDS 
Ollie x 
Nollie TEX 
Fastplant  t4%X 
SHOULDER BUTTONS 

The 3) and the buttons spin your 


skater 180 degrees with each press, so 
there’s less chance of falling off. With the 
t3 and R3 buttons, the spin is variable 
meaning it’s easier to come crashing down 
on your head. 


MOVE COMMAND 
180 Spin Left (ta) 
Spin Left (£2) 
180 Spin Right RD 
Spin Right R2 
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SIGNATURE MOVES 


Signature moves can only be pulled off 
when the Special Bar is flashing yellow. 
They are high-scoring tricks, and usually 
need a lot of air and/or a lot of speed! 
Don't forget to practice in Free Skate 
mode—get to know the level, and find out 
the best places to really rack up the points. 


<Bob Burnquist’s 
Stylish signature move, 
the Backflip, earns big ` 
points. 


Bob Burnquist: Vertical 


Backflip t, 4+0 
One-footed Smith 3,944 
Kareem Campbell: Street 

Casper Slide t, b +4 
Front Flip +4,1 -+0 
Kickflip Underflip e, >+E 
Rune Glifberg: Vert 

Christ Air €¢,3+@ 
Front Back Kickflip *, +n 
Kickflip McTwist 3,340 


<Tony Hawk’s 

| signature move, the 
900. Worth a cool 
8,000 points, and 
that’s just the one 
trick combo! 


Tony Hawk: Vert 
900 3,4 +0 


540 Board Varial e, 6+ 
360 Flip to Mute 4,34m 
Kickflip McTwist 3,340 
Bucky Lasek: Vert 

Fingerflip Airwalk €,37+@ 
Kickflip McTwist +3,3 4+0 
Varial Heelflip Judo +,? +m 
Chad Muska: Vert 

360 Shove-it Rewind 3,94m 
Frontflip +4,1 -+0 
One-foot 5-0 Thumpin >, bia 
Andrew Reynolds: Street 

Backflip t,4 +0 
Heelflip to Bluntside vba 
Triple Kickflip e, +m 
Geoff Rowley: Street 

Backflip t,4 +0 
Darkside Grind e, 244 
Double Hardflip 3,4 +E 
Elissa Streamer: Street 

Backflip t,+4 +0 
Primo Grind t,e +A 
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Jamie Thomas: Street 


540 Flip e, 4+ 
Frontflip +, +0 
One-footed Nose Grind t, THA 


Officer Dick and Private Carrera are bonus 
characters, and have moves from both Street 
and Vert styles. 


Officer Dick: 

Assume the Position +0 
Neckbreak Grind e, 244 
Yee-haw Front Flip +, +0 
Private Carrera: 

Well hard flip >, ¢+858 
Somi Spin €¢,4+@ 
Ho Ho Ho €¢,T+ A 


SKATERS STATISTICS UP TO 10 


During the game, pause and hold ŒD. Then 
press m, A, t, 4 


SKATERS STATISTICS UP TO 13 


During the game, pause and hold 4). Then 
press X, M, m, A, t, 4 


SPECIAL BAR ALWAYS FULL 


During the game, pause and hold (4). Then 
press X, 4, @, +, 1, > 


7,500 pomt: 


é” egaino-~geypanct 


é” CU S-K-A-T-E 


P H DOENE AP Em 


é” 25000 pon 


Loan HT- 


AThe Tape Challenge screen. Check out the 
little picture for a clue to the location of the 
hidden tape. 


SLOW MOTION 

During the game, pause and hold ŒD. Then 
press E, ¢, t, m, €. If it works the screen 
will shake slightly. Repeat the process to 
return to normal speed. 


UNLOCK ALL LEVELS 

During the game, pause and hold ŒD. Then 
press A, >, t, E, A, &, 7, E, A. 

The screen will shake if it has worked. Go 
to the Level Sélect screen to access these 
levels—they will appear unavailable, but 
select them anyway! 


TONY HAWK'S 


PRO SKATER 2 


The sequel to last year's sleeper hit continues to surprise with awesome graphics and addictive gameplay. The basic 
tips and walkthrough section here help kick off your career as a professional skater. 


GAMEPLAY BASICS 


EUSSA STEAMER 


AStudy your skater’s stats before beginning 
a session. 


Pulling off difficult combos is at the heart 
of scoring big points and advancing to new 
areas, not to mention winning 
competitions. Each skater has different 
specialties and tricks, making the game 
experience unique with each skater. Some 
specialize in street skating while others are 
better at performing vertical moves on a 
half pipe. Before proceeding into a session, 
study your skater’s stats and identify his or 
her strengths and weaknesses—and 
exploit them during your session. 


Grinding 


ARail balance is a key element of grinding. 


Grinding or rail sliding is an easy way to 
rack up some points. You can grind any 
horizontal surface. Hand rails on staircases 
are obvious choices, but don't forget 
benches, planters, or anything else that 


looks possible. You accumulate points as 
long as you hold your grind. Therefore, 
grind surfaces that will give you a long ride. 
Balance your rider during the grind to avoid 
bailing. Use the directional pad to keep 
your skater upright. If you think you’re 
going to fall, jump off the surface 
immediately —you lose all your grinding 
points if you bail. If your skater has good 
balance, try grinding at a slow speed. This 
lengthens the grind time and gives you 
more points. However, slow speeds make it 
harder to balance so steady your rider. 

After you’re comfortable with grinding, 
throw in some combos to increase your 
score. On long surfaces, jump during a 
grind, then land with another grind move. 
Your grind score doubles and continues. If 
you jump again and land in a grind move, 
your score triples, and so on. If you’re ona 
high surface, jump at the end of your grind 
and do a 180 ollie on your way down. By 
using combos and ending with ollies, it’s 
possible to score 5,000 points or more 
with a single grind. In most cases, street 
skaters are the best grinders, but you can 
develop a vertical rider into a good grinder 
by investing some of your winnings into 
“rail balance.” 


Air Time 


AFlip tricks are a good way to increase 
your score. 


While grinding scores some quick points, 
the bulk of your score comes from complex 
aerial combos. Linking combinations of 
tricks while you’re in the air is easy— 


landing is the hard part. When your board 
leaves the ground, land within 180 degree 
increments to ensure a safe landing. You 
must point your wheels in the same 
direction as your forward movement, or 
you'll bail. A less than perfect landing will 
be declared “sloppy” and deducts from 
your score. 

Spinning is the basis of all aerial 
combos—the more rotations you achieve, 
the more points you earn. At first, spinning 
is disorienting, but eventually you get used 
to it. Learning how to spin is less important 
than learning when to stop—recognize 
when you can't achieve that extra 180 
rotation. Make most of your rotations on 
the way up. When gravity pulls your skater 
down, you don’t have much time to 
complete a full 180. If you're in the middle 
of a spin, complete it and orient your board 
for landing. Throw in a nose grab or a flip 
trick on your way down to tack on a few 
extra points. 


HANGER WALKTHROUGH 


AJumping the half pipe is a great way to score 
some big points. 


The first area is a Hanger full of obstacles 
that delight skaters of any style. Even if you 
win enough money to proceed to the next 
area, you still want to complete all the 
goals. Not only can you win more money, 
but you can practice various techniques 
that are useful in other areas and 
competitions. 


CONTINUED > 
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The Hanger has three areas. You start 
in the area with the half pipe and the 
damaged aircraft. On the left (from the 
starting point) is the helicopter hanger, and 
on the right is a hidden wind tunnel. 
Access the helicopter hanger by smashing 
through the glass dividing the two areas. 
The wind tunnel is a bit more difficult— 
grind the propeller hanging on the far side 
of the half pipe to get there. 


Barrel Hunt 


ASpeed is the key to completing this goal. 


This is the easiest goal. Plow through the 
five stacks of barrels. Three are in the main 
Hanger and the other two are in the 
helicopter hanger. You earn $150 for 
completing this goal. 


Nosegrind over the Pipe 

This trick takes a lot of speed, so do it at 
the beginning of the session, using the 
starting ramp’s momentum. Above the half 
pipe are several thin metal arches—grind 
these rails to complete the task. Use the 
lines in the floor to line your skater up, and 
start grinding at the top of the ramp. If you 
have enough speed, balancing won't be a 
problem. Hold the grind until the $150 goal 
is recorded. 


Hit Three Hangtime Gaps 

This $150 goal is easy, but you need 
speed to cross a couple of the gaps. 
Use your initial speed to cover the first 
gap over the half pipe. Next head over to 
the damaged plane and use one of the 
side ramps to clear the second gap. 
Proceed to the helicopter area and use 
one of the ramps to jump over the chopper. 
This one requires good speed, so use 
the quarter pipe walls to build speed 
and increase your “special” meter. 


Collect S-K-A-T-E 

Grab all the various letters scattered 
around this level for $150. They hardest is 
the “E,” high above the quarter pipe at the 
far end of the helicopter hanger. You need a 
lot of speed, so build up your “special” 
meter before trying to grab this one. 


Collect Five Pilot Wings 

Find and collect the five pilot wings 
floating around this level for $250. Four 
are easy. For the final set of wings, high 
above the starting ramp as you enter the 
main hanger, grind the rail near the pilot 
wing. Build up some speed and use the 
quarter pipe on the hanger wall to reach 
the rail. At the apex of your jump, press 
the grind button and slide across the rail 
to grab the wings. 


Find the Secret Tape 


AGrind the helicopter’s rotor to open the 
secret outdoor area. 


This is hard to figure out but easy to 
complete. Grind one of the helicopter’s 
rotor blades and the chopper takes off, 
opening a door leading outside. There is a 
wooden quarter ramp with the secret tape 
floating above. Grab it for $150. 


High Scores, Bonuses, and Cash 
Achieve high score bonuses of 10,000, 
25,000, 75,000 to win $100, $200, and 
$500 respectively. There are also six 
$50 and two $100 bills floating around 
this level. If you collect all the cash and 
complete all the goals you’ll get a 
$200 bonus. 
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Inf Creation Pts 

Inf Creation Pts 

Inf Creation Pts 

Inf Creation Pts 

Hangar Complete: TH 
School Complete: TH 
Marseille Gold: TH 

NY City Complete: TH 
Venice Beach Complete: TH 
Skatestreet Gold: TH 
Philadelphia Complete: TH 
Bull Ring Gold: TH 

Hangar Complete: BB 
School Complete: BB 
Marseille Gold: BB 

NY City Complete: BB 
Venice Beach Complete: BB 
Skatestreet Gold: BB 
Philadelphia Complete: BB 
Bull Ring Gold: BB 

Hangar Complete: SC 
School Complete: SC 
Marseille Gold: SC 

NY City Complete: SC 
Venice Beach Complete: SC 
Skatestreet Gold: SC 
Philadelphia Complete: SC 
Bull Ring Gold: SC 

Hangar Complete: KC 
School Complete: KC 
Marseille Gold: KC 

NY City Complete: KC 
Venice Beach Complete: KC 
Skatestreet Gold: KC 
Philadelphia Complete: KC 
Bull Ring Gold: KC 

Hangar Complete: RG 
School Complete: RG 
Marseille Gold: RG 

NY City Complete: RG 
Venice Beach Complete: RG 
Skatestreet Gold: RG 
Philadelphia Complete: RG 
Bull Ring Gold: RG 

Hangar Complete: EK 
School Complete: EK 
Marseille Gold: EK 

NY City Complete: EK 
Venice Beach Complete: EK 
Skatestreet Gold: EK 
Philadelphia Complete: EK 
Bull Ring Gold: EK 

Hangar Complete: BL 
School Complete: BL 
Marseille Gold: BL 

NY City Complete: BL 
Venice Beach Complete: BL 
Skatestreet Gold: BL 
Philadelphia Complete: BL 
Bull Ring Gold: BL 

Hangar Complete: RM 
School Complete: RM 
Marseille Gold: RM 

NY City Complete: RM 


300BBE650005 
300BBEES0005 
300BBF650005 
300BBFE50005 
800BA79803FF 
800BA79A03FF 
800BA79CFFFF 
800BA79E03FF 
800BA7A003FF 
800BA7A2FFFF 
800BA7A403FF 
800BA7A6FFFF 
800BA87C03FF 
800BA87E03FF 
800BA88OFFFF 
800BA88203FF 
800BA88403FF 
SOOBAS86FFFF 
800BA88803FF 
SO0BASSAFFFF 
800BA96003FF 
800BA96203FF 
800BA964FFFF 
800BA96603FF 
800BA96803FF 
800BA96AFFFF 
800BA96C03FF 
SOOBA96EFFFF 
800BAA4403FF 
S800BAA4603FF 
SO0BAA48SFFFF 
800BAA4A03FF 
800BAA4CO3FF 
SOOBAA4EFFFF 
800BAA5003FF 
SOOBAAS2FFFF 
800BAB2803FF 
S800BAB2A03FF 
800BAB2CFFFF 
S800BAB2E03FF 
S800BAB3003FF 
SOOBAB32FFFF 
S800BAB3403FF 
800BAB36FFFF 
S8O00BACOCO3FF 
SOOBACOEO3FF 
800BAC10FFFF 
800BAC1203FF 
800BAC1403FF 
800BAC16FFFF 
800BAC1803FF 
800BAC1AFFFF 
SOOBACFOO3FF 
SOOBACF203FF 
SOOBACF4FFFF 
S0OBACFG603FF 
SO00BACF803FF 
800BACFAFFFF 
SOOBACFCO3FF 
SOOBACFEFFFF 
SOOBADD403FF 
S800BADDG03FF 
800BADD8FFFF 
800BADDA03FF 


Venice Beach Complete: RM 
Skatestreet Gold: RM 
Philadelphia Complete: RM 
Bull Ring Gold: RM 

Hangar Complete: CM 
School Complete: CM 
Marseille Gold: CM 

NY City Complete: CM 
Venice Beach Complete: CM 
Skatestreet Gold: CM 
Philadelphia Complete: CM 
Bull Ring Gold: CM 

Hangar Complete: AR 
School Complete: AR 
Marseille Gold: AR 

NY City Complete: AR 
Venice Beach Complete: AR 
Skatestreet Gold: AR 
Philadelphia Complete: AR 
Bull Ring Gold: AR 

Hangar Complete: GR 
School Complete: GR 
Marseille Gold: GR 

NY City Complete: GR 
Venice Beach Complete: GR 
Skatestreet Gold: GR 
Philadelphia Complete: GR 
Bull Ring Gold: GR 

Hangar Complete: ES 
School Complete: ES 
Marseille Gold: ES 

NY City Complete: ES 
Venice Beach Complete: ES 
Skatestreet Gold: ES 
Philadelphia Complete: ES 
Bull Ring Gold: ES 

Hangar Complete: JT 
School Complete: JT 
Marseille Gold: JT 

NY City Complete: JT 
Venice Beach Complete: JT 
Skatestreet Gold: JT 
Philadelphia Complete: JT 
Bull Ring Gold: JT 

Hangar Complete: Created 1 
School Complete: Created 1 
Marseille Gold: Created 1 
NY City Complete: Created 1 


Venice Beach Complete: Created 1 


Skatestreet Gold: Created 1 


Philadelphia Complete: Created 1 


Bull Ring Gold: Created 1 
Hangar Complete: Created 2 
School Complete: Created 2 
Marseille Gold: Created 2 
NY City Complete: Created 2 


SO00BADDCO3FF 
SOOBADDEFFFF 
800BADE003FF 
800BADE2FFFF 
800BAEB803FF 
800BAEBA03FF 
SOOBAEBCFFFF 
SOOBAEBEO3FF 
800BAECOO3FF 
S800BAEC2FFFF 
800BAEC403FF 
SOOBAECGFFFF 
800BAF9C03FF 
800BAF9E03FF 
SOOBAFAOFFFF 
800BAFA203FF 
800BAFA403FF 
800BAFAGFFFF 
SO00BAFAS03FF 
SOOBAFAAFFFF 
800BB08003FF 
800BB08203FF 
800BB084FFFF 
800BB08603FF 
800BB08803FF 
S800BBO8AFFFF 
800BB08C03FF 
SOOBBOSEFFFF 
800BB16403FF 
800BB16603FF 
800BB168FFFF 
800BB16A03FF 
800BB16CO3FF 
800BB16EFFFF 
800BB17003FF 
800BB172FFFF 
800BB24803FF 
800BB24A03FF 
800BB24CFFFF 
800BB24E03FF 
800BB25003FF 
800BB252FFFF 
800BB25403FF 
S800BB256FFFF 
800BB32CO3FF 
800BB32E03FF 
800BB330FFFF 
800BB33203FF 
800BB33403FF 
800BB336FFFF 
800BB33803FF 
800BB33AFFFF 
800BB41003FF 
800BB41203FF 
800BB414FFFF 
800BB41603FF 


Venice Beach Complete: Created 2 800BB41803FF 


Skatestreet Gold: Created 2 


800BB41AFFFF 


Philadelphia Complete: Created 2 800BB41CO3FF 


Bull Ring Gold: Created 2 
Hangar Complete: Created 3 
School Complete: Created 3 
Marseille Gold: Created 3 
NY City Complete: Created 3 


S800BB41EFFFF 
S00BB4F403FF 
800BB4F603FF 
S00BB4FSFFFF 
800BB4FA03FF 


Venice Beach Complete: Created 3 800BB4FCO3FF 


Skatestreet Gold: Created 3 


Philadelphia Complete: Created 3 


Bull Ring Gold: Created 3 
Hangar Complete: Created 4 
School Complete: Created 4 
Marseille Gold: Created 4 
NY City Complete: Created 4 


Venice Beach Complete: Created 4 


Skatestreet Gold: Created 4 


Philadelphia Complete: Created 4 


Bull Ring Gold: Created 4 
Infinite Time 

All Complete: TH 

All Complete: TH 

All Complete: BB 

All Complete: BB 

All Complete: SC 

All Complete: SC 

All Complete: KC 

All Complete: KC 

All Complete: RG 

All Complete: RG 

All Complete: EK 

All Complete: EK 

All Complete: BL 

All Complete: BL 

All Complete: RM 

All Complete: RM 

All Complete: CM 

All Complete: CM 

All Complete: AR 

All Complete: AR 

All Complete: GR 

All Complete: GR 

All Complete: ES 

All Complete: ES 

All Complete: JT 

All Complete: JT 

All Complete: Created 1 
All Complete: Created 1 
All Complete: Created 2 
All Complete: Created 2 
All Complete: Created 3 
All Complete: Created 3 
All Complete: Created 4 
All Complete: Created 4 
Full Special Meter 
McSqgeeb Cheat 
Spider-Man Cheat 
Officer Dick Cheat 

Skip to Restart Cheat 
Kid Mode Cheat 
Perfect Balance Cheat 
Always Special Cheat 
Stud Cheat 

Weight Cheat 

Wire Frame Cheat 
Slo-Nic Cheat 

Big Head Cheat 

Sim Mode Cheat 
Smooth Cheat 

Moon Physics Cheat 
Disco Mode Cheat 


800BB4FEFFFF 
800BB50003FF 
800BB502FFFF 
800BB5D803FF 
S800BB5DA03FF 
SOOBBSDCFFFF 
800BB5DE03FF 
800BB5E003FF 
800BB5E2FFFF 
800BB5E403FF 
SOOBBSEGFFFF 
800065620000 
500008020000 
S00BA798FFFF 
500008020000 
SOOBAS7CFFFF 
500008020000 
SOOBASGOFFFF 
500008020000 
S00BAA44FFFF 
500008020000 
S800BAB28FFFF 
500008020000 
800BACOCFFFF 
500008020000 
800BACFOFFFF 
500008020000 
800BADD4FFFF 
500008020000 
800BAEB8FFFF 
500008020000 
8B00BAFICFFFF 
500008020000 
800BB080FFFF 
500008020000 
800BB164FFFF 
500008020000 
800BB248FFFF 
500008020000 
800BB32CFFFF 
500008020000 
800BB410FFFF 
500008020000 
800BB4F4FFFF 
500008020000 
800BB5D8FFFF 
800BBD4A0001 
800BBD300001 
800BBD340001 
800BBD380001 
800BBD3C0001 
800BBD400001 
800BBD440001 
800BBD480001 
S00BBD4C0001 
800BBD500001 
800880540001 
800BBD580001 
800BBD5C0001 
800BBD600001 
800BBD640001 
800BBD680001 
S00BBD6C0001 
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Level Flip Cheat 
Max Cash: TH 
Max Cash: TH 
Max Cash: TH 
Max Cash: TH 
Max Cash: BB 
Max Cash: BB 
Max Cash: BB 
Max Cash: BB 
Max Cash: SC 
Max Cash: SC 
Max Cash: SC 
Max Cash: SC 
Max Cash: KC 
Max Cash: KC 
Max Cash: KC 
Max Cash: KC 
Max Cash: RG 
Max Cash: RG 
Max Cash: RG 
Max Cash: RG 
Max Cash: EK 
Max Cash: EK 
Max Cash: EK 
Max Cash: EK 
Max Cash: BL 
Max Cash: BL 
Max Cash: BL 
Max Cash: BL 
Max Cash: RM 
Max Cash: RM 
Max Cash: RM 
Max Cash: RM 
Max Cash: CM 
Max Cash: CM 
Max Cash: CM 
Max Cash: CM 
Max Cash: AR 
Max Cash: AR 
Max Cash: AR 
Max Cash: AR 
Max Cash: GR 
Max Cash: GR 
Max Cash: GR 
Max Cash: GR 
Max Cash: ES 
Max Cash: ES 
Max Cash: ES 
Max Cash: ES 
Max Cash: JT 
Max Cash: JT 
Max Cash: JT 
Max Cash: JT 


800BBD700001 
800BA79049F0 
800BA7920002 
800BA79449F0 
800BA7960002 
800BA87449F0 
800BA8760002 
800BA87849F0 
800BA87A0002 
S800BA95849F0 
800BA95A0002 
800BA95C49F0 
800BA95E0002 
SO00BAA3C49F0 
S800BAA3E0002 
800BAA4049F0 
800BAA420002 
800BAB2049F0 
800BAB220002 
800BAB2449F0 
800BAB260002 
800BAC0449F0 
800BAC060002 
S800BACO849F0 
800BACOA0002 
800BACE849F0 
800BACEA0002 
SOOBACEC49F0 
800BACEE0002 
800BADCC49F0 
800BADCE0002 
800BADD049F0 
800BADD20002 
800BAEB049F0 
800BAEB20002 
800BAEB449F0 
800BAEB60002 
800BAF9449F0 
800BAF960002 
800BAF9849F0 
800BAF9A0002 
800BB07849F0 
800BB07A0002 
800BB07C49F0 
800BB07E0002 
800BB15C49F0 
800BB15E0002 
800BB16049F0 
800BB1620002 
800BB24049F0 
800BB2420002 
800BB24449F0 
800BB2460002 


Max Cash: Created 1 
Max Cash: Created 1 
Max Cash: Created 1 
Max Cash: Created 1 
Max Cash: Created 2 
Max Cash: Created 2 
Max Cash: Created 2 
Max Cash: Created 2 
Max Cash: Created 3 
Max Cash: Created 3 
Max Cash: Created 3 
Max Cash: Created 3 
Max Cash: Created 4 
Max Cash: Created 4 
Max Cash: Created 4 
Max Cash: Created 4 
Enable Private Carrera 
All Gaps: Hangar 

All Gaps: Hangar 

All Gaps: School Il 

All Gaps: School Il 

All Gaps: School Il 

All Gaps: Marseille 

All Gaps: Marseille 

All Gaps: Marseille 

All Gaps: NY City 

All Gaps: NY City 

All Gaps: NY City 

All Gaps: Venice Beach 
All Gaps: Venice Beach 
All Gaps: Venice Beach 
All Gaps: Skatestreet 
All Gaps: Skatestreet 
All Gaps: Skatestreet 
All Gaps: Philadelphia 
All Gaps: Philadelphia 
All Gaps: Philadelphia 
All Gaps: Bullring 

All Gaps: Buliring 
Perfect Balance 
Always 1st/Gold Mdi in Comp 
Always 1st/Gold Mdi in Comp 
Always 1st/Gold Mdi in Comp 
Always 1st/Gold Mdi in Comp 
Have TH Movie 

Have TH Movie 

Have TH Movie 

Have BB Movie 

Have BB Movie 

Have BB Movie 

Have SC Movie 

Have SC Movie 

Have SC Movie 


LEE oe 


800BB32449F0 
800BB3260002 
800BB32849F0 
800BB32A0002 
800BB40849F0 
800BB40A0002 
800BB40C49F0 
S800BB40E0002 
800BB4EC49F0 
800BB4EE0002 
800BB4F049F0 
800BB4F20002 
S800BB5D049F0 
800BB5D20002 
S800BB5D449F0 
800885060002 
800881580001 
800BBC1CFFFF 
800BBC1EFFFF 
SOOBBC28FFFF 
800BBC2AFFFF 
800BBC2CFFFF 
800BBC34FFFF 
SOOBBC36FFFF 
SOOBBC38FFFF 
S800BBC40FFFF 
800BBC42FFFF 
800BBC44FFFF 
800BBC4CFFFF 
800BBC4EFFFF 
800BBC50FFFF 
800BBC58FFFF 
800BBC5AFFFF 
800BBC5CFFFF 
SO0BBC64FFFF 
800BBC66FFFF 
SOOBBC6SFFFF 
800BBC70FFFF 
800BBC72FFFF 
800BBD460001 
500003020000 
800€226603E8 
500005020000 
8000236003E8 
800BA79C8400 
800BA7A28400 
800BA7A68400 
800BA8808400 
800BA8868400 
800BA88A8400 
800BA9648400 
800BA96A8400 
S800BA96E8400 
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Have KC Movie 

Have KC Movie 

Have KC Movie 

Have RG Movie 

Have RG Movie 

Have RG Movie 

Have EK Movie 

Have EK Movie 

Have EK Movie 

Have BL Movie 

Have BL Movie 

Have BL Movie 

Have RM Movie 

Have RM Movie 

Have RM Movie 

Have CM Movie 

Have CM Movie 

Have CM Movie 

Have AR Movie 

Have AR Movie 

Have AR Movie 

Have GR Movie 

Have GR Movie 

Have GR Movie 

Have ES Movie 

Have ES Movie 

Have ES Movie 

Have JT Movie 

Have JT Movie 

Have JT Movie 

Have Custom Movie 
Have Custom Movie 
Have Custom Movie 
Max Cash: 0D 

Max Cash: 0D 

Max Cash: 0D 

Max Cash: 0D 

All Levels Complete: 0D 
All Levels Complete: 0D 
Max Cash: PC 

Max Cash: PC 

Max Cash: PC 

Max Cash: PC 

All Levels Complete: PC 
All Levels Complete: PC 
Max Cash: Spider-Man 
Max Cash: Spider-Man 
Max Cash: Spider-Man 
Max Cash: Spider-Man 


All Levels Complete: Spider-Man 
All Levels Complete: Spider-Man 


800BAA488400 
800BAA4E8400 
800BAA528400 
800BAB2C8400 
800BAB328400 
800BAB368400 
800BAC108400 
800BAC168400 
800BAC1A8400 
800BACF48400 
800BACFA8400 
800BACFE8400 
800BADD88400 
800BADDE8400 
800BADE28400 
800BAEBC8400 
800BAEC28400 
800BAEC68400 
800BAFA08400 
800BAFA68400 
800BAFAA8400 
800BB0848400 
800BB08A8400 
800BBO8E8400 
800BB1688400 
800BB16E8400 
800BB1728400 
800BB24C8400 
800BB2528400 
800882568400 
800883308400 
800BB3368400 
800BB33A8400 
800BB6B449F0 
800BB6B60002 
800BB6B849F0 
800BB6BA0002 
500008020000 
SOOBBGBCFFFF 
800BB79849F0 
800BB79A0002 
800BB79C49F0 
800BB79E0002 
500008020000 
800BB7A0FFFF 
800BB87C49F0 
800BB87E0002 
S00BB88049F0 
800BB8820002 
500008020000 
800BB884FFFF 


TOY STORY 2 


COLLECTING PIZZA 


PLANET TOKENS 


There are 15 levels in Toy Story 2, and each 
level (except the five Boss levels) has a 
total of five Pizza Planet tokens for you to 
collect—making a total of 50. Only by 
collecting tokens can you progress to the 
next levels. But in some cases, you can’t 
collect all the tokens on a level without first 
attempting a later level and collecting a 
power-up necessary for completing that 
level. An example is the Levitation Boots or 
the Grappling Hook. You need to have 
collected 40 tokens to access the final 
level: Prospector Showdown. 

On each of the non-Boss levels, you 
can collect five Pizza Planet tokens for 
completing various tasks. These tasks take 
the form of five challenges, which are the 
same for each level. 


Collecting Coins: Collect 50 coins in total, 
then find Hamm the Piggy Bank. He gives 
you a Pizza Planet token in return for your 
efforts. You can collect coins around the 
level, and also when you kill enemies (but 
they only leave a coin the first time you 
destroy them). 


Can’t find Hamm? Ask Rex (see top-right Tip), 
or listen out for him calling to Buzz when 
you’re near his location. 


Timed Race: On every level, there’s a race 
or obstacle course (like the garage 
sequence in the first level) that you have to 
win or complete within the time limit. 
Winning the race or completing the timed 
task rewards you with a Pizza Planet token. 


Puzzle: There’s a puzzle on every level that 
you must solve in order to collect the Pizza 
Planet token. The puzzle takes on various 
forms, sometimes involving Buzz pressing 
buttons or moving objects. 


POWER-UP DESCRIPTIONS 


Collectibles: Each level has a character 
that has lost five items, for example Bo 
Peep has lost five sheep on the first level. 
Finding the five missing items and 
returning them to their owner results in you 
receiving a Pizza Planet token. 


On each of the non-Boss levels, Rex the 


Dinosaur is hanging around somewhere. If 
you talk to him repeatedly, he tells you about 
the five challenges for that level and where 
to find them. 


Mini-Boss: Each level has a mini-Boss 
unique to that level whom you must to 
defeat to collect the Pizza Planet token. 
Although mini-Bosses are not as difficult to 
defeat as the main Bosses, some of them 
do require special techniques to defeat. 


Cosmic Shield: This green glowing shield 
lasts for a limited time and envelops Buzz 
to protect him from dangers such as the 
green toxic slime and laser beams. 


APick up extra discs once you've got the 
Disc Launcher. 


Just in case you’re confused as to where you obtain the power-up items, here’s a list of where you 
first collect them. All of the items come from Mr. Potato Head, so before you get any of them, you 
have to locate whatever body part Mr. Potato Head has lost and return it to him. He’ll then give 


you the power-up. 
POWER-UP ITEM LOCATION 


Cosmic Shield 
Disc Launcher 
Turbo Boots 
Grappling Hook 
Levitation Boots 


Level 1: Andy’s House 
Level 4: Construction Yard 
Level 7: Al’s Toy Barn 

Level 10: Elevator Hop 
Level 13: Airport Infiltration 


ee 
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Disc Launcher: An alternative to Buzz’s 
laser, this weapon fires off discs. Some 
levels require you to hit targets with these 
rather than the laser bolts. Once you’ve 
obtained the Disc Launcher, you can 
collect discs from other levels—you can 
hold up to 30 at a time. 


c AWOLS AOL 


AThe Turbo Boots help you jump farther, but 
not higher. 


Turbo Boots: These boots give you a 
limited burst of speed, which is halted if 
you hit an enemy, or a hazard such as toxic 
slime. Because Buzz scoots off at such a 
speed, you should know where you’re 
trying to get to before you pick up the 
turbo boots, otherwise you'll just be 
whizzing around the floor with no direction. 


A Once you've connected the Grappling Hook, 
it pulls you up automatically. 

Grappling Hook: Once you've collected 
the Grappling Hook, keep an eye out for 
the special symbols that indicate when to 
use it. Simply aim with the (t1) button and 
fire as normal to haul yourself up in the air. 
You can collect and hold Grappling Hooks 
that are lying around, but you can’t take 
them from level to level, so don’t bother 
hoarding them. 
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Levitation Boots: These boots enable you 
to access areas that are otherwise 
unreachable. They last for a limited amount 
of time, but when they’re activated, holding 
down the jump button (X) makes Buzz 
hover higher; letting go of the jump button 
lowers Buzz down again. 


Level 3 Bombs Away 
Slime Time 

Toy Barn Encounter 
Evil Emperor Zurg 


Prospector Showdown 


Level 6 
Level 9 
Level 12 
Level 15 


BOSS 1: BOMBS AWAY 


You stand in a small fenced-off area while 
the Boss, a manic, machine-gun-firing 
biplane, flies around and tries to shoot you. 
The best tactic is to stand in the middle 
and let the plane come to you. Use your 
targeting buttons (ŒI) and RD) to lock on, 
then fire. Charge up super-fire while the 
plane is turning around. You shouldn't get 
hit too much, but if you do, use the 
batteries around the edge of the fence to 
replenish Buzz’s health. 


BOSS 2: SLIME TIME 


Although it’s only the second of five, this is 
one of the hardest Bosses to defeat. It’s a 

slimy green entity who appears from inside 
a trash can. It jumps toward you, and fires 
off slime which you can deflect with a well 

timed spin attack. Keep using Buzz’s laser, 
but don’t worry too much about using the 

target lock; the Boss is big enough to hit 


from a distance. In fact, the more you injure 
the Boss, the larger it grows. After a short 
time, a laser power-up appears somewhere 
in the alleyway. Pick it up and make good 
use of it! 


BOSS 3: TOY BARN ENCOUNTER 


This third boss is similar to a bigger version 
of the flying enemies you’ve already 
encountered. The main difference is the six 
yellow pods around the base of the Boss. 
Once you start firing at it, one of these 
pods disconnects and releases a normal- 
sized enemy. This happens six times, and 
only when you’ve dealt with all six pods 
can you destroy the main Boss. The pods 
contain enemies you’ve seen on previous 
levels, so you'll know how to take care of 
them. If you are getting in trouble, simply 
pop over to the batteries in the craters to 
top up Buzz’s energy. 


AKeep your distance from this Boss, and take 
out the little enemies first. 


AThe Slime Boss jumps toward you—keep running away, then turn and fire. 
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BOSS 4: EVIL EMPEROR ZURG 
Buzz’s evil arch nemesis, Emperor Zurg, is 
the Boss for this level—but he’s not as evil 
as he makes out. He fires green balls from 
his gun that home in on you, but you can 
deflect them by spinning. Zurg’s balls are 
fairly easy to avoid; just make sure you 
don’t fall off the side of the lift you’re on 
because it costs you a life, regardless of 
energy. 

The Emperor seems to be able to 
deflect your laser, so to damage him, do 
the following: Wait until he’s at a low level, 
run up to him and use your spin attack, 
then retreat out of range of the green balls. 
Keep doing this until he’s run out of energy 
to emerge victorious. 


BOSS 5: PROSPECTOR SHOWDOWN 


There are three Bosses to defeat at 
Prospector Showdown! Prospector Pete 
has a pickaxe that sends a bolt of energy 
across the floor when he hammers it 
down—avoid this by jumping. There’s also 
a cowboy who fires two pistols, and 
another Boss guy who sends out a green 
shockwave along the floor. 

Make sure you have plenty of lives 
before attempting to confront these three, 
as it’s a difficult final level. Concentrate on 
taking out the cowboy first, since you can 
avoid the other Bosses’ attacks by 
jumping. Use the spin attack for more 
damage, then when the cowboy is dead, 
take on the other toy, leaving the 
Prospector for last. This final battle takes 
place in an aeroplane hold, so the floor 
slopes from side to side, making it difficult 
to get your bearings—keep moving to 
avoid getting stuck in a corner. 


ce 
o 


AYou must deal with three Bosses on the 
final level! 


RACING TIPS 


Before you start racing, there are a few 
things you should know about driving in 
Toy Story Racer. 


The cart physics are different for each 
character. Experiment with all of them to 
find the one that best suits your style 

of driving. 

The camera lags when making turns. This 
may be different from what you’ve come 
to expect from other racing games. 
Bumping into walls is a good thing! If 
you need to make a sharp turn, turn 
slightly, then collide with the wall. If 
you’re turned right, you'll bounce off the 
wall and head in the direction you turned 
toward. You’ll lose a little speed, but it’s 
faster than making a bad turn instead. 
Use your weapons wisely! They can turn 
the tide of a race, especially during 

the final lap and the approach to the 
finish line. 

Go for the turbo boost at the start of a 
race. To do so, wait for the yellow 
monkey to light up before pressing the 
accelerator button. 

Find a reliable path through each course 
and stick with it. You’ll have a much 
easier time finding shortcuts after you 
can navigate your way to the finish line 
on a regular basis. 

Pay attention to what the CPU-controlled 
cars do. Although they don’t always 
make the best decisions, you will learn a 
new trick or two. 

If you collect a power-up that attaches to 
the rear of your cart, save it instead of 
using it right away. If someone uses a 
weapon on you while you have an item 
on the back of your cart, the item acts 
as a shield to protect you. Although 
you'll lose the opportunity to use that 
weapon, you won't suffer the effects of 
being hit. It’s a worthwhile trade-off in 
the right situation. 

Even if you have a power-up in tow, run 
into the prize boxes scattered along the 
course. If an opponent is driving close 
behind you, you can take out the boxes 
and ruin his or her chances of finding a 
weapon to use against you. If you can’t 
run over the prize boxes, you also can 
use weapons to destroy them. 

If you collect a power-up that can’t help 
you in your current situation, get rid of it 
and collect another. It’s never useful to 
carry around power-ups that don’t 


TOY STORY 
RAGER 


provide you with an advantage. For 
example, if you’re in last place with no 
other cars in sight and you collect an 8- 
Ball, dump it and collect a more useful 
power-up, like a speed-boosting Battery. 
If you get lost, pay attention to the Etch- 
A-Sketch. The arrow points you in the 


direction in which you need to turn to get 


back on course. This is the only way 
the game will allow you to complete 
the course. 

If you bump into another car or wall 
while on an incline, you may lose too 
much speed and slide downhill. To stop 
your slide, let go of the accelerator 


button, then press and hold it again. This 


allows you to regain your traction and 
properly apply power to the wheels. 


What fun would a cart racing game be 
without weapons? If you said “it would still 
be fun,” you are a sad, strange little man 
indeed.... 


8-BALL 


The 8-Ball is difficult to use effectively. It 


stays attached to the front of your cart until 


you activate it, at which point it slowly rolls 
straight ahead of your cart. It stops rolling 
after a few seconds, so it’s only effective 

against other carts located right in front of 


you. Toss it and go after a different weapon. 


BATTERY 


The Battery is good for one thing and one 
thing only—speed! The Battery hangs off 

the back of your cart, so use it as a shield. 
However, you can avoid whatever hazards 


may come your way with a speed boost, so 


use it to help you get ahead of the 
competition or avoid an incoming hazard. 
Batteries also appear in most courses as 
instant power-ups, so run over them to get 
a quick speed boost. 


BOUNCING BALL 


The Bouncing Ball is similar to the 8-Ball, 
except that the Bouncing Ball rests on the 
back of your cart and bounces backward 
when activated. This weapon is effective 
against enemies located behind you—so if 
you feel some pressure on your tail, use it. 
Because the Bouncing Ball rests on the 
back of your cart, it also acts as a shield. 
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ELECTRIC CHARGE 


The Electric Charge is a short- to mid- 
distance weapon that disables a single 
opponent for a few seconds. To use it, wait 
until another cart comes within range. 
When it does, the face icon of that cart’s 
driver appears on the tip of your antenna. 
Activating the weapon while the face icon 
is displayed causes an Electric Charge to 
shoot toward the drivers’ carts, disabling 
them for a few seconds. If the face icon 
doesn’t appear on your antenna when you 
use this weapon, no one is affected. 


ROCKET 


The Rocket is a high-speed projectile that 
you shoot from the front of your cart. 
Because the Rocket travels in a straight 
line, it is difficult to hit opposing carts. Even 
if a cart is directly in front of you, you may 
still miss if the driver can get out of the way 
quickly enough. Predict where another cart 
will be, then fire the Rocket toward that 
predicted location to score a hit. 


SHEEP 


The Sheep power-up rests on the back of 
your cart, allowing you to use it as a shield 
or weapon. When activated, the Sheep 
power-up drops a set of Bo-Peep’s Sheep 
on the track, where they remain until 
someone drives into them. Drop them in 
narrow passageways where other carts 
must travel because someone will have to 
run into them to clear the roadway. This 
weapon is also used effectively against 
carts located directly behind you. 


SPACESHIP 


The Spaceship rests on the front of your 
cart, and follows an unpredictable 
trajectory when activated. It travels as fast 
as the Rocket, but because it doesn’t 
always move in a straight line, it’s more 
difficult for nearby carts to avoid. Because 
the Spaceship rests on the front of your 
cart, you can’t use it as a shield, so the 
only reason to keep it is if you think 
another cart will pass you. If that happens 
and you have the Spaceship in reserve, 
blow away the cart. 


SPINNING TOP 


The Spinning Top is different from every 
other weapon in the game. Instead of 
attaching to the front or back of your cart, 
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the Spinning Top attaches to the side of 
your cart. It acts as a shield, but you must 
turn your cart to the side so that the 
oncoming projectile strikes the Spinning 
Top instead of your cart. When activated, 
the Spinning Top drifts to the side, into the 
path of any carts that approach you from 
behind and to either side. It also bounces 
off walls, so use it in enclosed spaces and 
watch havoc ensue! 


Toy Story Racer features more than 30 
unique challenges. Some courses are 
meant for battle, while others are meant for 
racing. The only way to get better at the 
battle courses is to play them repeatedly, 
so we’ve detailed only the most common 
racing courses for you. Read these 
sections to learn about shortcuts and 
general driving conditions for these time- 
critical challenges. 


ANDY’S HOUSE 


Andy’s House is one of the most basic 
courses you'll find in the game. Most of 
the turns are easy 
to navigate, the 
terrain isn’t tricky, 
and the course is 
intuitive to drive. 

When you head 
up the first set of 
stairs, turn to the left 
to go into the Kitchen. Also, as you reach 
the top of the stairs after the Bedroom, you 
can either go inside the cardboard box or 
around it. No matter which way you go, 
you'll be aiming for the hole in the floor to 
drop into the Living Room and to the start 
line. 


SID’S YARD 


Sid’s Yard is a typical yard. There are 
several types of terrain here—grass, 
asphalt, sand, and, 
worst of all, mud. 
You're safe if you 
drive on everything 
except mud, so 
avoid it. 
You can pick a 

~ 4 different direction at 
the Sandbox, the Shed, the Porch, and the 
Bench. The first three aren't vital because 
the distance along each route is the same. 
However, the Bench shortcut is a big time 
saver. If you can drive up the board without 
falling off, you’ll come off right in front of 
the start line. However, if you fall, you’ll 
land smack in the middle of a field of mud, 
so be sure you can handle the task before 
you take the risk. 


PIZZA PLANET 


This course is 
straightforward. 
Although there are 
several ways to 
divert from the main 
path, stick to the 
star-lined tracks. 


You'll know you’re going the right way 
when you drive up the long, rising ramp. If 
you divert from the main path, you can get 
lost, and it won’t save you as much time as 
you might hope. 


SID’S HOUSE 


Sid’s House has several rooms, but the 
course is easy to follow if you pay attention 
to the arrows. There’s 
4 one shortcut you can 
| take, inside the black 
| vent. If you drive to 
the left, you’ll come 
out in the Kitchen, 
and you’ll be one big 
U-turn away from the 
path leading back to the start line. Even if 
you have to fend off other carts, it’s still a 
shorter path than heading straight through 
the vent. 


SID’S ATTIC 

The fastest path through Sid’s Attic is to 
stick close to the right wall. The paths 
diverge in several 
places, and you can 
locate lots of power- 
ups along those 
other paths, but the 
shortest path lies 
along the “inside” 
lanes. This is 
noticeable when you’re heading back to 
the start line, as one sharp turn to the right 
allows you to complete the lap in a couple 
of seconds. 


SKATE PARK 


The Skate Park is filled with lots of ramps 
and sunken pits; avoid them at all costs. 
The only ramps you 
want to hit are the 
big ramps at the 
beginning of the 
course. The fastest 
{| path is the ramp on 

the left. It’s easy to 

lose traction if you 
don’t turn into it just right, so give yourself 
enough space to make the turn and 
approach the ramp head on. 


MALL 


The Mall is another straightforward course. 
There’s only one path you can follow to get 
around the Mall, so 
find the Battery 
power-ups scattered 
throughout the 
course. The only 
chance for a 
shortcut lies in the 
pond, just beyond 
the down escalator. The biggest problem 
with the pond is that you drive half as fast 
through it, and you can’t use a Battery to 
help you speed up. 


PIER 

The Pier is a nice course that offers a few 
variations for drivers willing to experiment. 
The terrain is easily handled no matter 
which way you choose to go, but you can 
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find benefits along 
any path you take. 
The fastest path is to 
turn right at the top 
of the Pier, after the 
first big curve in the 
road. After you turn, 
it’s a quick trip down 
the stairs, a sharp right turn, and a sharp 
left turn to the start line. The biggest key to 
making this shortcut work is grabbing the 
Battery power-up along the way, so hit it or 
your opponents will have an opportunity to 
sneak ahead of you. 


PARKING LOT 


The Parking Lot is an asphalt course, so 
you'll have the traction to make tight turns. 
This is vital, because 
most of the turns 
you need to make in 
the Parking Lot are 
extremely sharp. 

Not far from the 
beginning of the 
course are a couple 
of large orange cones. Drive to the right of 
the cones and jump down to the ramp 
below, keeping to the right. When you 
come to the next ramp, drive to the left to 
drive behind the pizza delivery truck. It’s a 
tough route to take, but if you use your 
sharp cornering ability, you can shave off 
precious seconds using these two 
shortcuts. Also, make a final sharp left turn 
between the last two orange cones to get 
to the start line as quickly as possible. 


The Neighborhood course is a long one, 
and it’s easy to get lost if you don’t follow 
the arrows. Even so, 
there are a few 
different places 
where you can make 
a decision on which 
way to go. Pick up 
the available Battery 
power-ups and avoid 
the hazards along the course, such as the 
dog and the puddle of water. Drive on 
surfaces other than grass as much as 
possible—you drive much faster on asphalt 
or wood than on grass. 


ANDY’S NEW HOUSE 


This course puts you in the middle of a 
snowstorm, and the snow is slippery and 
difficult to drive on. 
You can’t turn as 
easily, and you can’t 
drive as fast as on 
most other surfaces. 
Make a sharp right 
turn near the 
glowing patch of 
snow, near the start line. This serves as a 
shortcut, as long as you can make the turn 
accurately. Otherwise, collect all the 
Battery power-ups you can find. Stay to the 
right, and drive to the right of the large 
Zurg snowman at the end of each lap. 


TRIPLE PLAY 


INTRODUCTION 


True to its legacy, Triple Play 2000 favors the 
hitter, and the player who knows how to turn 
on an inside fastball has an advantage. But, 
you must do more than swing for the 
fences. Our tips will help you refine your 
batting stroke, flash some All-Star leather in 
the field, and get the big strikeout when you 
need it the most. 


IN THE BATTER’S BOX 


TAKE A PITCH 


Don't be afraid to keep the bat on your 
shoulder early in the count. Once the 
pitchers get ahead (0-2 or 1-2), they tend to 
change speeds and keep the ball well out of 
the strike zone, knowing that an overanxious 
hitter is likely to chase a bad pitch. However, 
with the count in your favor (2-1 or 3-1), you 
can afford to give away a strike. Pick a zone 
(up, down, left or right), and look for a 
fastball. If you guess right, the ball will leave 
vapor trails on its way out of the park. 


AThere’s nothing like a 3-1 fastball. 


AVOID THE MIDDLE OF THE FIELD 


Unless you’ve mastered the art of hitting 
490-foot home runs to dead center, you’ll be 
more productive if you find the alleys. But 


pick your spots. Rather than try to pull the 
ball against Pedro Martinez, Kevin Brown, 
or any other pitcher rated in the high 90s, 
time your swing and go to the opposite 
field, especially when the matchup is left- 
handed vs. left-handed or right-handed 
vs. right-handed. 


AA shot just inside the foul line is a sure 
double. 


THE HOME RUN SWING 


Scratch out a few runs by moving runners 
one base at a time, but it’s more fun to go 
deep. However, pick your spots. Don’t try to 
hit home runs with low average, singles 
hitters—they don’t have the necessary pop 
in their bats. When your power hitter comes 
up, wait until the count is in your favor, then 
use an uppercut power swing: ™+4. Finally, 
adjust your swing to take advantage of cozy 
park dimensions, such as the left field walls 


AA slight uppercut lets you launch some 
memorable moon shots. 
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in Tampa, Boston, and Arizona; or a strong 
wind blowing out. 


ON THE MOUND 


NIBBLE, NIBBLE, NIBBLE 


The fastest route to disaster is to throw 
fastballs over the middle of the plate. 
Against the CPU, start off every hitter with a 
curve or slider away (after making your pitch 
selection, tap X+€ or +). Keep spotting 
your pitches on the outside edge. When the 
count is in your favor, come up and in with a 
fastball (only one per at bat, unless you have 
someone with serious heat, such as Randy 
Johnson or Pedro Martinez). 


ANothing but air on an outside curve ball. 


KNOW YOUR BREAKING PITCHES 
Curve and Slider 


Consider the direction of a breaking ball as 
it relates to the hitter. For example, a right- 
handed pitcher’s curve or slider will break 
away from a right-handed hitter (this is 
good). However, it will break into a left- 
handed hitter (not so good). If you throw a 
curve that breaks inside, make sure you go 
far enough inside, or you'll be serving up 
lots of gopher balls. 
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Screwball 


A screwball breaks up and in the opposite 
direction—into a right-handed hitter, and 
away from a left-handed hitter. However, it is 
a faster pitch than a curve or slider, so you 
have a little more flexibility. Try throwing a 
screwball low or outside for a ball: @++ or 
€; high or inside for a strike X+* or >. 


Alt’s difficult for the hitter to track the 
movement of a screwball. 


Knuckleball 


Always throw a knuckleball for strikes (©), 
because its path is unpredictable. Try 
throwing a knuckler when you need a strike 
(2-1 or 3-1). The batter will likely be looking 


AThis runner is out trying for a double. 


for a fastball; a knuckleball could tie him up 
in knots. 


Splitter 


The splitter is one of the most effective 
pitches in Triple Play 2000. It looks like a 
fastball, but dives down as it approaches 
the plate. If your pitcher has a splitter rated 
in the 90s, use it for your out pitch—it will 
be nearly unhittable. 


AA nasty splitter is tough to hit. 


Sinker 


This pitch can be your best friend or worst 
enemy. It breaks down like a splitter, but 
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with far less speed, so use it only with highly 
rated pitchers. Even with a good sinker, 
don't leave it over the plate or on the outside 
corner, or it will be home run fodder. Stay 
inside or down for best results. 


ON THE BASES 


As in most baseball games, baserunners in 
Triple Play 2000 can run you into the ground 
if you aren't careful. Be especially attentive 
on a fly ball, when the baserunner strays far 
away from the bag. An alert outfielder can 
double you up if you don’t return to the bag 
immediately. 

Stretching a single into a double can 
also backfire. Take the extra base if you 
reach first base and the outfielder is still 
chasing the ball behind him. However, if he 
is coming in on the ball, stay put, or you'll 
be out by a mile. 

You can steal second with good 
success if you have a fast baserunner. 
However, even a top base-stealer will 
have a tough time stealing third. You are 
better off doing a delayed steal after a 
wild pitch. 


IN THE FIELD 


POSITIONING YOUR FIELDERS 


A good defensive team positions its fielders 
to complement the pitcher, especially when 
playing against a human opponent. If the 
opposing hitters are having difficulty getting 
around on the fastball, shift the outfielders 
accordingly, to cut off balls hit into the gaps. 
You can also shift the infielders, but this can 
backfire, because it opens up holes. 


AA left-handed hitter swinging late will punch 
the ball between the shortstop and third 
baseman. 


CATCHING FLY BALLS 


The biggest challenge in the outfield is 
properly judging the distance between a 
fielder and a fly ball. The crosshairs helps, 
but in most cases, you must tap X for a 
steady speed burst to arrive in time. Don’t 
worry about over-running the ball; you have 
time to adjust, as long as you are within a 
few steps of the impact point. 


AA speed burst helps your fielder catch up to 
the ball. 


For beginning players, the most frequent 
mistake is chasing a ball with the wrong 
fielder. If you are in doubt, tap 4 as soon as 
the ball is hit to switch immediately to the 
closest fielder. Then you can concentrate on 
running, leaping, or diving to make the catch. 


If you realize that your fielder is not going 
to make the catch, get ready to throw the ball 
back to the infield, where you might be able 
to force a baserunner at second or third. In 
fact, you can do this intentionally for an easy 
out. With runners on first and second, you 
even have an outside chance of completing a 
double play if the baserunners fail to react 
quickly when the ball hits the ground. 


Pe 


Alt’s not pretty, but an out is an out. 


IN THE INFIELD 


Don't overreact to ground balls in the infield. 
Wait for a split-second to see the direction 
of the ball, then glide left or right to make 
the play. If you start moving too soon, you 
can over-run the ball and lose an easy out. 


A Turning two can get you out of a potentially bad inning. 
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DEFENDING THE BUNT 


Press [R2]+@ to bring the infielders closer to 
the batter in a bunt situation. Unless you 
can pounce on a sacrifice bunt immediately, 
it’s very difficult to get the lead runner at 
second or third, so you are better off getting 
the sure out at first. The bunt defense does 
not reset itself after a foul ball, so remember 
to return to a normal defense with two 
strikes on the batter (unless you think the 
bunt is still a possibility). 


TURNING THE DOUBLE PLAY 


Always throw for the lead runner on a 
ground ball, then get ready to relay to first 
quickly. Turning the double play is fairly easy 
in Triple Play 2000, unless the ball is hit 
slowly. In this case, throw the ball to first or 
all the runners will be safe. 

Also be alert in the outfield, where it is 
possible to double up a careless 
baserunner after your fielder catches a fly 
ball. Check the baserunners before the 
swing, so you can immediately uncork a 
throw to the right base. 


A After straying too far, this runner is hung 
out to dry. 


300581110000 
300581110032 
300581000000 
300581000032 
300583E20000 
300583E10000 


Away Team Score 0 
Away Team Score 50 
Home Team Score 0 
Home Team Score 50 
Infinite Balls 

Infinite Strikes 
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TRIPLE PLAY BASEBALL 


TRIPLE PLAY 


BASEBALL 2001 


INTRODUCTION 


The 2000 release of Triple Play Baseball 2001 
delivered a complete package of graphics, 
stats, and playability. In the 2001 edition, the 
core game is the same, but serious baseball 
fans will have to make room for big heads, 
giant bats, and flaming baseballs, as EA adds 
a dugout full of arcade-style cheats and 
power-ups. You can earn these extras 
immediately by completing special 
challenges (see “Rewards” list at the end of 
this section), or you can accumulate points 
and “buy” power-ups and hidden players 
before the next game. Either way, you still 
need to run, hit, and catch, so pay attention 
to our field-tested playing tips. We enjoy a big 
head as much as the next gamer, so be sure 
to check out our complete list of cheats and 
GameShark codes at the end of this section. 


IN THE BATTER’S BOX 


AGAINST THE CPU 


There’s nothing like 
slamming the ball out 
of the park in Triple 
Play Baseball 2001, 
and if you’re playing 
against the CPU, 
there is a formula for 
success. First, always 


4Perfect your 
homerun stroke in Big think “fastball” until 


League Challenge. the computer gives 


you a reason to 
change your mind. Press and hold # on the 
D-Pad and tap @ for a power swing. To hit a 
major league fastball, swing as the pitcher 
releases the ball, not a moment after. If he 
delivers an 80-mile-an-hour slider, you’ll be 
out in front with your swing. But, the CPU 
always throws a lot of heat, so learn to time 
the fastball. Big League Challenge is a great 
place to work on your timing. 


If the CPU switches to a first pitch changeup 


on every batter, slow your swing timing on 
the first pitch, but keep the D-Pad in the Up 
position for homerun elevation. 


WORKING THE COUNT 

It’s tougher to hit against a skilled human 
opponent, so don't sit on the fastball, unless 
the count is in your favor. Learn patience at 
the plate, especially in the early going when 


N you're getting a feel 
for the pitcher’s style 
and patterns. It’s 
better to take an 
occasional fastball 
strike than to swing 
wildly at a slider in the 
dirt, or at a slow 
curve that’s a foot 
outside. The opposing 
pitcher can’t throw 
heat on every pitch, or he’ll tire quickly. 

By showing patience at the plate, 
you’re rewarded with more 2-1 and 3-1 
counts, which means the next pitch will be 
a fastball around the plate. Concentrate on 
an uppercut swing to go along with your 
power stroke @. If you’re down to your last 
strike, go back to the regular swing X and 
forget about the uppercut, especially if the 
batter is a contact hitter (low power rating). 


ADJUSTING YOUR STANCE 


Your stance is one of the most valuable 
offensive strategies in Triple Play Baseball 
2007. By altering your stance, you increase 
your chances of hitting to left or right field 
(rather than up the middle). This is critical if 
you're trying to hit to right field with a 
runner on first, because the right-fielder 
will have a difficult time throwing out a 
runner going from first to third. 

Here’s how it works. For a left-handed 
hitter, press RI to open his stance. Each time 
you tap the button, the batter’s right (front) 
foot drops back away from the plate. With an 
open stance, the hitter is more likely to go to 
the opposite (left) field. In contrast, tap ©) to 
close a left-handed hitter’s stance. This puts 
the batter’s front foot closer to the plate and 
sets him up to pull the ball to right field. 

For a right-handed hitter, the controls 
are opposite. Tap to close the batter’s 
stance, setting up to hit the ball to left field, 
or tap © to open his stance and hit the 


AWhen you hit a ball 
over the lights, it’s OK 
to stand at home plate 
and gloat for a while. 


ball to right field. 


If a flame-throwing 
A pitcher is mowing 
your hitters down with 
ease, go to an open 
stance to increase 
your chances of 
hitting the ball down 
the opposite line. A 
ground ball hit fair 
inside either bag is a 
sure double. 


ABy the time the left- 
fielder tracks this ball 
down in the corner, the 
batter will be standing 
on second base. 
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BUNTING IS AUTOMATIC 


Bunting is easy in Triple Play Baseball 
2007, so you should always sacrifice with a 
runner on first, and one out or less (unless 
you have perfected your homerun stroke). 
m Don't be afraid to lay 
j one down, even with 
two strikes on the 
hitter. The batter 
rarely (if ever) bunts 
foul, and the fielder 
J always goes for the 
sure out at first, 
allowing you to 


40n a sacrifice bunt 
attempt, the CPU 


fielder always goes for move a runner into 


the sure out at first. scoring position. 


ON THE MOUND 


BEST PITCH AGAINST THE CPU 


Throw a changeup 
inside against any 
hitter for the best 
results. The pitch 
must be far enough 
inside or you could 
give up an easy 


AWhen you spot the 


homerun. For most 
changeup far inside, pitchers, press and 
the CPU hitters can’t hold the D-Pad as 


make contact. 


the ball is released. 


You must find the proper release point for 
every pitcher. 


You can throw this pitch all day and 
induce the CPU hitters to hit pop-ups, 
shallow fly balls, and ground balls, 
although they hit them up the middle if you 
catch too much of the plate. If your pitcher 
doesn’t have a changeup in his arsenal, 
use the curve or slider, but keep it inside. 


The CPU is known for hitting dramatic late- 


inning homeruns to win games. Don’t 
summon a reliever in the late innings unless 
he throws a changeup. 


VARY YOUR PITCH SPEED 
AND LOCATION 


Against a human 
opponent, pitching 
becomes more of an 
art form. Keep the 
opposing hitter off 
balance by changing 
speeds, and moving 
Alts tough to catch up your location inside, 
to a 97-mph fastball outside, up, and 
after looking at curves down. Whatever you 
and changeups. do, stay away from 
the middle of the 
plate. Your goal is to get two strikes on the 
hitter, which takes the bat out of his hands. 
He must swing at anything that looks close, 
so throw something unhitable, like a slider in 
on the hands or a fastball up around his eyes. 


ON THE BASES 


The base runners are more intelligent than in 
past versions of the game, although you get 
into trouble if you’re overly aggressive. 
Stretching a single into a double is 
dangerous, especially if you assume that a 
blast off the wall is an automatic extra-base 
hit. Keep running if you reach first base and 
the outfielder is still chasing the ball behind 
him or to the side. However, if he’s coming in 
on the ball, stay put or you’ll be out by a mile. 


a) <4 Although the 
outfielder has picked 
up the ball on the 
warning track, the base 
runner better stay put 
or he’ll be thrown out at 
second base. 

As for stealing, keep your adventures 
on the base path to swiping second with a 
fast runner. Stealing third base is 
impossible against the CPU, and it’s tough 
against an observant human opponent. 
However, always be ready to take third on a 
wild pitch. 


With a runner on first base, do not press the 
Up D-Pad (uppercut swing and increase base 
runner lead) too early, or the runner strays 
off base and gets picked off. Wait until the 
pitcher has started his release before 
pressing the button. 


POSITIONING YOUR FIELDERS 

A good defensive team positions its fielders 
to complement the pitcher, especially when 
playing against a human opponent. If the 
opposing hitters have difficulty getting 
around on the fastball, they’ll hit more to 
the opposite field. Against left-handed 


hitters, shift your fielders toward the left- 
field line, and against right-handed hitters, 
move them toward right field. You also can 
shift the infielders, but this tactic can 
backfire, because it opens up holes. 


CATCHING FLY BALLS 
== By default, the 
"@ outfielders play deep 
in Triple Play 
Baseball 2001, so 
most of the plays are 
in front of your 
fielders. This can be 
confusing, especially 


4Run in, or to the 
side, on most balls hit jf you have the 


to the outfield. Fielding Assist 
activated, because 
after the player hits the ball, the cursor 
appears to be behind your fielder. Don’t 
overreact; stand your ground for a second, 
then run to the cursor, which is usually in 


front of you. 


Don’t give up on foul pop-ups too soon. Dive 
into the stands and come up with the ball! 


a| < Your fielder 
sacrifices his body to 
record an out. 


FIELDING GROUNDBALLS 


Don't overreact to ground balls in the infield. 
Wait a split second to see the direction of 
the ball, then glide left or right to make the 
play. If you start moving too soon, you will 
over-run the ball and lose an easy out. 


DEFENDING THE BUNT 
It’s difficult to throw 
out the lead runner 
| on a sacrifice bunt 
attempt. Instead, 
concentrate on 
: recording the sure 
-| out at first, but don’t 


Alf you charge off the take it for granted. If 
mound, your pitcher YOU hesitate, a 

has time to throw out speedy runner beats 
the runner at first. the throw and 
everyone is safe. 


TURNING THE DOUBLE PLAY 


Always throw for the lead runner on a 
ground ball, then relay quickly to first. 
Turning the double play is easy in Triple 
Play Baseball 2007, unless the ball is slowly 
hit. In this case, throw the ball to first, or 
you'll lose a sure out. 


oe 
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Infinite Balls: 
1 Ball and You Walk: 


2 Balls and You Walk: 


3 Balis and You Walk: 
Infinite Strikes: 
1 Strike and You're Out: 


2 Strikes and You're Out: 


Infinite Outs: 
1 Out and Your Side Is Out: 


2 Outs and Your Side Is Out: 


Home Team Scores 0: 
Home Team Scores 50: 
Modifiers 

Home Team Score Modifier: 
Home Team Hits Modifier: 
Home Team Errors Modifier: 
Away Team Score Modifier 
Away Team Hits Modifier: 
Away Team Errors Modifier: 
Away Team Scores 0: 

Away Team Scores 50: 
Character Creation Codes 
Max Contact Chance: 

Max Batting Power: 

Max Batting Eye: 

Max Clutch Ability: 

Max Running Speed: 

Max Reaction Time: 

Max Fielding Accuracy: 
Max Arm Strength: 


30060741 0000 
0060741 0000 
30060741 0003 
p0060741 0000 
30060741 0002 
0060741 0000 
30060740 0000 
00060740 0000 
80060740 0002 
10060740 0000 
80060740 0001 
30060742 0000 
0060742 0000 
30060742 0002 
0060742 0000 
30060742 0001 
30060430 0000 
3006043D 0032 
(Input two digits) 
3006043D 002? 
3006043E 002? 
3006043F 002? 
30060449 002? 
3006044A 00?? 
3006044B 002? 
30060449 0000 
30060449 0032 


300F98E0 0064 
300F9960 0064 
300F99E0 0064 
300F9A60 0064 
300F9AE0 0064 
300F9B60 0064 
300F9BE0 0064 
300F9C60 0064 
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UM JAMMER LAMMY 
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GENERAL TIPS 


e The first, and probably the best, tip for Um 
Jammer Lammy is practice. Just in case 
you missed that, here it is again: practice! 
Without a sense of timing you won't get 
very far in this game, but the more 
practice you do, the easier you'll find it. 
Imagine the beat playing in your head, and 
try to press the buttons along with it! 


e This may sound silly, but memorize the 
controls—you need to be able to press 
the buttons in quick succession, without 
having to look at them. You also need to 
be able to read the symbols on the 
screen and press the buttons 
accordingly, as if you were reading music 
and playing notes at the same time. 


Don't give up just because your rating is 
bad halfway through a level. Some of the 
easier riffs usually repeat themselves later 
on in the tune, giving you a chance to 
pick yourself back up and scrape through 
the level. 


On the later levels, when you’re required 
to press long sequences of notes at high 
speed, try sliding your thumb over the 
buttons, rather than pressing each button 
individually—this way you can go from 
button to button without having to lift 
your thumb off the D-pad. 


When you’re improvising jams, make sure 
that the last note of any riff you play is 
right on the beat—or you may not get 
awarded any points. When jamming, try 
to hit as many buttons as you can to get 
the most points possible—most of the 
time you don’t need to pay that much 
attention to the symbols on the screen as 
long as you keep a decent rhythm and 
good timing. On the final level, use the 
skills you’ve learned so far to really go for 
it—you have plenty of time between 
notes to really get into your jamming, and 
the riffs you’re given to play are unlikely 
to give you a great score, so you’ll need 
to jam to boost your score! 


Try playing the first level over and over 
again—it’s the easiest introduction to the 

game, and it will help you get a good idea of 
how to “get into the groove.” 


HOW TO GET “COOL” 


Getting to be “Cool” with Lammy is not 
actually as difficult as you might think—try 
playing off beat notes. You don’t even have to 
play every note, as long as you keep up with 
the beat, you can make the rhythms as crazy 
as you like! When you do achieve a “Cool” 
rating, just keep doing whatever it is you’re 
doing! Stay on the beat and play some rapid 
notes in time with the music, then a few 
crazy ones off-beat—once you have a feeling 
for the game, there will be no stopping you! 


THE LEVELS 


ALevel 1 has Lammy on stage with the rapper, 
Chop Chop Master Onion. 


LEVEL 1: CHOP CHOP MASTER ONION 


In this first stage, Lammy rushes off to the 
gig, trying to think of an excuse why she’s 
late. As she stumbles onto the stage, she 
has a shock—she finds out that the new 
vocalist for Milk Can is Chop Chop! 
However, this turns out to be a good thing, 
as Chop Chop will help teach Lammy all 
she needs to know—in fact, his lyrics hint 
toward an event in later levels. 

If you get “Cool” on this first level, the 
concert stage is replaced with a sunshine 
scene—you may recognize this scene from 
Parappa the Rapper. 
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UM JAMMER 
LAMMY 


It’s another game from the people who brought us Parappa 
the Rapper and this time, it’s guitarist Lammy who’s in a fix— 
but with these tips, you won’t need to “Leave it to Lammy!” 


LEVEL 2: CHIEF PUDDLE 

Lammy wakes up, realizing that her lesson 
with Chop Chop was just a dream, but now 
she only has fifteen minutes until the Milk 
Can concert starts! She rushes off, but her 
way is blocked by a huge fire in a tower 
block—firemen and fire trucks are all over 
the road. The Chief asks Lammy to help, and 
before she knows it, she’s holding a hose! 
Remembering Chop Chop’s words, she 
imagines the hose is her guitar, and begins 
to help put out the fire. The main verse of 
this level is repeated three times, so you 
should be able to pick it up and get a “Cool” 
rating. If you do, the hose will propel you into 
the air and you'll fly around the building! 


" MNE 
That 6 what I'm talkin bout 


A Level 2: Lammy helps Chief Puddle to put 
out the fire. 


Alf you get a “Cool” rating on Level 2, the 
hose lifts Lammy into the air. 


LEVEL 3: CATHY PILLAR 

When the fire is finally put out, Lammy 
moves on towards her show, but is blocked 
by a parade of pregnant women. Lammy 
eats a whole load of food after she puts 
out the fire and the women think that her 


se a i a os 


ALevel 3 sees Lammy helping to put the 
babies to sleep—with a guitar! 


big belly means she’s pregnant and they 
drag her into the hospital. 

Once the rest of the women have given 
birth, Cathy Pillar enlists Lammy’s help in 
putting the kids to sleep. Achieving a 
“Cool” rating on this level makes the room 
turn into a weird collage of colors! 


bid I eat my drink f? 


ALevel 4: Lammy is stuck in a plane with the 
decidedly schizophrenic Captain Fussenpepper. 


LEVEL 4: CAPTAIN FUSSENPEPPER 


When Lammy makes it out of the hospital, 
she only has minutes to get to the concert— 
so she catches a plane! She jumps on at the 
last moment and finds out that the Pilot 
seems to have some sort of personality 
disorder, and that he keeps switching 
between two distinct personalities. It’s tough 
keeping time with both of them, but by now 
you should be well practiced! If you achieve 
a “Cool” rating on this level, Lammy gets to 
fly around in space! 


LEVEL 5: PAUL CHUCK 


Lammy has made it to the concert with 
only a few seconds to spare, but she’s left 
her guitar back on the plane with Crazy 
Captain Fussenpepper! She now needs to 
get hold of a new guitar quickly — after 
trying the local music shop (which for some 
reason has sold out of guitars) she tells the 
owner that she needs a guitar. They run off 
to the forest, armed with chainsaws and 
cut the new guitar from a tree! Getting a 
“Cool” rating on this level sends Lammy on 
a frenzied chainsaw massacre of the tree! 


AA “Cool” rating on Level 4 sends Lammy 
flying into space! 


LEVEL 6: TERIYAKI YOKO 


After a strange doorknob/elastic accident,, 
Lammy is catapulted seemingly backward 
in time, through her house and to a desert 
island, where Teriyaki is performing a 
concert and needs a guitarist. Lammy 
agrees to help—Teriyaki says she’ll help 
Lammy get to the Milk Can concert. 


ALevel 6 has Lammy playing guitar in a desert 
island concert for Teriyaki Yoko. 


If you’re using a Dual Shock control pad, the 
pad vibrates when it’s Lammy’s turn to begin 
playing—this should wake you up if you’re 
dozing! 


LEVEL 7: MILK CAN IN CONCERT 

In this final stage, you get to prove what 
Lammy can really do! With Katy Kat on lead 
vocals, and Ma-San banging the drums, 
Lammy accompanies them with her frenzied 
guitar playing—this is the final level, so you 
should really go for it! Jam as much as you 
possibly can, and let those riffs loose! 


THE ITEMS AND 


THEIR EFFECTS 


Some levels reward you with an item after 
you complete them. These items can be 
selected in the game by pressing =a, and 
then used by either pressing # on the D- 
pad, or moving the left analog stick. 
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Get up turn your chainsaw on 


ALammy makes herself a new guitar, using a 
chainsaw and a large tree. 


FLANGER 


You get this after completing level 2. Chief 
Puddle is so pleased with your help he 
gives you his siren, which makes your 
guitar sound very gruff. 


HARMONIZER 


You get this after completing level 3. Cathy 
Pillar gives you this strange caterpillar 
shaped device, which changes the sound 
of your guitar in many different ways. 


WAH-WAH 


You get this after you’ve completed level 4. 
Captain Fussenpepper gives you his 
dentures to aid you in your quest. It adds a 
strange warped sound to your playing. 


DISTORTION 


You get this after completing level 5. Chuck 
hands you a small wood stump with an axe 
in it, which gives you an electric sound 
when you use it with your guitar. 


REVERB 

You get this after completing level 6. Ms. 
Yoko gives you her lighter to help alter the 
sound of your guitar. 


HIDDEN GAME MODES 


There are many more modes in Um 
Jammer Lammy than just the single-player 
Lammy, and this is how to unlock them: 


e The Beat any two stages (with a rating of 
at least “Good”) to unlock two-player 
Lammies. 

e Beat two-player Lammies to unlock two- 
player vs. Lammies. 

e Beat the whole Solo game to be able to 
play as Parappa. 

e Beat the single-player Parappa to unlock 
two-player Lammy Parappa. 


p 


AWINY1 YJWNYTF NA 


THE UNHOLY WAR 


G18 


THE UNHOLY WAR 


It’s Sorcery vs. Steel in the battle for Xsarra. Crystal Dynamics’ fantasy strategy game pushes 3D combat gaming to the 
limit. The combination of sharp graphics and exhilarating gameplay keeps you on your toes. As you’d expect, it’s 
difficult to beat. So, we proudly present a chapter of advice and strategic game hints to help you fight successfully. 


BASIC INFORMATION 


SORCERY VS. STEEL 


The Unholy War is a classic matchup 
between magic and technology. The 
Arcanes—seven races of magic-using and 
natural creatures—have lived on the 
surface of Xsarra for hundreds of years. For 
most of this time, an uneasy peace has 
reigned, keeping these seven races from 
deadly and destructive war with each other. 
And each race has maintained its own 
strongholds on the world. 

However, war has come to the surface 
of Xsarra in the form of the invading Teknos. 
This loosely organized band of technological 
constructs and cybernetic beings has 
hunted through the galaxy for new planets 
to exploit. Xsarra, because of its rich natural 
resources, appears to be the perfect world 
for them. The presence of the Arcanes only 
adds to their enjoyment of exploiting this 
rich world. Not only can they enjoy the thrill 
of combat, but they can rid the universe of a 
few pesky species of biological creatures. 

The Unholy War is the story of this fight 
for supremacy. The Teknos desire the planet 
for themselves, and to gain it, they must 
destroy the Arcane civilizations. The Arcanes 
are fighting not only for their home world, but 
also for their very existence against the 
invading horde of technological monstrosities. 

The war will take place across 12 
strategic maps and in 14 different and 
unique battle arenas. Only a player with 
keen strategic sensibilities and skill in 
battle will be able to completely conquer or 
completely defend this world. 


RECHARGE 


CREATURE HEALTH ENERGY RATE 
Jaeger fast 
Killcycle fast 
Mantis medium 
Quicksilver fast 
Razorfane fast 
Tesla Lord medium 


THE ARCANES 


There have been thousands of years of 
relative tranquility on Xsarra among the 
Arcane creatures. However, there are still 
frequent skirmishes as civilizations seek to 
expand their territory on the planet. Still, for 
the most part, each of these seven races is 
content to let the others live in peace. Each 
has its own goals, most of which do not 
involve the other six races on their world. 

Despite the relative calm, all seven of 
these races are constantly prepared for war. 
Because fights among the creatures break 
out on occasion, every native Xsarran trains 
in the art of war. Xsarrans are, therefore, 
well prepared for the Teknos assault on their 
world, and their uneasy truce has held up 
against the invading foes. 


THE TEKNOS 


The incoming hordes of Teknos creatures 
have discovered an interesting and diverse 
world. This will not be an easy conquest, 
however, because the Arcanes are all ready 
for battle. This does not trouble the war- 
crazy Teknos though. They relish the art of 
combat as well as the pain and destruction 
it causes. The seven different types of 
Teknos creatures all thrive on combat. They 
are more than willing to face long and hard 
battles to take Xsarra. They believe it to be 
theirs by nature of their superior technology. 
Should the Teknos be victorious, the 
spoils of the world will be divided among 
the surviving creatures. When the planet has 
been completely stripped of wealth, the 
Teknos will leave, searching the universe for 
another planet to exploit. This constant state 
of battle has made the Teknos creatures an 
elite fighting force, capable of destroying 
anything they encounter in the universe. 


STRATEGIC 
MAP COST 


STRATEGIC 
MAP POWER 


130 nuclear strike Fire Witch, Prana Devil 
Brontu, Ecton, Prana Devil 
Magus, Prana Devil 

Dark Angel, Ecton, Magus 
Mogalin Rider, Prana Devil 


80 self-destruct 
120 overload, ally 
110 madness 
100 blade wall 


90 teleport Brontu 


70 regen 


PRIMA’S UNAUTHORIZED STRATEGY GUIDE 


STRONG AGAINST 


Brontu, Ecton, Fire Witch 


THE BATTLE FOR XSARRA 


The key to survival on Xsarra revolves 
around three things: health, energy, and 
AUR. Each creature on the Arcane and 
Teknos sides has a number of health points 
that indicates its physical toughness. The 
more health a creature has, the more 
damage it can take in combat against its 
enemies. In addition to health, each 
creature has an amount of energy that is 
used when the creature attacks. This 
energy is replenished over time. The more 
energy a Creature has available, the more— 
and more quickly—it can attack. 

AUR is the main resource of The Unholy 
War and the planet Xsarra. This substance 
allows each side to create new creatures to 
help take over or defend the planet. AUR 
also allows both the Teknos and Arcane 
creatures to use their special abilities on the 
main strategic map. Collecting and using 
AUR is critical to your survival in the 
Strategy Mode of The Unholy War. 


GAME MODES 


The Unholy War has two basic modes of 
play. The first is Mayhem Mode. Here, you 
can square off in battle against another 
team of creatures. You can choose to play 
as the Arcane side, the Teknos side, or a 
combination of both sets of creatures. Your 
opponent in this battle can consist of those 
same teams—the Arcanes, the Teknos, or 
both. You win when all your opponent's 
creatures are destroyed. 

In Strategy Mode, you will fight your way 
across 12 different landscapes. Here, you 
must decide to play as either the Arcanes or 
the Teknos. You will have all your creatures 
available to you while your opponent will put 
all enemy creatures in battle. 


WEAK AGAINST 


Ecton, Magus 

Dark Angel 

Fire Witch, Mogalin Rider 

Brontu 

Dark Angel, Brontu 

Dark Angel, Ecton, Mogalin 

Rider, Prana Devil 

Dark Angel, Magus, Mogalin Rider 


In both Mayhem Mode and Strategy 
Mode, you can fight against Easy, Normal, 
or Hard Al, or a human player. There are 
three difficulty levels. When you're battling 
against the Easy Al, the computer enemy 
won't try to collect the power-ups that 
appear in battle. It also won't use all the 
attacks of enemy creatures and will be 
wasteful of AUR on the strategic map. The 
Normal Al offers a much more serious 
challenge. It uses AUR better and goes for 
the power-ups that will help your opponent 
win in battle. Against the Hard Al, you'll be 
pushed to the limit. Your computer enemy 
will be relentless and ruthless and will hunt 
you down without mercy. 

Additionally, in Strategy Mode, the 
creatures you and your enemy have at the 
start of the scenario are very different, 
depending on the difficulty level. Against 
the Easy Al, you will outnumber your 
opponent. Against the Normal Al, you will 
have roughly equal forces. Against the Hard 
Al, you will almost certainly be 
outnumbered, often seriously, and you'll 
have to move quickly to boost your 
numbers. The more difficult your opponent, 
the fewer AUR sites will appear on the 
map. And those that are available will tend 
to be closer to your enemy's position. 

You can also play The Unholy War 
against another person. The locations of 
AUR sites will be those for the Normal Al 
game, as will starting creatures in Strategy 
Mode. However, you can expect these 
battles to be the most ferocious! 


STRATEGIC GAME HINTS 


PRACTICE, PRACTICE 


There are a lot of aspects to the strategic 
scenarios that are not a part of Mayhem 
Mode. However, battling it out with enemy 
creatures is still the heart of The Unholy 
War. The best way to get better at this part 
of the game is to practice. Try playing as 
both sides, play on a variety of battle 
arenas, and play with each creature against 
all the enemies. Learn the strengths and 
limitations of the creatures in both armies 
so you can exploit them regardless of 
which side you‘re using. 

One of the most useful things you can 
learn about the arenas is where the power- 
ups usually appear. In most arenas, they 
show up in the same general area each 
time they appear. Knowing where they 
emerge can give you an edge in getting 
one when it does appear. 


AUR 

The key to your victory, aside from skillful 
use of Mayhem Mode, is collecting AUR. 
This is one of the reasons you want to be 
good in all the different battle arenas. 


Because AUR sites appear on virtually 
every terrain in the game, learning the 
arenas will help you control your AUR sites. 

Getting a lot of AUR doesn‘t guarantee 
a victory, but it does go a long way in 
helping. With AUR, you can use your all- 
important strategic map abilities and bring 
in new creatures to aid in your conquest of 
the scenario. Controlling AUR is the 
equivalent of controlling the power 
available in the game. 

Learn to protect the AUR sites you 
have. On maps where AUR sites are rare, 
keep several different creatures on and near 
an AUR site. If an enemy attacks and kills 
off your guardian, you'll be able to attack 
with any other adjacent creature and keep 
the site if you‘re successful. Similarly, attack 
AUR sites with several creatures at once, 
perhaps weakening the enemy with the first 
attacker and using another to take the site. 

When you‘ve got that AUR, don‘t waste 
it. Use your strategic powers intelligently, 
either to wear down the enemy defenses or 
to force them to waste their AUR. Hitting 
with the Jaegers‘ nukes or the Magi‘s 
Starfall is costly. It should only be done 
when the enemy can‘t heal or when you 
have a tremendous advantage in AUR. 
Other abilities, like those of the Razorfane 
and Fire Witch, can be used to block off 
AUR sites from the enemy. 

The other important strategy to 
remember is to control the center of the map. 
When you have the luxury of using Magi or 
Jaegers, move these creatures to the center 
of the map. This allows you to snipe at any 
enemies moving toward your Fortress. 
Keeping these creatures on AUR sites is 
especially valuable for the Teknos since they 
double the normal AUR income for that site. 


USING YOUR 


THREE MOVES 


One of the most difficult things to get used 
to in The Unholy War is that in each turn 
you have only three actions. You might have 
seven or eight creatures on the map, all 
with abilities you‘d like to use and battles 
you‘d like to start, but three is all you get 
every turn. Because of this, you must make 
sure that every action you take is the right 
one for what you want to accomplish. 

To determine what you should do with 
those three moves, you must go back to 
those goals you have for each strategic 
scenario. In short, ask yourself this series 
of questions in determining your moves: 


1. Is my Fortress safe? 

Remember that your Fortress is your 
support line and the only way to continually 
add to your army. If the Fortress is in 
danger, you must take immediate steps to 


PSX GAMER’S GUIDE VOL.1 


keep it safe from enemy attacks. If you lose 
your Fortress, expect to lose the scenario. 


2. Do I have a chance to destroy the 
enemy Fortress? 

If you do, take it. The one action that 
improves your shot at winning and destroys 
most of the opposition‘s chance of victory 
is destruction of the Fortress. It’s well 
worth risking several of your creatures, and 
even sacrificing some AUR sites, to take 
the Fortress down. Just make sure you 
have a legitimate shot at destroying the 
Fortress—nothing is worse than wasting 
your creatures in a futile attack. 


3. Are my creatures safe? 

There are two parts to this question. First, 
are there any creatures that are severely 
wounded and need to be healed? If so, pull 
them back and get them near a healer. Or 
at least get them out of the way of the 
enemy creatures so they can be healed 
later. Or move a healer in. Second, are there 
any creatures vulnerable to enemy attacks? 
If there‘s an enemy creature that can kill 
you, either move your creature out of range 
or move up another one to protect it. 


4. Do I have enough AUR? 

The easy answer to this is “No.” You can 
always use more AUR. That might mean 
taking another AUR site or moving in a 
Jaeger or Brontu to harvest more from the 
sites you do have. If you‘re bringing in a lot 
of AUR on every turn, you may not feel the 
need for mining more. This is fine—don‘t 
feel like you need to have every AUR site 
on the map. Just make sure you have more 
than your enemy. 


5. Does the enemy have too much AUR? 
This goes hand in hand with the previous 
question. The best way to get more AUR 
for yourself is to kick the enemy off his own 
AUR sites. Move in and take away some of 
the enemy AUR sites, or use some of your 
map powers to force the enemy into using 
his AUR. Damaging creatures that are far 
away from healers (especially against the 
Arcanes) is a good way to do this. 


6. Are there enemy creatures that are 
vulnerable? 

Look around the map. Is your Fortress 
safe? Is the enemy‘s out of reach? And is 
your AUR situation good? Then see 
whether you have anything in range of an 
enemy creature that you can destroy easily. 
If you do, don‘t hesitate. Move in and 
attack relentlessly to destroy the enemy. 
This not only gives you control over 
territory, it also forces the enemy to spend 
AUR to replace the destroyed creature. 
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RECHARGE 


CREATURE HEALTH ENERGY RATE 


Dark Angel fast 


Brontu medium 
Ecton medium 
Fire Witch medium 
Magus medium 
Mogalin Rider fast 
Prana Devil 60 fast 


7. Do | need more creatures? 

You can ask this question of yourself any 
time that you have the AUR to purchase 
something. Buying a creature is a free 
action. You can buy as many as you have 
the AUR and the space for without using 
one of your three actions. This is often an 
excellent way to protect your Fortress from 
attack or to threaten approaching enemies. 


THE SECRET CHARACTERS 


If you complete the strategic game on the 
hardest level of difficulty, you‘ll gain access 
to a secret character and a secret battle 
arena. Winning as the Arcanes gives you 
access to the MegaPrana, a beefed-up 
version of the Prana Devil. And it allows 
you to battle in his home territory of the 
Menhir Circle. Completing the game as the 
Teknos brings in the BetaRazor, a huge and 
powerful version of the Razorfane. And it 
opens up his home arena, the Dark Maze. 

Neither of these characters appears in 
the strategic game. Each is far and away 
more powerful than anything else in the 
game. It‘s fully possible to eliminate the 
entire other side with either the BetaRazor 
or the MegaPrana. 


THE BETARAZOR 

Health: 160 
Energy: 100 
Recharge Rate: fast 

Main Attack: blades 
Second Attack: dervish 
Third Attack: body slam 


Like the regular Razorfane, the BetaRazor 
attacks mainly with spinning blades fired 
from his wrists. These blades are incredibly 
fast. More importantly, they are also huge, 
making it more difficult for the Beta- 
Razor‘s enemies to get out of their way. 
These are a little more costly to fire, 
requiring 15 energy. However, the 
BetaRazor‘s increased supply of energy 
allows him to fire more blades more quickly 
than a Razorfane. 

In close combat, the BetaRazor uses 
the same dervish attack as the Razorfane. 


STRATEGIC 
MAP COST 


STRATEGIC 
MAP POWER 


teleport ally 
Wasp 
thunder roar 


fire shroud 
Starfall 


spawn Tesla Lord 


This whirling attack does the same amount 
of damage but can be used more 
frequently than the Razorfane‘s attack. 
Additionally, the BetaRazor can charge and 
spin at the same time, allowing him to slice 
through opponents repeatedly. 

The Beta-Razor'‘s final attack is deadly 
in the extreme. Like the Fire Witch, he can 
fly above the battlefield and slam himself 
into the ground. This causes a huge, 
destructive shock wave that completely 
knocks over any foe who stands too close. 
This is a better attack than the Fire Witch‘s 
though. The BetaRazor is not stunned 
when he hits the ground and can 
immediately fly away or attack his enemy. 


THE MEGAPRANA 
Health: 120 
Energy: 100 
Recharge Rate: fast 
Main Attack: acid spit 
Second Attack: bite 
Third Attack: egg 


The MegaPrana has the exact same attacks 
as his smaller, weaker cousin. However, all 
of the MegaPrana‘s attacks are much more 
powerful. For instance, the acid spit, which 
does the same amount of damage as the 
Prana Devil‘s, has a much greater range. 
This allows the MegaPrana to spit about 
three times as far. With the higher reservoir 
of energy, the MegaPrana can keep this 
damaging attack up for a long time. 


The MegaPrana’‘s bite is also effectively 


the same as the Prana Devil‘s, but again, 
the range is greater. Since the MegaPrana 
also has a much better ability to jump, it 


can use the bite attack successfully against 


flying creatures. This is a devastating 
attack, able to strip even the toughest 
enemy of dozens of health points. 
MegaPranas can lay eggs just like the 
Prana Devil. When these eggs hatch, the 
resulting offspring is much faster, more 
aggressive, and more powerful than those 
of the MegaPrana‘s smaller cousin. These 
immature MegaPranas can create serious 
problems on the battlefield for any creature 
that doesn‘t take care to destroy them. 
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STRONG AGAINST 


Quicksilver, Razorfane 
wail Jaeger, Telsa Lord 
Mantis, Razorfane 
Jaeger, Tesia Lord, Wasp 
cure Mantis, Tesla Lord, Wasp 


WEAK AGAINST 


Killcycle, Mantis, Razorfane, Quicksilver 


Kilicycle, Wasp 

Kilicycle, Quicksilver, Wasp 
Quicksilver, Wasp 

Mantis, Quicksilver 
Razorfane 

Jaeger, Killcycle, Mantis, 
Razorfane 


THE SECRET 


BATTLE ARENAS 


The Menhir Circle features two gigantic, 
Stonehenge-like monuments with a series 
of pillars around them. These pillars rise and 
fall during the battle. This is a difficult arena 
for ground-based creatures since obstacles 
appear and disappear all the time. All the 
power-ups appear in this battlefield, making 
for wild and dangerous fights. 

The Dark Maze features high walls and 
a series of teleporters in the corners. Each 
teleporter takes the creature using it to the 
center of the map. Because of the walls 
and narrow corridors, this is a great arena 
for flying creatures, as well as those with 
short-ranged attacks. The narrow spaces 
force battles here to be at close range. As 
in the Menhir Circle, all the power-ups 
appear in the Dark Maze. 


Infinite Health P1 
Infinite Health P1 


8005643c5918 
8005643e0801 


As your Rebel forces clash with the evil Imperium, you soon realize that you’re going to need more than just trigger- 
happy arcade skills to progress through Uprising X. You must combine button-thumping with brainpower to be 

victorious on the game’s multiple levels and planets. If you’ve got the joypad skills for this enticing mix of 3D action 
and Command and Conquer-style strategy, we’ve got the tactics. 


Although Uprising X is part strategy game 
and part 3D shooter, treating the game as 
an arcade blast will eventually lead to your 
defeat. That said, you shouldn't 
compensate by treating it like a chess 
game, either. While Uprising X certainly 
relies on tactical thinking, it’s not a slow- 
paced war game. There is no time for 
complex planning, and the computer- 
controlled enemy won't wait for you to 
mastermind your first attack. You must be 
quick and be decisive. 

The biggest mistake you can make on 
these far-flung battlefields is trying to use 
your Wraith like a gung-ho Battlezone tank. 
You may survive some of the earlier levels 
by employing a do-or-die, head-to-head 
attack strategy, but you won't be able to 
beat the later ones unless you use your 
craft to call in soldier, aircraft, and tank 
support. If you decide to go it alone, it'll be 
a case of “die” rather than “do.” 

No matter what the individual mission 
parameters are, you must understand the 
following basics. 


BASE BUILDING 


Unlike a traditional strategy game, in 
Uprising X you can build a Citadel only ona 
claim square. These locations (and the 
amount of space available around them) are 
limited, so you must keep expanding and 
building new Citadels so that you can 
continue generating new units and 
reinforcements. The more buildings you have 
in your mini-empire, the faster you can build 
new Infantry, Tanks and Aircraft. In short, 
never rest on your laurels—always strive to 
attack enemy strongholds and take more 
land. Remember: Territory equals Power. 


FACTORY MANAGEMENT 


How you expand a base around a claim 
square will depend on the structure and 
objective of the mission. But, no matter 
what order you decide to build your support 
forces in (Infantry, AAV, Tank, Bomber or 
Tank, AAV, Bomber, and Infantry), having 
more than one unit factory allows you to 
build that unit faster. Determine which type 


AThe combination of air-power 
and overwhelming ground 
strength should be enough to 
defeat most levels. 


of equipment will win you the 
war and manufacture two or 
three factories (depending on 
the number of claim squares 
available) to set production at 
a fast rate. 


DEFENDING YOUR CITADELS 


If one of your Citadels falls under attack 
and your Wraith happens to be nearby, 
drive into the claim square and use the 
Citadel view (and its two powerful cannons) 
to take out the raiding force. 

The best strategy is to control the gun 
turret and activate extra units in this view, 
such as cannon-fodder infantry and 
expendable tanks. Of course, changing views 
in this way leaves your Wraith vulnerable to 
attack while you’re busy defending the base. 
But the loss of a battle tank is easier to bear 
than the loss of a Citadel and its unit- 
generating support structures. 


UPGRADING 


To keep your forces competitive as you 
complete the various missions, you must 
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continuously be on the lookout for power- 
ups, bonus units, and especially repair 
icons—these can be the difference between 
life and explosive death later in the game. 
While the majority of these red turbochargers 
are found in the wreckage of destroyed 
enemy vehicles, exploration of the scenery 
away from the roads and mission paths may 
uncover more hidden amongst the hills and 
valleys of the game’s blasted planetscapes. 


USING YOUR UNITS 
EFFECTIVELY 


While you can destroy some enemies, such 
as infantry or a couple of tanks, with your 
versatile Wraith, developing and using the 
supporting forces available to you is the 
key to beating a mission—especially one 
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Can’t complete the levels in Uprising X? 
Shame on you. Lucky for you, we’ve 
already finished them and printed the 
passcodes below. 


Level 2 €,¢,7,4,4,X,0,@ 


Level 3 VV, BA, AYA 
Level 4 @,0,0,X,X,4,xX,@ 
Level 5 9,9, 4,0 A, 69,4 
Level 6 %,+,4,0,X,@,¢,¢ 
Level 7 A,8,¢,¢,9,7,4,0 
Level 8 A,4,0,0,7,7,0,0 
Level 9 €,¢,9,7,7,0, 0,0 
Level 10 X,X,¢,X,M,M,A,X 
Level 11 B,4,4,8,4,%,9,% 
Level 12 +,¥,>,0,X,X,6,Xx 


Enable All Weapons Cheat 
On the password screen, enter the 
following secret code: &¢,@,>,m, 4,4,4, X 


with multiple objectives. The sort of 
mission you’ve been assigned to should 
determine the order in which you build your 
installations. Pay close attention to the 
mission briefing. If the recapture of enemy- 
held claim squares by a large-scale 
offensive is the primary objective, then 
Infantry (to take out gun turrets)are a good 
first build, followed by tanks (heavy 
supporting fire), AAVs (air cover) and 
Bombers. It’s important to develop your 
own strategies for each live-fire situation, 
but here are a collection of helpful hints for 
each of the Uprising vehicles. 


THE WRAITH 


Strengths: Mobile weapons platform and 
command center 
Weaknesses: Not an invincible battlewagon 
First and foremost, always remember 
that your Wraith is a mobile command 
center. While it’s often tempting to charge 
in heroically, guns-a-blazin’, the enemy will 
simply focus all its attention (and firepower) 
on you. Instead, hang back from the main 
action and teleport Infantry, armor, and 
aircraft into the battle when and where 
necessary. If you must resort to entering 
the fighting yourself, use these two vital 
tactics: attack from distance, using any 
natural cover, and “strafe” with your tank. 
This left/right jinking is very effective at 
avoiding enemy fire. Finally, while exploring 
a new or unfamiliar battlefield, use the map 
mode to get a tactical overview of the area. 
Keep switching between the map and 3D 
modes until it becomes second nature. 


INFANTRY 

Strengths: Can damage enemy buildings 
Weaknesses: Useless against tanks and 
AAVs 


Use Infantry for destroying turrets or 
factory buildings; they carry satchel 
charges for this purpose, and they are 
much more effective in this role than the 
Wraith or its support tanks. Infantry should 
also be called in to do battle against 
enemy ground troops, but not against 
heavy armor—they won't stand a chance. 
It’s also worth remembering that your 
Infantry troops can be crushed under your 
own tank (and by your bomber’s bombs) if 
you don't watch where they are stationed. 
Recycle them if they’re no longer needed. 


TANKS 


Strengths: Strong against Infantry and 
enemy defenses, make a good diversion 
Weaknesses: Easily destroyed by patrolling 
Bombers, AAVs, and Citadel gun turrets 

Although the Tank’s primary role in 
Uprising X is battlefield support for your 
often feeble Infantry, don’t hold them back 
when you're attacking enemy Citadels. 
Tanks are very good at damaging heavy 
turrets, and can often provide a helpful 
diversion for Citadel attacks featuring 
Infantry and Bombers. It does appear, 
however, that all tank drivers have 
somewhat short memories—place these 
vehicles in direct sight of the target you 
want them to attack, because they are 
prone to driving halfway up hills and 
staying there. 


AIRCRAFT 


Strengths: AAVs can attack all units; 
bombers are effective against buildings 
and tanks 
Weaknesses: Bombers are slow and 
weak—easy prey for Citadel gun turrets 
and AAVs 

One of the most effective methods of 
attacking an enemy Citadel is to use a mix of 
Infantry, tanks, and AAVs. Clear out any 
support turrets first, then keep the Citadel’s 
powerful turrets busy with a flight of AAVs 
while your bomber runs in for an attack. 
When the situation is reversed, AAVs can 
provide good air defense when one of your 
Citadels is attacked. Not only can they 
harass enemy infantry, but they’ll keep the 
sky clear of enemy bombers attempting to 
bomb your Citadel. As for bombers, send 
these lumbering craft into battle only against 
factory buildings and lightly defended targets. 
Bombers are best left unused until the end of 
a battle, when enemy resistance is light, or 
you have sufficient units in the combat area 
to draw away some of the enemy fire. 


COMPUTER Al 


They’re often a little slow, but the enemy 
units in Uprising X do behave in a sensible 
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ACrush the tanks and infantry with waves of 
your own armor. 


and often coordinated way. Of course, the 
computer’s strategy has its weak points. 
Most of the enemy air units, for example, 
will home in doggedly on your Wraith, 
seemingly unaware of any AAVs you have 
flying. Its main tactic, especially when 
attacking your Citadels, is to overwhelm you 
with sheer force and numbers. Often, this 
sound military tactic is undone because the 
computer sends its vehicles to attack from 
the same side of the battlefield, making its 
big pushes somewhat easy to defeat. In 
later missions, when AAVs and Bombers are 
available to both sides, the computer tends 
to throw its alien might at you in the shape 
of the Bomber. And, as you probably know 
by now, this aircraft is the weakest unit in 
the game—no match for an alert human 
player at the controls of a Citadel’s cannons. 

To counter the computer successfully, 
don't do what it does—its ill-conceived, 
frontal attacks on your Citadels should 
convince you that the same offensive tactic 
won't work for you, either. Leave the 
construction of Bombers until last and 
concentrate on building up a factory 
infrastructure that allows you to build 
Infantry, Tanks and AAVs at speed. Then, 
after briefly studying the topography of the 
battlefield, use natural cover to launch 
attacks from multiple sides. 

Essentially, the best strategy is to 
encircle your enemy, sending in a 
combined force of vehicles from at least 
two sides, while you attack from another in 
the Wraith—success, my fellow alien- 
bashers, is guaranteed. 
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VANDAL HEARTS 


Here’s how to achieve the rank of Vandalier in what’s perhaps the best turn-based tactical combat game available for 


the PlayStation. 


e In any combat situation, it’s extremely 
important to understand the forces 
opposing you. When a battle starts, 
immediately press i to get an overhead 
view. This gives you a valuable opportunity 
to gauge the size of enemy forces, and 
allows you to better assess their relative 
position. The strange circular discolorations 
on certain maps represent special items, 
so note their locations and remember to 
examine them during the fight. 

e You must emphasize teamwork. Attacking 
in groups adds a Support bonus that 
augments your chance for success. Find 
the best combinations. If you attack a 
tough foe with a strong close-range fighter 
and fail, the enemy gets a counterattack. 
However, by first softening up the enemy 
with long-range projectile strikes and only 
then using your fighter, you can defeat 
them without threat of counterattack. 

e An intriguing element of Vandal Hearts is 
your ability to manipulate objects on the 
battlefield. You can push or examine 
boulders, crates, and switches to varying 
ends. Line up an enemy and push a 
boulder toward him to score extra 
damage, for example. Use crates to block 
an enemy’s path or as stepping stones. 
Throw switches to activate machinery. 

e Elevation is an important factor. 
Characters gain Attack bonuses by 
attacking from ground higher than 
opponents. Unfortunately, enemy forces 
control these positions at the start of 
most battles, so your characters must 
move to acquire them. 


A Attacking from high ground gives you a 
bonus, so try to snatch the prime spots before 
the enemy. 


e When you enter a new city, immediately 
visit its sites. Often you can upgrade 
weapons, armor, and inventory in the shop, 
as well as unload old equipment. In the 
tavern, talking to everyone may provide 
valuable clues to aid you in your quest. 

e The dojo is an important facility. There you 
can advance a character’s class (once 
they acquire the necessary experience; 
characters can advance after reaching 
Level 10 or 20). Notice that some 
characters have a choice of direction. 

e Many battles are determined not by the 
strength of your forces, but by cunning 
leadership. In some cases, you must 
outwit rather than overwhelm your foes. 
Think before you react. Careful planning 
generally translates into success. 

e Gold is another reason to be efficient on 
the battlefield. The better you perform, 
the more you earn. When you complete 
an encounter, a table displaying battle 
results appears, awarding gold for each 
kill and subtracting for each casualty. 


THE TRIALS OF TOROAH 


To aid you in your adventuring, here’s a 
guide to the Trials of Toroah and an in- 
depth look at some of the things you will 
find on your travels. 

These are optional battles, but you 
must undertake them to gain the Seven 
Powers of War. When you find one of the 
Holy Keys of Toroah, give it to Ash and have 
him take it to any dojo. As he leaves, he’s 
offered the chance to take on the key’s trial. 
These aren't easy fights, as the enemy 
gains strength along with your party. 

When you’ve captured all six prisms 
holding Toroah’s soul, Ash’s attack, defense, 
and agility are maximized, and he attains 
the hidden level of Vandalier, receiving the 
Vandal Helm and the Vandal Armor. 


TRIAL ONE: TRIAL OF NOVA 


The Foes: Two Sparkies, four Hunter 
Imps, two War Ghosts, two Dark 
Golems, four Buccaneers. 

Fight wisely and Level 8 characters win this 
battle. Having a few newly-promoted Level 
10 fighters makes it easier. Make sure 
Huxley and Eleni have mage oil in their 
inventory. You need all the magic you can 
get. You acquire no experience for attacking 
and defeating enemies, but do when you 
use items and heal. 
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You start this trial at the bottom of a tall 
mountain; your enemies are on the opposite 
side. Both armies race to acquire the 
choicest positions before the melee begins. 

Make your way up the mountain. The first 
foes you encounter are Sparkies and War 
Ghosts. When they’re close, note how far 
they can move during their next turn. When 
you cross paths, stay two squares outside 
their maximum range. This way you get the 
first attack. Have your Archers dispose of 
them quickly, using your fighters as shields. 
Place two strong Swordsmen on the map’s 
highest two points—one should be Ash; he 
can heal himself and ease Huxley’s burden— 
with your Archers just behind. 

Use Eleni’s magic to dispose of the 
Dark Golems before they reach your 
Swordsmen. Next use your Archers and 
spells to destroy Golems and Imps (they 
inflict the most damage). Keep Huxley in 
the middle, running back and forth to heal 
any who need help. 

In the chest, find one of the prisms 
holding the very soul of the ancient hero, 
Toroah. 


TRIAL TWO: TRIAL OF EARTH 

The Foes: Two Grenadiers, two C. 
Archers, three Hunters, three Shooter 
Imps, three Hunter Imps, three Corsairs. 
Trial of Earth is fairly simple. Make your 
way along the map’s perimeter with the 
other characters. Keep your party together 
for the most part. 

You need to heal characters who take 
damage from projectiles. If you have two 
Healers in your party, split the group and 
send one down the north side and the 
other down the south. 

Go through and clean up any nearby 
enemies. If you don’t kill the enemies you 
encounter, you’re soon overpowered. Keep 
a tight reign on your characters and you'll 
have no problem. The ice prism is in the 
chest in the center. 


TRIAL THREE: TRIAL OF MANA 
The Foes: One Brigand, nineteen Mimics. 
This is the easiest of the six trials. A lone 
Brigand on the western side of the level 
guards 20 treasure chests. You must 
determine which contains the prism before 
the Brigand dies. 

First, have a Mage cast Spellbind on the 
Brigand to hold him in place. Then make 
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your way to the southeast corner, where 
there’s a Mana prism. Send your flying 
characters, as they can easily get over the 
chests. Keep a Mage behind to cast 
Spellbind on the Brigand when he awakens. 

Just to be on the safe side, you might 
want to keep a few Mimics alive until you 
get the prism. To gain experience, have your 
Healers undo any damage they inflict. If no 
one is hurt, cast useful spells like Mystic 
Shield and Bless Weapon. You should be 
able to pass this trial in a few turns. 


TRIAL FOUR: TRIAL OF CHAOS 

The Foes: Three Dark Golems, seven 
Gold Golems, eight Clay Golems. 

This is the trickiest trial. You face 18 angry 
Golems spread around the level, and must 
move three boxes to get to the chest, without 
killing all the Golems or yourself. Not easy. 

First, you need all three crates on the 
cliff’s north side to make “stairs” up to the 
chest. Destroy all Golems at the bottom 
(with magic, for speed), they only get in the 
way. Push the crate north to the cliff, then 
around to its northern side. Leave the crate 
just south of the treasure chest. 

Dispatch the two Golems in your way. 
Cast Spellbind to hold the two Golems to 
the west in place. Move a Mage south of 
them to stand in their way, should the 
Golems awaken. 

On the second level, push the crate 
once to the north so you can climb up to 
the third level. Send only a few people to 
the top. Have someone push the second 
level block as far north atop the first level 
crate as it will go. Once the three Golems 
at the top are out of your way, push the top 
crate west over the edge. Now that it’s on 
the second level, simply push it north until 
it falls into place between the chest and 
the other two crates. 

Collect the Chaos prism from the chest, 
but take care: make a mistake and push a 
crate into the wrong place, or destroy all 
the Golems, and you have to start over. 


TRIAL FIVE: TRIAL OF LOGOS 

The Foes: Seven Salamanders, thirteen 
Guardians, five Basilisks, two Dark Mages. 
From your starting point at the bottom of a 
pyramid, the Logos Prism is in a chest just 
to your east, but you must climb the 
pyramid to defeat all the enemies. 


ATry to avoid one-on- Use the camera 
one fights—attack in controls to get a 
groups. better view. 


i 
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A Finding the Holy Keys takes time 
and patience when searching the 
battlefields, but it's worth it. 


Travel west, turn north, and 
spiral up the pyramid. Keep to 
the inside section; going on the 
outside exposes you to four 
Basilisks above, except at 
corners, where no one above 
can get a clear shot. At the 
pyramid’s northeast corner, the 
Dark Mage just above attacks 
regardless of where you are in 
his range. Do whatever it takes 
to destroy him quickly, even at 
the risk of casualties. Hit him 
with your Snipers, or blast him with spells. 
As you near the top of the pyramid, the 
second Dark Mage becomes active. 
Unleash your spells, using Salamander, 
Roman Fire, Phase Shift, and Holy 
Lightning. If you have Aura Gems or 
anything that attacks over a long distance, 
use them. 
The rest of this trial is a piece of cake. 
If you take care where you complete your 
turn, you should pass with ease. 


Boe 
AAlways check the stats of your enemies— 


and be warned, some monsters vary from 
battle to battle. 
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ADon’t send physically weak characters off 
to face the enemy alone—protect them with 
Strong ones. 


FINAL TRIAL: TRIAL OF HEAVEN 


The Foes: Four Zoots, four Dumases, 
two Landos, four Kurtzes, three 
Dallases, four Sabinas, four Dark Mages, 
two Evil statues. 

The sixth and final trial is aptly named: the 
map consists of a walkway two squares 
wide, going straight up like stairs all the 
way to the chest at the top. On your way 
up, you meet defeated enemies. 

The first group comprises bosses from 
the beginning of the game. Just because 
you fought them long ago doesn’t mean 
they’re pushovers here. Advance slowly 
and remember to heal yourself. 

Half the remaining force then 
approaches. Race forward to claim the higher 
ground (for once). Keep Ash to the rear; you'll 
take a few casualties and must ensure he 
isn’t one of them. Try to defeat the Dark 
Mages at the back first; they can do a lot of 
damage to your group quickly. Kurtz casts 
Dagger Storm, so prepare to heal yourself. 


PARTS OF BATTLE 


To be successful, you must go through 
these motions during every battle: 

e Equipping 

e Positioning 

e Attacking 

e Winning 


EQUIPPING YOUR PARTY 


Before each battle, inspect your party’s 
equipment. Head for the nearest city and 
look at what’s available in the shop. 
Typically, you’ll find at least one new item 
every couple of battles. 

Also decide which techniques to take 
onto the battlefield. Inspect the Battle Stats 
section of the battle you are about to fight. If 
most of the enemies are strong against ice, 
and most of your characters use ice in their 
attacks, consider switching to fire. On the 
other hand, maybe the spell casters are 
loaded down with status spells such as 
Minimizer or Sleep that you'll need to counter. 


POSITIONING YOUR TEAM 


Positioning your team just before the battle 
begins is a crucial step. It may seem trivial, 
but it can really save time and give you the 
extra edge. Think about such things as 
height, terrain, and defense for each team 
member. Obviously, weaker members (such 
as archers or spell casters) should be 
placed behind your stronger characters. 


PREDICTING 


Because this game features the Dual Turn 

System, you must predict where the enemy 

is likely to move. Keep the following in mind: 

e The enemy targets opponents with low HP. 

e The enemy prefers to attack from the 
side rather than the front, and the back 
rather than the side. 


Done! 0/9 
Done! 0/12 


AThis can really save time and give you the 
extra edge. 
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A You must predict where the enemy is likely to move. 


e The enemy prefers to attack from higher 
ground. 

Using this formula, you can usually 

determine the next move of the enemy. It 

can get complicated when there are multiple 

targets, but most of the time it works fine. 


ATTACKING THE ENEMY 

Gather as much information as possible 

and attack with a plan. While the bulk of 

your time during battle is spent either 
planning or attacking, some time is also 
spent reacting. The enemy may not always 
do what you expect. You may have to 
modify your tactics or use a trick or two to 
achieve the most favorable result. 

When attacking, pay close attention to 
the environment. Gather as much 
information as possible and attack with a 
plan. Consider: 

e Is an enemy close to defeat? 
Systematically destroy your opponents. 
Continue to hit the same enemy on the 
same turn until he or she is defeated. 
That way, there’s one less enemy to 
attack you during the next turn. 

e Has the enemy you want to attack taken 
its turn yet? If it hasn't, it may move after 
you issue the attack command. You may 
wind up attacking nothing but air. 

e Is there a large group of enemies standing 
near each other? Use techniques with a 
large field to attack the whole group. This 
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is easiest on the opening turn of a battle, 
when the enemies are usually lined up 
near each other. 

e Are there wounded allies who require 
healing? If your ally has enough HP, you 
can let him go without healing for a few 
rounds. However, if the ally is in danger, 
heal him rather than attacking—even if 
the attack would finish off the enemy. 
Better safe than sorry. 

e Is your ally in a compromising position? 
Remember the rules that govern the way 
the enemies behave. Even if your guy has 
no enemy to attack, move him to a safe 
position. Keep his back covered and watch 
the enemy’s move area to be sure you’ve 
moved him where the enemy can’t reach. 


VICTORY/DEFEAT 


The last part of a battle does not require 
much on your part. All you do is issue the 
finishing blow on the last enemy. Or, on 
some rare occasion, they issue the finishing 
blow on Hero. 

After the battle, 
you’ll see what kind 
of a reward, or how 
much “booty,” you 
receive. You get a set Tta! 2600006 
amount of booty for AYou receive a perfect 
completing the battle, bonus for winning the 
however it’s battle without losing 
dependent on the any of your team. 
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number of enemies you kill. Some battles 
require you to kill only the boss. On those 
occasions, the amount of booty is based 
upon how many enemies were left. 

You also find out how much of a 
“perfect bonus” you'll receive. You receive a 
perfect bonus for winning the battle without 
losing any of your team. This bonus tends 
to vary as well, but typically it’s the same 
amount as the booty. If you lose any party 
members during the battle, you lose some 
bonus for each casualty you suffered. 


Tactics 

You can take a multitude of different 
approaches to every battle. Even with 
walkthroughs and tips, every game is a 
little different. However, you can always 
implement certain battle tactics. Here are 
some of our favorites: 

e Baiting 

e Waiting 

e Blitzkrieg 

e Butting 

e Sacrificing 


BAITING 


Baiting the enemy involves purposely 
positioning an ally in a compromising position 
to force the enemy to attack that person on 
the next round. This is easiest when you are 
dealing with a limited number of enemies. 

Combine reasons for the enemy to 
attack that ally. For instance, try placing an 
ally with low HP next to a slight rise with 
his back facing the rise. How can an 
enemy resist such a tempting target? Of 
course, position this person during the last 
opportunity on that turn. Then, on the next 
turn, move that person out of the way and 
the enemy will end up hitting nothing. 


WAITING 


The waiting technique involves waiting for 
the enemies to come to you instead of 
chasing them. Set up a good defense first 
using whatever obstacles or other terrain 
elements are available. Keep your archers 
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A Try placing an ally with low HP next to a 
slight rise with his back facing the rise. How 
can an enemy resist such a tempting target? 
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Done! 0/9 
Done! 0/10 


AThe waiting technique involves waiting for the 


enemies to come to you instead of chasing them. 


and spell casters protected by placing 
them behind your stronger allies. 

This tactic can be extremely effective 
because most enemies attack as teams. 
Usually, the other teams wait until the 
advancing team is defeated before engaging. 


BLITZKRIEG 


A blitzkrieg attack involves sending 
everybody out full force without regard for 
casualties. The idea is to end the battle the 
fastest way possible. 

This tactic is best used when the 
objective is to take out the boss instead of 
all enemies. Because the battle ends when 
the boss is neutralized, you can take heavy 
casualties as long as you have sufficient 
momentum to finish the battle. 


BUTTING 


The butting tactic discussed in the game 
manual can be an effective way to deal 
with the enemy. This tactic requires you to 
predict where the enemy will move. 

Butting occurs when your unit attempts 
to move into the same square that an 
enemy unit is moving into. This causes the 
two units to crash into each other. 
Whichever unit has the higher weight takes 
the square, while the lighter unit loses its 
turn and is sent back one square in the 
direction it arrived from. 
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AThe idea is to end the battle the fastest 
way possible. 


To use this to your advantage, you 
must predict where the enemy will move 
(try a baiting tactic here) and then place a 
unit with a higher weight than the enemy in 
that square. Instruct your unit to attack the 
square you predict the enemy will land in 
after you clash. This allows you to attack 
the enemy, while at the same time, wasting 
one of its turns. 


SACRIFICING 


This tactic is definitely a last resort. All you do 
is leave damaged allies off all by themselves 
(a bit of the baiting tactic involved here). 

The enemies should come swarming to 
take them out. After their turns have 
expired you can cast a powerful group 
spell to hit all the enemies (and sometimes 
your person) at once. 


Butting allows you to attack 
the enemy, while wasting one 
of its turns. (left) 


The sacrificing tactic is 
definitely a last resort. (below) 
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Cool cars, huge guns, multiple power-ups, special attack moves and a series of huge and varied levels, each with their 
own unique features and objectives. What more could you want? Use this selection of vital hints and level-by-level 


guide to crush the enemy. 


Each character can pick up all sorts of 
weapons and use the shoulder buttons to 
fire them. They work perfectly when trying 
to reduce opponents to ashes, but when you 
pull off their special move, a more effective 
assault is unleashed. 


BEAR HUG ¢, >, +, 

An interesting move using mines, the Bear 
Hug triggers a gravitational force-field that 
the mines are retrofitted with. Automatically 
activated when an enemy vehicle enters 
your vicinity, it immobilizes it for around 
five seconds. 


BUCKSHOT EXPLOSION +, t, t, R2 
When you collect the Bruiser cannon tool, 
you can fire all of your shells at once using 
this move. The life span of any opponent is 
severely endangered by this move, but the 
Buckshot Explosion is best used as a good 
way to finish off a crippled vehicle. 


CACTUS PATCH <, >, T, 

Tap ¢, >, t, and the machine gun button 
when you have at least six mines. This 
condenses all the mines into one huge pack 
before spraying them all over the vicinity to 
trap and explode any car fool enough to 
come near. It can also damage your car, as 


AIRCRAFT GRAVEYARD, ARIZONA 
USAF Repository, Yuma Desert, Arizona. 
5:40 p.m. 

Features of this deadly arena include a 
bomber plane that can be triggered to 
shoot down your enemy if you find both 
control power switches. Turn both of these 
to the “ON” position while the radar 
devices are turning and await retribution! 
There’s also a crane that slows down as it 
gets damaged, flame jets, and plenty of 
moving planes that are destructible if you 
reach them before take-off. Don’t rove 
around too much or you end up in a secret 
area, triggering an automatic bombing if 
you’re there for too long. Missions of 
destruction here are the radio towers for 
Boogie and Dave, hangars for Houston 3 
and Slick Clyde, and the Chinook 
helicopters must be in flames before Loki 
and John Torque can go home. 


it’s difficult to avoid the mines once they’re 
in place—be warned! 


COW PUNCHER 4, t, +, R2 
The Cow Puncher move is similar to the 
Turtle Turnover, costing two Bruiser cannon 
shells and launching a dangerous energy 
blast, but instead of turning an enemy over, 
it simply sends the foe rolling away, 
smashing the chassis all the way. 


CRATER DIGGER 4, 4, t, R2 
Used while in possession of the Sky Hammer 
Mortar Swivel, the Crater Maker move costs 


anywhere from one to five shells, but it’s 
well worth it. You take the rest of your ammo 
and clump it together to create a huge ball of 
energy that does a lot of damage and creates 
an impressive crater on impact. 


FIRE DECOY 1, t, +, 

When you have two or more Interceptor 
missiles, you can use this move to send out 
streaking red-hot energy missiles that your 
enemy’s target tracking will follow for a 
while, leaving you in the clear. 


LIMPET BOMB 1t, 4, +, R2 
Again, two rockets, but this time for the 
Bull’s Eye weapon. These non-explosive 


CANYONLANDS, UTAH 

Route 191, near LA SAL Junction, Utah. 
10:32 a.m. 

The canyons in Utah provide rugged 
background for the latest fight. Here you 
come across falling boulders that can deal 
serious damage to your roadster, but if you 
set them off at the right time, they act as 
useful weapons against the enemy. Crucial 
bridges and ramps can give you that extra 
lift to reach the power-ups, and if you 
watch carefully, mystical lights set in a ring 
of freaky stones act as a teleporter to one 
of many points in the arena. 

Again, depending on your role, you will 
be there to destroy the Anasazi ruins 
(Chassey Blue and Sid Burn), Zuni-Vista 
Hotel (Sheila and Molo), or gas station 
(Convoy and Houston 3). 


CASINO CITY, NEVADA 

Nugget City, Nevada. 4:46 a.m. 

Early in the morning you arrive in the city that 
rarely sleeps to battle it out with various 
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rockets cling to the nearest bad guy’s 
chassis and send the vehicle screeching out 
of control. 


STAMPEDE 1t, +, t, 

This move costs about five Bull’s Eye 
rockets but can have a devastating effect 
on your opponent; it sends a large group of 
missiles thundering down on your enemy, 
all at the same time. 


TURBO BOOST 1, 1, 1, R2 
This move isn’t linked to any particular 
weapon, although it does work best with 
Interceptor missiles. Press 1 three times 
before firing your machine gun and a 
homing missile will be launched while still 
attached to your vehicle, giving you a 
tremendous boost when it is needed. 


TURTLE TURNOVER +, 4, 4, RZ 
For the reasonable price of two shells of the 
Sky Hammer mortar variety, you can pull off 
the cool Turtle Turnover move. You fire a 
sleek energy blast that bounces the 
enemy’s vehicle into the air, eventually 
rolling it onto it’s back. In this position it’s 
wide open to attack, as long as you don’t 
target from the front. 


motorists and pieces of architecture. You 
should see a blimp circling in the sky. It 
occasionally lands, and if you get aboard in 
time, it lifts you up to the bonus-laden 
rooftops. Other bonus areas in the gambling 
graveyard are a gas station that, when 
destroyed, becomes a series of ramps, and a 
huge underground car park that yields many 
surprises. But watch out for the manhole 
covers that can explode under your rear axle. 

Gamers portraying Sid Burn or John 
Torque should train their weapons on the 
gas stations, and Sheila or Beezwax 
impersonators must level the Galaxy Hub 
Hotel and Casino for their mission. 
Meanwhile, Boogie and Chassey Blue are 
going to the wedding chapel and they’re 
gonna get harried! 


GHOST TOWN, NEW MEXICO 
Mesa Diablo, Hunters Wash, New 
Mexico. 7:18 p.m. 

Slick Clyde, Houston 3, Convoy, Molo, 


Dave and Loki are holed up in a ghost town 
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at sundown, charged with the missions of 
eradicating the bank (Clyde and Houston), 
train station (Convoy and Molo), and Indian 
village (Dave and Loki). 

It’s easy to get lost in the craggy, 
shadowy rocks near the Native American 
dwelling, but the arena is worth exploring, 
as it harbors such secrets as the railway 
bridge (a challenge to destroy) and haunted 
train, which carries crucial power-ups. A 
dangerous mini-tornado and tumbleweeds 
can seriously hamper your progress. 


HOOVER DAM, ARIZONA-NEVADA 
Hoover Dam, Arizona-Nevada Border. 
2:12 p.m. 

The Hoover Dam boasts many funky traps 
and groovy power-up bonuses. The 
missions are demolishing the power station 
if you’re Sid Burn or Sheila, the visitor 
center for John Torque or Boogie, or the 
transformers littered around for Dave or 
Loki. While you’re there, look out for 
features such as rain that can hamper your 
progress. The four teleporting pipes 
stationed in the central area lead to one of 
the other pipes if you venture inside. 

Also, unless you reach the power 
station beforehand, a quick flick of the 
switch on the main dam area electrifies the 
whole oil river, doing untold damage to 
unprepared destructors. 


OIL FIELDS, NEW MEXICO 


Hexagon Petroleum Refinery, Antelope 

Ridge, New Mexico. 7:30 p.m. 

Sheila and Molo come here to destroy the 
oil pumps and each other, Slick Clyde and 
Beezwax are on a mission to wreck the oil 


Simply enter the codes at the Pass-Code 
option and start a new game. 


| WILL NOT DIE 

This code is the ultimate invincibility cheat, 
allowing any racer to complete an entire quest 
without depleting any energy. 


GO SIGHTSEEING 

During your illegal travels while you try to 
carry out your task, those other renegade 
drivers train their weapons on you, hampering 


your progress. This code removes all these 
enemies, making your mission much easier. 


DEADLY MISSILE 

If the weapons you're picking up lack the 
firepower needed to boost your ego, this code 
gives you some super-powerful red-hot homing 
missiles, guaranteed to blow your mind and 
your enemies. 


HARDEST OF ALL 

Cheat codes can also be used to give you an 
even greater challenge. Inputting this phrase 
in the Pass-Code area raises the difficulty 
setting to Super Premium Hi Octane. 


PRIMA’S 


rigs, and Sid Burn and Convoy meet here 
while devastating the crude oil tanks. 
Whatever the reason a racer has to be at 
the oil refinery, you can be assured of a 
great explosive fight! 

One of the main things to watch out for 
are the flamethrowers located throughout 
the place. Brush up to these and you'll be 
burning alive! There are rolling tanks that 
can crush you—or your enemy, if triggered 
properly. And watch for the silo that can be 
climbed for bonuses, slippery oil patches, 
and vertical flamethrowers. 


SKI RESORT, COLORADO 


Busted Hump Ski Resort, Rocky 
Mountains, Colorado. 10:46 a.m. 

The hometown of Beezwax, converted into 
a fancy ski resort, is the setting for this 
literally chilling scene of devastation. 
Whoever you play, you must force your way 
through the almost traction-free snow and 
ice, destroying your chosen targets, before 
inevitably shooting your enemies to death 
and fire-bombing their vehicles. 

Extras on this hilly level are fir trees 
that, if chopped down, eventually start a 
devastating avalanche; cabins that hide a 
ski lift crucial to aiding your progress up 
and down the incline; and snow machines 
that blur your vision on either side of the 
slide. Slippery ice patches must be 
anticipated to avoid sliding out of control 
and bursting into flames. 

Again, your mission depends on the 
character you play. Beezwax must destroy 
all of the condominiums at the top of the 
incline, Houston 3 is programmed to reduce 
all of the ski lift stations to rubble, and 


REDUCE GRAVITY 

No bumpy ride compares to the one you get 
while driving around in a world with super-low 
gravity. This code changes the law of physics 
for all of the vehicles in Vigilante 8 and makes 
for an afro-raising ride! 


SAME CHARACTER 

End those arguments over who’s going to play 
Boogie with this extra cheat. Once this code is 
tapped in on the Options/Pass-Code screen, 
both people in a two-player game can use the 
same character. 


MONSTER WHEELS 

This code equips your character’s vehicle with 
an awesome pair of monster truck-sized 
wheels. When used with the low gravity cheat, 
it guarantees a wholly different style of game 
from the regular action. 


WMNNWLHTSCUCLH 

Not so much a cheat as the final code, with 
every quest completed, all levels selectable 
and all characters playable, including the 
extra-terrestrial “Y.” 
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Loki’s mission is to find the main ski lodge 
and smash it down. Convoy must also get 
rid of the condominiums, while Slick Clyde 
glides around annihilating the ski-lifts, and 
Chassey Blue targets the ski lodge. 


VALLEY FARMS, CALIFORNIA 


Premium Fruit Co., San Joaquin Valley, 
California. 3:08 p.m. 

This deceptively peaceful-looking farm is 
the next stage. Aside from racing around 
the farm, knocking oranges off the trees 
and avoiding the pressured silos that can 
wreck your vehicle, you also can leap off 
exploded horse trailers to explore barn lofts 
for bonuses. Plus, you can trigger waves 
with one shot at the water spigot, and send 
windmill blades crashing down on your 
enemies. 

If you arrive here as Molo or Dave, the 
windmills are your chosen target; Chassey 
Blue and Beezwax have the unenviable task 
of sorting out the silos; and the barns have 
to be laid to waste by John Torque or Boogie. 


SAND FACTORY, UTAH 

Anasazi Sandworx Co., Bacon Slab, 
Utah. 6:50 p.m. 

This arena is accessible only in Arcade 
mode and sees all of the flared funksters 
assembling in the dusty Anasazi sand 
factory, fully equipped with conveyor belts, 
collapsible sand piles, growing sand 
mountains, handy elevators, and a groovy 
automatic jump chute that you reach from 
the factory. And there really is an awful lot 
of sand. Otherwise, just keep those bullets 
flying, baby, and no jive-talkin’ dude’s 
gonna dent your fender! 


SECRET BASE, NEVADA 


Advanced Weapons Research Center, Site- 
4, Papoose Dry Lake, Nevada. 3:15 p.m. 
All of Dave’s freaky dreams are realized as 
any of the funky competitors can groove 
their way to this eerie extraterrestrial pad 
and start some serious Arcade shooting! 
There’s no quest here, but watch out for 
the laser turret and don’t use any tracking 
missiles until you have destroyed the radar 
aerial. The aerial blocks the signal, so you 
may end up shooting yourself! 

You can trigger a Stealth plane by 
knocking away its ladder, or find the UFO 
inside one of the secret hangars. Driving 
through the HQ triggers the missile silos; all 
you then have to do is pass underneath their 
signal bays and it’s a shoot-’em-up from the 
skies! The truth is somewhere around here! 


Invincibility 300659080008 
Extra Levels/ Deadly 


Homing Missiles 3006590900F0 


WARCRAFT Il: 
TIDES OF DARKNESS 


Whether you’re attempting to command the surly but tough Orcs or the honorable and versatile Humans, these tips will 


help you become a master general. 


GENERAL COMBAT 


TACTICS 


SAFETY IN NUMBERS 

Always attack in groups. If you outnumber 
your enemy, you'll take them out quickly. 
Outnumbered invaders may get only one or 
two hits off before they meet their maker. 


ARMOR IN NUMBERS 

Your soldiers are well-armored and your 
(unarmored) archers/axe-throwers attack from 
a distance, so keep your well-armored units 
up front and your long-range guys in the back. 


ROPE-A-DOPE (LAND) 

Get a large group of units and keep them out 
of your enemy's sight. Use one of your fastest 
characters as bait and have him approach the 
enemy. When the enemy tries to attack, have 
the character retreat to your large group of 
units. When the enemy follows, ambush them. 
You can cast destructive spells such as 
Runes, Death and Decay, or Blizzard on 
advancing or retreating enemy troops, as well. 


ROPE-A-DOPE (BEACH) 

Leave your battleships offshore and land one 
transport with a knight. When the knight 
touches land, enemy troops rush to attack. 
Run him back onto the transport and back 
away from shore. Your battleships will handle 
your foes. 


ROPE-A-DOPE (SEA) 


If you attack an enemy ship with an archer or 
a Ballista, the ship comes closer to shore. 
Have your unit retreat. When the ships touch 
the shore, sink them with catapults or 
magical attacks. Remember that Rope-a- 
Dope works both ways. If you use the Stand 
Ground command, your units won't fall for 
this trick. 


DISTRESS SIGNAL 


Attack a building on the edge of your 
enemy’s base until it catches on fire. The 
enemy will send many peons/peasants to 
repair it. Pick them off as they try to repair the 
burning building, and keep this up until your 
enemy runs out of peons/peasants. 


BUILDING WITHOUT A PERMIT 


If your enemy leaves peons/peasants 
unguarded, sneak one of your own into his 
base and build a couple of guard towers near 
the gold mine. The towers will open fire on 
the enemy peons/peasants. 


MIXED COMPANY 


All units that can attack air units have weak 
armor. If a platoon of ogres or grunts meets a 
group of archers, the archers are easily killed. 
If one dragon meets a group of footmen, the 
footmen are toast. Group mixtures of unit 
types so they can protect each other. 


STRATEGIC ATTACKS 

Exploit enemy weaknesses. Use dragons or 
gryphons against their units that can’t fight 
back. If you encounter a group of archers or 
axe-throwers, attack them with your well 
armed ground forces. 


HIT THEM WHERE IT HURTS 


Pick your targets wisely. If you breach enemy 
defenses, take out their more important 
buildings. If they’re killing you with Paladins, 
try to wipe out their church. If you’re going to 
send in a huge air attack, destroy their 
lumber mill so they can’t produce archers or 
axe-throwers. 


BRING IT ON 

Sometimes looks can be deceiving. Just 
because an enemy’s base is well guarded 
with towers, that doesn’t mean that the entire 
base is defended well. Sometimes you can 
rush into an enemy base, right past the 
towers and straight to the gold mine. 


ROCK, PAPER, SCISSORS (LAND) 


Military land units have great armor, but can’t 
hit flying units. Flying units can't be hit by 
land units, but they lack precise attacks and 
are expensive. Archers can wipe out flying 
units, but they have weak armor. 


ROCK, PAPER, SCISSORS 
(BUILDINGS) 


Cannon towers can't hit flying enemies and 
guard towers have fewer Hit Points. When 
you attack, use catapults on the guard towers 
and air attacks on the cannon towers. 


ROCK, PAPER, SCISSORS (SEA) 


Destroyers are the only naval vessel that can 
hit air targets, but they have weak armor. 
Battleships can easily sink destroyers, but 
they’re defenseless against air attacks. 
Submarines don’t have the best armor, but 
they can only be seen by air units. 


GO FOR THE GOLD 


It’s not against the rules to mine several gold 
mines at once. If you stumble on an 
unguarded mine, build a second hall near it 
and start mining. Collecting more gold than 
your enemy gives you an advantage. 
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DECOY TOWERS 


Build a scout tower outside your base. When 
enemy mages or Death Knights attack, they’ll 
cast their powerful spells on the decoy, 
leaving your base unharmed. 


EXPLORE THE MAP 

Uncover as much of the map as you can as 
soon as you can. This allows you to spot 
weaknesses in the enemy’s defenses and so 
plan your attacks accordingly. 


DEFORESTATION 

Goblin sappers and dwarven demo squads 
can blast through rock and forest. Blast a 
hole in the enemy’s defenses and hit them 
from the rear. They won't know what hit them. 


KILL THE CRITTERS 


Yes, it’s inhumane to kill sheep in cold blood, 
but they get in the way, often stopping right 
where you want to build. They can also create 
logjams when your troops are trying to 
defend the base. So remove them whenever 
you have a free moment. 


WE DON’T NEED NO 
STINKIN’ ARROWS 


If your enemy has no air units, don’t waste 
your time making archers or trolls. Their 
weak armor makes them easy targets for 
the enemy ground units. Save your gold for 
your ground forces. 


SPEED KILLS 


Remember that you can change the speed of 
the game from the Options menu. Set the 
speed to “Fast” when you build and “Slow” 
when you fight. Remember, the computer 
doesn’t need to move a cursor around the 
screen. Slowing the action gives you time to 
cast spells or reorganize your troops. 


BEWARE OF YOUR OWN AIR FORCE 
Dragons and gryphons are cool, but they 
have this horrible habit of blasting each other 
as well as anyone who gets in their line of 
fire—often roasting their allies. They’re also 
reluctant to retreat from battle, so unless your 
enemy’s air defenses have been destroyed or 
you're in a naval battle, don’t use them. 
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WARHAWK 


Use this detailed guide to each level to become an ace pilot with the minimum fuss. 


LEVEL 2: 


GENERAL HINTS 


e Use the Plasma Cannons. After hitting a 
larger enemy once with a missile swarm, 
charge the cannon up (to about 400 
damage points), then unleash it at point- 
blank range. It fires a highly potent blast 
that finishes off airship escorts and 
gatekeepers. Remember to use the cannon 
at close range because its effectiveness 
dissipates over a longer range. 

If you’re having trouble shaking an enemy 
in a dogfight, use your Left and Right 
shoulder buttons to execute high-speed, 
evasive, tight turns. Or slow down—in 
many cases your enemy will fly in front of 
you, making him an easy target. 

When targeting a missile, make sure you 
lock on before firing. Also make sure the 
target isn’t behind a wall or other barrier 
that might get in the way of your missile. 


THE WARHAWK FILE: 


THE BRIEFINGS 


If you prefer to fight your way through the 
whole of WarHawk on your own, you may 
want to overlook the information here. 
These passwords and briefings are 
provided to enable you skip through levels 
without playing through the entire game. 
We recommend you try beating WarHawk 
without the password first. Using them 
skips you ahead but also ruins a great 
game experience and denies you the 
satisfaction of beating it yourself. 


LEVEL 1: THE DESERT 


This level is a quick and easy mission if you 
keep the aircraft moving and your Lock- 
Ons loaded. First destroy the cannons 
surrounding the perimeter then concentrate 
on the center cannons. Try using a figure 
eight flight pattern and keep your attack 
consistent. When you have finished the 
cannons off and the pyramid emerges, use 
Swarmers to take out the red domes. 
Collect the containment canister (inside the 
pyramid) and proceed to the next level. 
Pilot Point: The small building contains 
cool goodies (like Swarmers and Flash 
Bombs) you'll want to collect before going 
on the next mission. Stockpile weapons 
before you take out the last center cannon. 


THE CANYON 
ACCESS CODE: esrxeoone 


The key here is to stay low and keep 
moving at all times. Use the water and 
bounce your craft erratically up and down 
to avoid enemy fire. If your shield gets low, 
fall back into a safe spot you have already 
cleared out and allow it time to recharge. 
Use Flash Bombs and Plasma 
Cannons on the Gatekeepers and keep 
your eye on the sky for plasma mortars. 
Pilot Point: Never stand still and take an 
unnecessary pounding. Regroup and 
recharge your shields in a safe area away 
from the battle. The floating mines can be 
annoying, but they’re easily avoided or 


destroyed. 
LEVEL 3: THE AIRSHIP 


ACCESS CODE: xaxmmama 

Try to inflict equal damage an all the 
airships but take the smaller ones out first. 
Because you’re up against such a 
tremendous amount of firepower, use your 
Lock-Ons and Swarmers to take out the 
airships. Use the larger airship’s docking 
bay as a safe haven to charge up your 
shield. 

Pilot Point: You need to enter the main 
airship twice to collect all canisters. Enter 
the ship via the flight bay and watch out for 
crossfire. 


LEVEL 4: THE VOLCANO 


ACCESS CODE: saxxx.aeu 


Because there’s no place to hide, you must 
develop a flight plan that works for you and 
stick to it. If you can upgrade a weapon to 
Ultra status, use it. Try to take care of the 
cannons below the clouds first, and use 
your afterburner to get out of tight 
situations. 

Pilot Point: Two words—Flash Bombs. But 
you have to watch the radar, too. It locates 
threats quickly and alerts you to canisters. 
Also look out for minor details around the 
stone spires—they’re often power-ups. 


LEVEL 5: THE GAUNTLET 


ACCESS CODE: zez0caxun 


The Gauntlet is tricky but not impossible. 
Speed is not necessarily an asset. 


THE BIG PLAYSTATION BOOK — 2001 EDITION 


Exploring this maze of tunnels and caverns 
can pay off, but don’t take the risk with low 
shields. There’s only one canister, but it 
takes everything you have to retrieve it. 
Some obstacles may have to be 
“sidestepped,” so don’t get caught between 
a proverbial rock and a hard place. 

Pilot Point: In these cramped quarters, 
Lock-Ons are your best bet. Running low 
on shields? Try the “Wounded Bird” 
technique. Park yourself in front of a 
pyramid-shaped floor cannon and keep 
firing on it (using your machine guns) to 
charge up your shields. 


LEVEL 6: THE STORM 


ACCESS CODE: axamexee 


Kreel’s forces are making a last stand in 
this tower. Your main concern is finding the 
enemy in the dark. You should use the brief 
flashes of lightning to guide you to your 
target, and keep those afterburners firing. 
Pilot Point: While attacking the tower, don’t 
forget about Kreel’s airborne forces. You 
can get caught in a nasty crossfire if you 
aren't careful. 


801B8A440008 
801B8A482003 
801B8A420064 
801A2B3C012C 
801A2B3E012C 
801A2B40012C 
801A2B42012C 
801B8A460012 


Infinite Lock-On Missiles 
Infinite Plasma Cannons 
Infinite Rockets 

Infinite Shields 

Infinite Shields 

Infinite Shields 

Infinite Shields 

Infinite Swarm Missiles 


WarHawk can be very difficult at times, and 
maybe you think you need to even the odds. 
Well, we can help. With this special code you 
will have infinite weapons. Load the code in at 
the beginning of the game, collect Flash Bombs 
and Doomsday Bombs (if you can find them), 
then die. Start over at any level and you should 


still have a full complement of weapons, 
including the new goodies you just picked up! 


FLYING TECHNIQUES 

Mastering the WarHawk can take time, but 
learning these flying techniques gives you a 
much-needed advantage over the airborne 
Kreel Forces. 


SIDESTEPPING 

Use the ©) and (4) buttons to “sidestep” 
missiles and slowly creep around corners and 
canyon edges. 


BURNING LOOP 

Start into a loop, and as you begin pulling back 
on the stick, hit the afterburner and continue to 
pull hard into the loop. This maneuver can 
shake aggravating enemies and quickly get the 
WarHawk out of bad situations. 


WARPATH: 
JURASSIC PARK 


Question: Which would be the winner in a toe-to-toe scrap? A six-meter high, fourteen-meter long T-Rex, 
or a two-meter high, five-meter long Styracosaurus? Answer: Either of them with these handy tips. 


V Use an air toss move to get your opponent on their back. as you taunt. The best time to taunt is 
5 7 7 j > 7 when your opponent is down on the 


ground, but weigh it up against getting in 
a pin move instead. 

e Practice using different dinosaurs, each has 
their own strengths and weaknesses —for 
example, Anky has a very powerful tail 
attack, and Styrac has a good horn attack. 

e Try to memorize the Seven Hit Combos. It 
may be a little tricky to pull off, but it’s 
worth it for the damage it causes. 

e If you eat the people or animals that run 
around the fight area, you will restore some 
lost energy. Once you have them in your 
mouth, you can't make a biting attack until 
you swallow them! 


UNLOCKING HIDDEN 


FEATURES 
SURVIVAL MODE 


Complete the arcade mode with any 
character on easy level. 


' a BONUS CHARACTERS 
-o — Complete the arcade mode with each 
- dinosaur. Every other completion will unlock a 
: bonus character. A total of six bonus 
bee - characters can be unlocked. These are: 
n,” _. Carchar, Pachy, Spino, Trike, Cyro and 
_ Alberto. 


EXHIBITION MODE 


— Complete the game with the eight starting 
AA two-hit pin move. dinosaurs, and the six bonus dinosaurs to 


AStyrac’s double horn strike « + x. GENER AL TIPS: unlock exhibition mode. 


e After an “Air Toss” (m + A), quickly follow it BONUS FMV SEQUENCE 
up with a pin move, (x + @). Then keep Complete the game with all 14 characters to 
pressing the buttons for extra hits. The view a FMV sequence featuring dinosaurs. 
weaker your opponent, the more hits you ALTERNATE APPEARANCE 
can get in, up to 9+. . 

< Use:the (and t buttons to:‘move Successfully complete survival mode to 


p around the fight area. This is a side step unlock a different appearance for the 
, move, and is very useful for dodging character that was used. Press 4 at the 


attacks, but beware, if you lunge at your character selection screen to change your 
opponent and he side steps, it leaves your dinosaurs’ appearance. 


< flank open for attack. 
2 4 - ere e Keep an eye on your frenzy meter —when INVULNERABILITY ; < 
] LPs Complete survival mode without using any 


it’s completely red, then is the time to : $ mi 
unleash your biggest combo for maximum continues to unlock the "Invulnerability 
option. 


damage. Taunting (R3) adds to your frenzy 


A Catch the goat running around for an 
energy boost. 
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meter, but be careful of quick counterattacks END 2 
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WARRIORS OF MIGHT & MAGIC 


WARRIORS OF 
MIGHT & MAGIC 


Accusations of witchcraft and Necromancy abound, condemning people to exile, death from stoning or worse, to be flung 
into a pit of demonic creatures. Our hero, Alleron, becomes one such accused and sets out to prove his innocence. 


LEVEL ADVANCEMENT 


Level. Number of the level. 


Experience points. How many total 
experience points you need to earn to 
advance to that level. 


Armor. What percentage of damage you 
can ward off for each successful hit against 
you. For instance, a value of 25 means that 
you take 25% less damage. You have no 
armor value until the second level, and the 
maximum level (30%) occurs at level 16. If 
you are holding a shield, your armor value 
gets boosted according to the shield’s 
armor rating. 


Magic Resistance. How much resistance 
you have against spell damage. It shows 
what percentage of spell damage is 
subtracted from each spell successfully 
cast against you. A value of 25 means that 
you take one-quarter (25%) less damage 
than if you had no magical resistance. 


Stun Level. How much stun power and 
resistance a creature has. During a fight, if 
a creature’s Stun Level is higher than yours, 
you'll probably be temporarily stunned. The 
upside is that if your Stun Level is higher, 
you’re the one doing the stunning. 


Tip: Approach high-level creatures with 
caution. If the creature is very large and 
powerful, run around a lot while fighting 
very large creatures. This helps prevent you 
from being stunned or knocked backward. 


Health. How many total Health points you 
possess at this level. When this number 
drops to zero, you die. Health potions and 
Health-related spells can restore your 
Health points. 


Mana. How many total Mana points you 
possess at this level. When this number 
drops to zero, you can’t cast any more 

spells until you find more Mana potions. 


SLASH DOGY 


<AHORRID BLADE 


VEVIL EYE 


Magic 
Points Armor Res. 


0 
250 
500 
800 
1300 
1700 
2000 
2800 
3600 
4500 
5500 
6300 
7000 
8000 
9000 
9500 
9900 
10500 
11800 
13200 
55000 
60000 
65000 
70000 
75000 
80000 
85000 
90000 
95000 
100000 


WEAPON & SHIELD 


STATISTICS 


25 
25 
30 
32 
35 
40 
42 
45 
47 
50 
50 
50 
50 
50 
50 
50 
50 
50 
50 
50 
50 
50 
50 
50 
50 
50 
50 
50 
50 
50 


Type. Name of weapon or shield. 


Armor. Shields act like additional armor 
and boost your armor rating. For instance 
if you’re holding the Spiked shield, you 
deflect an additional 5% of damage. 


3 


Damage. Range of possible damage, from 


minimum to maximum. Weapons (as well 
as most spells) have a range of possible 


successful damage values — for example, 
each time you hit a creature with the Battle 


Axe, you do somewhere between 4 and 7 
points of damage. 


PRIMA’S UNAUTHORIZED STRATEGY GUIDE 


Stun 
Level Health 
50 
60 
70 
80 
90 
100 
120 
140 
160 
180 
200 
225 
250 
275 
300 
330 
360 
390 
420 
460 
500 
500 
500 
500 
500 
500 
500 
500 
500 
500 


TYPE 

Battle Axe 

Blood Maul of Ardon 
Crusader’s Broadsword 
Demon’s Battle Axe 
Demon’s Blade 
Demon’s Hammer 
Executioner’s Halberd 
Fist 

Long Sword 

Maul of Spirits 

Stone Axe of Might 
Sword of Ancients 
Wizard’s Hammer 


DAMAGE 
4to7 
60 to 75 
8 to 12 
16 to 24 
14 to 20 
40 to 54 
10 to 14 
1to3 
2to6 
25 to 32 
26 to 35 
22 to 30 
14 to 20 


WEAPON DAMAGE 


Brute Claw 6to9 
Death Knight Sword 6 to 10 


Evil Eye Slash 18 to 30 
Filthan Claw 3to7 
Ghost Fist 12 to 20 
Golem Fist 35 to 80 
Grub Claw 1to4 
Horrid Blade 12 to 18 
Stone Maiden Claw 8 to 12 
Talinthraxus Bite 35 to 50 
Urgar Executioner’s Axe 9 to 12 
Urgar Mystic Fist 4to8 


SPELL S 


Spell. Name of the spell. 


Mana. How many points of Mana are 
consumed each time you cast the spell. 


Radius. Maximum distance at which the 
spell is still effective, in feet. If a target is 
within this radius, it will take damage. The 
further away from the point of impact, 
however, the less the damage. 

Time to cast. How long the spell takes to 
cast, in seconds. 

Damage. Range of possible damage, from 
minimum to maximum. Most spells, but not 
all, can do damage to your opponent. The 
Shield spell actually protects you against 
damage from an enemy. 


Description. What the spell does to your 
enemy or to you when successfully cast. 


CREATURE STATISTICS 


Health. How many Health points the 
creature has. When this is reduced to zero, 
the monster dies. 


Might. Damage bonus, in points. These 
points are added to the damage of 
whatever weapon the creature is using. If 
the creature has a high Might, it delivers 
that much more damage per blow. 

The higher a creature’s Might, the more 
damage you'll take when it hits you. The 
opposite, however, isn’t true — if the 
creature’s Might is low, damage is unaffected. 
Armor. How many points of damage the 
creature’s skin, scales or armor can absorb 
before losing Health Points. 

Magic Resistance. What percentage of 
spell damage a creature can deflect. As an 
example, if you cast Lightning (50 damage) 
against a monster with 50% Magic 
Resistance, the net damage is only 25 
damage points (half of the original damage). 


TYPE 


Spiked 
Kite 
Tower 
Kreegan 


NAME MANA RADIUS CASTING 


Firestorm 10 
Lightning 20 
Holy Wrath 50 
Snap Freeze 25 
Shield 35 
Healing 10 
Crossbow 1 


CREATURE NAME 
DeathKnight 
DeathKnight, Canyon 
DeathKnight, Gold 
DeathKnight, Green 
DeathKnight, L8 
DeathKnight, Purple 
DeathKnight, Silver 
DeathSquire 

Evil Eye 

Evil Eye, Baby 

Evil Eye, Blue 

Evil Eye, Giant 

Evil Eye, Red 
Filthan 

Ghost 

Giant, Golem 
Giant, Horrid 
Golem 

Grub Warrior 

Grub Warrior (8) 
Grub Warrior, Black 
Horrid 

Kreegan Boss 
Kreegan, Fire Slave 
Kreegan, Ice Slave 
Kreegan, Stone Slave 
Minion of Daglathor 
Minion of Fire 
Monk 

Raven, Carlin 
Saylo 

Scarab 

Slash Dog 

Slash Dog, Black 
Slash Dog, Red 
Snake 

Stone Maiden 
Talinthraxis 
TwiceBorn 
TwiceBorn, Caster 
TwiceBorn, Giant 
Urgar, Axe 

Urgar, Brute 

Urgar, Spell 

Viper 

Viper (3) 

Viper (6) 

Viper, Giant 

Viper, Giant (6) 
Viper, Zipper 
Warlord 

Warlord, Canyon 


TIME 
0.5 
1.25 
0.85 
0.65 
0.45 
0.35 
0.25 


Stun Level. How much stun power and 
resistance a creature has. During a fight, if 
a creature’s Stun Level is higher than yours, 
you’ll probably be temporarily stunned. The 
upside is that if your Stun Level is higher, 
you’re the one doing the stunning. 


HEALTH 


DAMAGE 


40 to 60 
25 to 35 
800 to 1200 


DESCRIPTION 


Casts fireballs at the target 

Casts lightning bolts at the target 
Blast destroying all around caster 
Temporarily freezes the target in place 
Absorbs up to 75 damage points. 
Restores 10 Health points. 


Damage. Many creatures carry weapons 
and use them against you. Each weapon 
has a range of possible damage, from x 
minimum to maximum. 


MIGHT 
40 
40 
16 
16 
16 
16 
16 
16 
20 

3 
20 
30 
20 
80 

6 
45 

9 
15 

2 
20 

2 

3 
25 
70 
80 
80 
30 
30 
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GOLEAN> 


MAGIC STUN 
ARMOR RESISTANCE LEVEL 

20 15 14 
20 15 14 
10 5 22 
10 5 20 
30 20 30 
10 18 
10 16 
10 14 
40 15 
2 10 
40 28 
50 24 
40 36 
80 12 
36 28 
15 36 
6 12 
10 32 
1 

50 30 
1 


2 

35 64 
60 60 
60 60 
65 60 
30 55 
30 55 
10 

2 

2 
10 
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WCW MAYHEM 


Grab your tights and elbowpads, it’s time for another round of flying folding chairs and airborne trashcans. Check out 


the codes and quick reference moves for some of the WCW Mayhem wrestlers. 


Special moves in WCW Mayhem have been 
designed to make things as simple as 
possible for the gamer. This game has a 
controlling method whereby the button 
presses for every wrestler's special move is 
identical, even though the resulting moves are 
different. The majority of the most powerful 
moves are made while in a Grapple with your 
opponent. A few are made out of Grapple. 
The following outlines the basics of the 
special moves. 


ATTACKER STANDING—OPPONENT 


FACE DOWN 

Action Command 
Face Down Move One A 
Face Down Move Two 4 or 4+ @ora+s 
Face Down Move Three x 
Face Down Move Four X+Porxt+s 
BOTH STANDING 

Action Command 
Special Punch or Kick Move One A 
Special Punch or Kick MoveTwo 4+ f#ora+¥4 
BOTH IN GRAPPLE 

Action Command 
Grapple Move One a 
Grapple Move Two Ait 
Grapple Move Three Aid 
Grapple Move Four e 
Grapple Move Five @it 
Grapple Move Six @iv 
Grapple Move Seven x 
Grapple Move Eight xX+f 
Grapple Move Nine Xt 


ATTACKER STANDING—OPPONENT 
ON TURNBUCKLE CLIMB OUT/IN RING 


Action Command 
Corner Attack Move One AorA+tora+s 
Corner Attack MoveTwo @or@+tor@+v¥ 
Corner Attack MoveThree uorX+@orx+% 
ATTACKER STANDING— 

OPPONENT ON BACK 

Action Command 
Face Up Move One A 
Face Up Move Two A+foradsd 
Face Up Move Three x 


Face Up Move Four X+PorxX+sd 


WCW Mayhem has a series of hidden 
features. Some of them are accessible by 
winning the Quest for the Best tournament. 
These include special backstage areas and 
hidden wrestlers. To access these features 
and more, go to the Pay-Per-View password 
screen and enter the codes listed below into 


Feature Cheat 
Unlock Hidden Wrestlers PLYHDNGYS 
Quest for the Best CHT4DBST 
Doppelganger Mode 
(play as same wrestlers) DPLGNGRS 
Classic Nitro Set PLYNTRCLSC 
All Backrooms 
(Match Options screen) CBCKRMS 
Bionic Created Wrestler MKSPRCWS 
THE WRESTLERS 
WCW 
GOLDBERG 
Action Command 
ATTACKER STANDING — OPPONENT 
STANDING 
Double Axe Handle A 
Side to Head Elbow Ait 
mee 7 === Quick Punch e 
Sects] Power Punch @ +t 
Eg Front Kick x 
Spinning Back Kick 
xX+f 
Jackhammer 
(Taunt) 
ATTACKER FRONT GRAPPLE— 
OPPONENT FRONT GRAPPLE 
Hiptoss Zore® 
Shoulder Butts Arm Twist A 
Backbreaker Ait 
Snap Suplex Aids 
Body Slam @it 
Gorilla Press @iv 
Elbow Smash Arm Twist x 
Choke Slam X+ 
Underhook Powerbomb Xt 
Jackhammer (Finisher) a 
ATTACKER STANDING— 
OPPONENT RUNNING 
Goldberg Spear Hore 
Gorilla Press A 
Knee Gut x 
ATTACKER RUNNING— 
OPPONENT STANDING 
Flying Shoulder Block 4 or @ or X 
ATTACKER REAR GRAPPLE— 
OPPONENT STANDING 
Side Slam E or © 
Rear Clothesline A 
Full Nelson Slam x 
ATTACKER STANDING— 
OPPONENT FACE DOWN 
Elbow Drop a 
Boston Crab Ai? 
Stomp x 
Camel Clutch Xi 
Head Shake & Growl (Taunt) R2 
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ATTACKER STANDING— 
OPPONENT FACE UP 


Body Stomp A 
Spinning Toe Hold Ai? 
Elbow Drop to Body x 
Elbow to Head xX+ 
Jackhammer Sign (Taunt) 


ATTACKER ON APRON— 


OPPONENT STANDING OUT OF RING 
Turnbuckle Double Axe Handle or @ or x 


ATTACKER STANDING— 
OPPONENT LAY INTURNBUCKLE 


Stomp and Kick Aor X 
Tree of Woe o 
Jackhammer Sign (Taunt) 
ATTACKER ON TURNBUCKLE— 
OPPONENT FACE DOWN OR UP 
Turnbuckle Knee Drop 4 or @ or X 


ATTACKER ON TURNBUCKLE— 


OPPONENT STANDING 
Turnbuckle Double Axe Handle or @ or x 


ATTACKER RUNNING IN RING— 
OPPONENT OUTSIDE RING 


Suicide Dive Bora 
Suicide Dive @orx 
Jackhammer Sign (Taunt) R2) 
ATTACKER ON APRON — 
OPPONENT INSIDE RING 
Grapple L] 


ATTACKER STANDING— 
OPPONENT SITTING ON TURNBUCKLE 


Turnbuckle Stand & Punch Hore 
Super Belly to Belly Suplex Aor X 
Head Shake & Growl(Taunt) 
STING 

Action Command 
ATTACKER STANDING— 

OPPONENT STANDING 

Double Axe Handle a 
Kidney Punch Ai? 
Quick Punch e 
Power Punch @©-+t 
Front Kick x 
Standing Dropkick X+ 
Meltdown (Finisher) = 
Wolfpac How! (Taunt) R3 
ATTACKER FRONT GRAPPLE— 
OPPONENT FRONT GRAPPLE 

Hiptoss Hore 
Flair Chop A 
Backbreaker Ait 
Snap Suplex Aids 
Back Slide @it 


aq Front Suplex @+ + 
Clothesline 

Short Arm x 
$ 
Tan o Powerbomb X+*t 


ATTACKER STANDING — 

OPPONENT RUNNING 

Knee Gut Hore 
Belly to Belly Suplex A 
Back Drop x 
Wolfpac Howl (Taunt) 
ATTACKER RUNNING— 

OPPONENT STANDING 

Flying Body Press A 
Flying Head Scissors (J 
Flying Shoulder Block x 
ATTACKER REAR GRAPPLE— 

OPPONENT STANDING 

German Suplex E or © 
Inverted DDT A 
Belly to Back Suplex x 
ATTACKER STANDING— 

OPPONENT FACE DOWN 

Elbow Drop A 
Indian Leg Lock A+?t 
Stomp x 
Boston Crab X+ 
Wolfpac Howl (Taunt) R3) 
ATTACKER STANDING— 

OPPONENT FACE UP 

Elbow Drop to Body A 
Scorpion Deathlock Ai? 
Leg Drop x 
Body Knee Drop xX+ 
Wolfpac Howl (Taunt) 
ATTACKER ON APRON— 


OPPONENT STANDING OUT OF RING 
Turnbuckle Double Axe Handle 4 or @ or X 


ATTACKER STANDING— 
OPPONENT LAY INTURNBUCKLE 


Stomp and Kick Aor X 
Tree of Woe (3 
Wolfpac Howl (Taunt) R2 
ATTACKER ON TURNBUCKLE— 
OPPONENT FACE DOWN OR UP 
Turnbuckle Splash Aor @orx 
ATTACKER ON TURNBUCKLE— 
OPPONENT STANDING 

Super Flying Head Scissors Aor X 


Turnbuckle Double Axe Handle 


ATTACKER RUNNING IN RING— 


OPPONENT OUTSIDE RING 

Suicide Dive @+Aor@+x 
Howl (Taunt) (R2) 
ATTACKER ON APRON— 

OPPONENT INSIDE RING 

Grapple a 


ATTACKER STANDING— 
OPPONENT SITTING ON TURNBUCKLE 


Turnbuckle Stand & Punch Hor® 
Superplex Aor X 
Howl (Taunt) (R2) 
DIAMOND DALLAS PAGE 
Action Command 
ATTACKER STANDING— 
OPPONENT STANDING 
Spinning Back Fist A 
Side to Head Elbow Ait 
Quick Punch e 
Power Punch @ift 
Front Kick x 
Standing Drop Kick X+ 
Diamond Cutter (Taunt) 
ATTACKER FRONT GRAPPLE— 
OPPONENT FRONT GRAPPLE 
aap = Shoulder Butts 
bj ean) Arm Twist Bore 
‘ , gy Drop Toe Hold A 
4 Atomic Drop Inverted & + % 
a DDT Aids 


4 Rude Awakening® + t 
Backbreaker @+4 

° Spinning Clothesline x 
Body Slam xX+f 


Russian Leg Sweep X+ 
Diamond Cutter(Finisher) a 
ATTACKER STANDING— 

OPPONENT RUNNING 

Shoulder Block Hore 
Spinebuster A 
Knee Gut x 
Diamond Cutter (Taunt) R2 


ATTACKER RUNNING— 
OPPONENT STANDING 


Flying Clothesline Aor @or xX 
ATTACKER REAR GRAPPLE— 

OPPONENT STANDING 

Bulldog Hore 
Atomic Drop A 
Rear Forearm Smash x 
ATTACKER STANDING— 

OPPONENT FACE DOWN 

Elbow Drop a 
Surfboard A+? 
Stomp x 
Camel Clutch X+ 
Diamond Cutter (Taunt) (R2) 
ATTACKER STANDING— 

OPPONENT FACE UP 

Leg Drop A 
Chin Lock A+? 
Elbow Drop to Body x 
Groin Head Butt xX+f 
Diamond Cutter (Taunt) R2 
ATTACKER ON APRON— 


OPPONENT STANDING OUT OF RING 
Turnbuckle Double Axe Handle 4 or @ or x 


ATTACKER STANDING— 

OPPONENT LAY INTURNBUCKLE 

Tree of Woe Aor X 
Stomp and Kick e 
Diamond Cutter (Taunt) 


ATTACKER ON TURNBUCKLE— 


OPPONENT FACE DOWN OR UP 
Turnbuckle Leg Drop Aor @orx 


ATTACKER ON TURNBUCKLE— 
OPPONENT STANDING 
Turnbuckle Double Axe Handle 4 or @ or X 


ATTACKER RUNNING IN RING— 


OPPONENT OUTSIDE RING 

Outside Ring Slide Kick Bore 
Pescado Aor xX 
Diamond Cutter (Taunt) RZ 
ATTACKER ON APRON— 

OPPONENT INSIDE RING 

Grapple a 
ATTACKER STANDING— 


OPPONENT SITTING ON TURNBUCKLE 
Super Belly to Belly Suplex ™ or A or @ or X 
Diamond Cutter (Taunt) R2 


RANDY “MACHO MAN” SAVAGE 


Action Command 
ATTACKER STANDING— 
OPPONENT STANDING 


rae z Double Axe Handlea 
Ta vam Kidney Punch 4 + % 
Quick Punch (1 
Power Punch @ + % 
Front Kick x 
Standing DropkickX + 4 
Macho Flex 
(Taunt) (R2) 


ATTACKER FRONT GRAPPLE — 


OPPONENT FRONT GRAPPLE 

Front Face Lock E or @® 
Snap Mare A 
Rude Awakening Ait 
Atomic Drop 

Inverted Aid 
Belly to Belly Suplex @+it 
Russian Leg Sweep @iv 
Hiptoss x 
Backbreaker X+ 
Vertical Suplex Xt 
Running Powerslam (Finisher) a 
ATTACKER STANDING— 

OPPONENT RUNNING 

Belly to Belly Suplex Bore 
Back Drop A 
Gorilla Press x 
ATTACKER RUNNING— 

OPPONENT STANDING 

Running Clothesline Aor @or Xx 
ATTACKER REAR GRAPPLE— 

OPPONENT STANDING 

Back Rake Bore 
Rear Choke A 
Belly to Back Suplex u 
ATTACKER STANDING— 

OPPONENT FACE DOWN 

Elbow to Head a 
STF A+ 
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Stomp x 
Knee Drop xX+f 
Macho Flex (Taunt) [R2) 
ATTACKER STANDING— 

OPPONENT FACE UP 

Running Leg Drop a 
Foot in Back, Double Arm Bar Ait 
Elbow to Head x 
Elbow Drop to Body X+ 
Macho Point (Taunt) 
ATTACKER ON APRON— 


OPPONENT STANDING OUT OF RING 
Turnbuckle Double Axe Handle 4 or @ or x 


ATTACKER STANDING— 


OPPONENT LAY INTURNBUCKLE 
Foot Choke Aor X 
Stomp and Kick © 


ATTACKER ON TURNBUCKLE— 


OPPONENT FACE DOWN OR UP 
Turnbuckle Elbow Aor @ or X 


ATTACKER ON TURNBUCKLE— 
OPPONENT STANDING 
Turnbuckle Double Axe Handle 4 or @ or x 


ATTACKER RUNNING IN RING— 


OPPONENT OUTSIDE RING 

Suicide Dive Bora 
Suicide Dive @orx 
ATTACKER ON APRON— 

OPPONENT INSIDE RING 

Grapple a 
ATTACKER STANDING— 

OPPONENT SITTING ON TURNBUCKLE 
Super Belly to Belly Suplex Bora 
Super Belly to Belly Suplex @®orx 
Macho Flex (Taunt) RJ 
BOOKERT 

Action Command 
ATTACKER STANDING— 

OPPONENT STANDING 


Double Axe Handle a 
Spinning Back Fist& + 4 
Quick Punch e 
Power Punch @ + % 
Front Kick x 
d Harlem Side KickX + # 
1 One Arm Bicep Kiss 
(Taunt) R2 


ATTACKER FRONT GRAPPLE— 


OPPONENT FRONT GRAPPLE 

Hiptoss Hore 
Shoulder Butts Arm Twist A 
Shoulderbreakers Ait 
Front Suplex Aid 
Body Slam @it 
Piledriver @iv 
Flair Chop x 
Small Package X+ 
Backbreaker X+ 
Double Leg Slam (Finisher) E 


ATTACKER STANDING— 

OPPONENT RUNNING 

Back Drop E or © 
Tilt-a-whirl Gut Buster A 
Harlem Side Kick x 
Stomp and Clap (Taunt) R2 
ATTACKER RUNNING— 

OPPONENT STANDING 

Head Running Drop Kick Aor @orX 
ATTACKER REAR GRAPPLE— 

OPPONENT STANDING 

Bulldog wore 
Rear Clothesline A 
Cradle Inside x 
ATTACKER STANDING— 

OPPONENT FACE DOWN 

Stomp A 
Surfboard Ait 
Knee Drop x 
Camel Clutch X+ 
Come Get Some (Taunt) 
ATTACKER STANDING— 

OPPONENT FACE UP 

Spinning Boot Scrape a 
Groin Head Butt Ait 
Body Stomp x 
Senton xa 
Comes Get Some (Taunt) 
ATTACKER ON APRON— 


OPPONENT STANDING OUT OF RING 
Missile Drop Kick Aor @ or X 


ATTACKER STANDING— 
OPPONENT LAY INTURNBUCKLE 


Turnbuckle Smash Aor X 
Stomp and Kick e 
ATTACKER ON TURNBUCKLE— 
OPPONENT FACE DOWN OR UP 
Turnbuckle Knee Drop Aor @or X 
ATTACKER ON TURNBUCKLE— 
OPPONENT STANDING 

Missile Drop Kick Aor @ or X 


ATTACKER RUNNING IN RING— 


OPPONENT OUTSIDE RING 
Somersault Plancha Boraor@orx 


ATTACKER ON APRON— 


OPPONENT INSIDE RING 
Grapple a 


ATTACKER STANDING— 


OPPONENT SITTING ON TURNBUCKLE 
Super Belly to Belly Suplex @ or 4 or @ or X 
Flipper Point (Taunt) 
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HOLLYWOOD HOGAN 

Action Command 

ATTACKER STANDING— 

OPPONENT STANDING 

Kidney Punch A 

Head Butt Ait 

Quick Punch e 

Power Punch @it 

Front Kick x 

Standing Dropkick xX+ 

Lex Flex (Taunt) 

ATTACKER FRONT GRAPPLE— 

OPPONENT FRONT GRAPPLE 

Front Face Lock Hore 

Elbow Smash, 

Arm Twist A 

Piledriver Ai? 

Vertical Suplex Aids 

Shoulderbreaker @it 

$y - Gorilla Press @® + + 
Body Slam x 
Backbreaker X + % 
a Atomic Drop 

Inverted X+ 
Running Powerslam 
(Finisher) a 

ATTACKER STANDING— 

OPPONENT RUNNING 

Choke Slam Zor® 

Gorilla Press A 

Back Drop x 

ATTACKER RUNNING— 

OPPONENT STANDING 

Running Clothesline Aor @ or X 

ATTACKER REAR GRAPPLE— 

OPPONENT STANDING 

Back Rake Bore 

Cobra Clutch Style Sleeper Hold A 

Full Nelson Slam x 

ATTACKER STANDING— 

OPPONENT FACE DOWN 

Stomp A 

Leg Drop Ai? 

Elbow Drop x 

Boston Crab X+ 

Crowd Call (Taunt) R2 

ATTACKER STANDING— 

OPPONENT FACE UP 

Body Stomp A 

Running Leg Drop A+? 

Elbow Drop to Body x 

Chin Lock X+t 

Pose Down (Taunt) 

ATTACKER ON APRON— 


OPPONENT STANDING OUT OF RING 
Turnbuckle Double Axe Handle 4 or @ or X 


ATTACKER STANDING— 
OPPONENT LAY INTURNBUCKLE 


Turnbuckle Smash Aor X 
Foot Choke (J 
Pose Down (Taunt) R3 


ATTACKER ON TURNBUCKLE— 


OPPONENT FACE DOWN OR UP 
Turnbuckle Knee Drop Aor @or xX 


ATTACKER ON TURNBUCKLE— 


OPPONENT STANDING 
Turnbuckle Double Axe Handle 4 or @ or X 


ATTACKER RUNNING IN RING— 
OPPONENT OUTSIDE RING 


Outside Ring Slide Kick Bora 
Outside Ring Slide Kick @orx 
ATTACKER ON APRON— 
OPPONENT INSIDE RING 
Grapple a 
ATTACKER STANDING— 
OPPONENT SITTING ON TURNBUCKLE 
Superplex Bora 
Superplex @orx 
Pose Down (Taunt) R2 
SCOTT STEINER 
Action Command 
ATTACKER STANDING— 
OPPONENT STANDING 
Kidney Punch A 
Double Axe Handle A+? 
Quick Punch e 
Power Punch @it 
Front Kick x 
Standing Dropkick X+ 
One Arm Bicep Kiss (Taunt) 
ATTACKER FRONT GRAPPLE— 
OPPONENT FRONT GRAPPLE 
Atomic Drop Inverted a 
Front Face Lock A 
Piledriver Ait 
Powerbomb Aid 
Atomic Drop Inverted (J 
Shoulderbreaker @it 
Belly to Belly 
Suplex @iv 
Body Slam x 


Gorilla Press X + # 
Vertical Suplexx + + 


Underhook 
41 Powerbomb 

(Finisher) a 
ATTACKER STANDING— 
OPPONENT RUNNING 
Shoulder Block Zor ® 
Gorilla Press A 
Bearhug x 
ATTACKER RUNNING— 
OPPONENT STANDING 
Flying Clothesline A or @ or X 


ATTACKER REAR GRAPPLE — 


OPPONENT STANDING 

German Suplex Bore 
Nerve Hold A 
Side Slam x 


ATTACKER STANDING— 
OPPONENT FACE DOWN 


Elbow Drop a 
Camel Clutch Ait 
Stomp x 
STF xX+f 
One Arm Bicep Kiss (Taunt) R2) 


ATTACKER STANDING— 
OPPONENT FACE UP 


Senton A 
Groin Head Butt Ait 
Elbow Drop to Body x 
Foot in Back, Double Arm Bar X+ 
Lex Flex (Taunt) R2 


ATTACKER ON APRON— 


OPPONENT STANDING OUT OF RING 
Turnbuckle Double Axe Handle or @ or x 


ATTACKER STANDING— 
OPPONENT LAY INTURNBUCKLE 


Tree of Woe Aor X 
Stomp and Kick (3 
ATTACKER ON TURNBUCKLE— 
OPPONENT FACE DOWN OR UP 
Turnbuckle Elbow Aor @orx 


ATTACKER ON TURNBUCKLE— 


OPPONENT STANDING 
Turnbuckle Double Axe Handle or @ or x 


ATTACKER RUNNING IN RING— 
OPPONENT OUTSIDE RING 


Outside Ring Slide Kick Bora 
Outside Ring Slide Kick @orx 
ATTACKER ON APRON— 

OPPONENT IN RING 

Grapple a 


ATTACKER STANDING— 
OPPONENT SITTING ON TURNBUCKLE 


Super Hurricarana Bora 
Super Hurricarana @ orx 
Pose Down (Taunt) R2 
KEVIN NASH 
Action Command 
ATTACKER STANDING— 
OPPONENT STANDING 
Head Butt A 
Double Axe Handle a+8 
Quick Punch e 
Power Punch @ift 
Front Kick xorx+ 
Torture Rack Pose (Taunt) R2 
ATTACKER FRONT GRAPPLE— 
OPPONENT FRONT GRAPPLE 
m Flair Chip Hor® 
Siecle) Front Face Lock & 
Gut Wrench 
A Gutbuster Ait 
Atomic Drop 
Inverted Aid 


Running Powerslam @iv 


Body Slam xm 
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Piledriver xX+ 
Chokeslam X+% 
Powerbomb (Finisher) a 
ATTACKER STANDING— 

OPPONENT RUNNING 

Flapjack Gutbuster E or @ 
Spinebuster A 
Shoulder Block x 
ATTACKER RUNNING— 

OPPONENT STANDING 

Running Clothesline Aor @orx 
ATTACKER REAR GRAPPLE— 

OPPONENT STANDING 

Side Slam Hore 
Full Nelson Slam A 
Rear Clothesline x 
ATTACKER STANDING— 

OPPONENT FACE DOWN 

Elbow Drop A 
Leg Drop A+? 
Knee Drop x 
Boston Crab X+ 
Center Stage (Taunt) R2 
ATTACKER STANDING— 

OPPONENT FACE UP 

Elbow Drop to Body a 
Leg Drop Ati? 
Body Stomp x 
Body Knee Drop X+f 
Macho Flex (Taunt) R2) 


ATTACKER ON APRON— 


OPPONENT STANDING OUT OF RING 
Turnbuckle Double Axe Handle or @ or x 


ATTACKER STANDING — 
OPPONENT LAY IN TURNBUCKLE 
Stomp and Kick 

Foot Choke 

Turnbuckle Smash 


xe» 


ATTACKER ON TURNBUCKLE— 


OPPONENT FACE DOWN OR UP 
Turnbuckle Leg Drop 4 or @ or X 


ATTACKER ON TURNBUCKLE — 


OPPONENT STANDING 
Turnbuckle Double Axe Handle or @ or x 


ATTACKER RUNNING IN RING— 
OPPONENT OUTSIDE RING 


Pescado Bora 
Pescado @®orx 
ATTACKER ON APRON— 
OPPONENT INSIDE RING 
Grapple a 


ATTACKER STANDING— 
OPPONENT SITTING ON TURNBUCKLE 


Super Belly to Belly Suplex Bora 
Super Belly to Belly Suplex @orx 
Hands on Hips (Taunt) 

END D 
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For these modes, enter combinations on the 
Select Mode Screen. 

Big Head Mode: [2 3 R1 r Ri) | R1 , R1 ; RD, 
Ri ; R2 ; (Setecr 


Big Head, Hands and Feet Mode: 


R2) (R2) (R2) (R2) (R2) (R2) (R2) (RI SELECT 
’ a , ’ 2 , s. 


Swelling Head Mode: ©, ©, ©, ©, ©, 
ti), 0, 2 ; SELECT) 
Ring Select Mode: on the Options menu press 
Ra}, R3, (Rt), (2), Œ, Each time you press 
the e button the ring will advance by one. 


FIGHTING 


STRATEGIES 


PLAY TO A CHARACTER’S 
STRENGTHS 


Although the wrestlers seem the same, 
barring the special moves, you need to 
play to a character’s strengths and 
weaknesses. The big men (Such as Giant 
and Nash) have a greater range. They don't 
lose out much on speed, and every attack 
has a longer range. Use Kicks, Drop Kicks, 
and Chops to gauge your distance, and try 
to grab from farther away than you would 
with a smaller character. 

When trying to figure out when to use 
your special attacks, look at the signature 
moves at your disposal. Macho Man can 
do the Face Slam in normal circumstances, 
the Atomic Head Butt whenever he has the 
opponent on the ground, and the Flying 
Elbow Drop from the top turnbuckle. 
Someone like Diamond Dallas Page has 
three signature moves performed when 
standing next to his opponent, so you 
should stay on top of your opponent when 
using him. 


RING SPACING 


Generally, stand right next to or on top of 
your opponent. Most attacks are done at 
this distance. You don’t have to worry about 
punches and kicks, as you will usually get 
off a hold or throw before someone has a 
chance to hit you. You can use the Evade 
maneuver to get out of the way of a hold, 
but you will still have to get in close to get 
off a move of your own. The CPU has a 
knack of staying just out of your reach, so 
when this happens use a Drop Kick, as it 
has a longer reach than throws, and 
generally Drop Kicks override blocking. 
Once your opponent is on the ground, you 
can pick him or her up and be in the zone 
for grabbing. 

If you get knocked down, or are 
standing far away from your opponents, 
and they go and try to climb the ropes to 
the top turnbuckle, run toward them and 
throw them. You can stay across the full 
ring length, out of reach, but why waste an 
opportunity to throw them down and do a 
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These fighting strategies will make you the most unstoppable wrestling 


monster the world has ever seen. 


little damage? If you get caught off-guard 
and they are already on the top ropes, the 
worst thing you can do is to stand still. If 
you don’t move, they will knock you down 
when they jump. You won't be able to walk 
out of the way of their attack, but if you 
run, you can make them miss. 


PERFORMING ATTACKS 


The secret to getting off your maneuvers is 
to time your attacks. The button presses 
must be quick, one after another, and you 
want to finish your command as soon as 
possible. For example, if you are using 
Sting, you might want to perform the 
Reverse DDT when your opponent is on 
the ground. But when you are still new to 
the game (especially if you’re fighting the 
CPU), and you try to pick him or her up 
and attempt the Reverse DDT, your 
opponent will get you in some kind of a 
grab or throw. What you need to do is time 
when you finish the last button press. As 
you pick your opponents up, right before 
you let go of them, begin pressing 4. Hit © 
right when both wrestlers let go of each 
other and are standing side by side. If you 
are on the ground and your opponent is 
picking you up, the same thing applies, but 
you have a little bit more leniency 

as you essentially have priority over the 
person picking you up. 

Remember—the wrestler who is getting 
up has a slight advantage when getting 
ready to perform a move. Use this to your 
advantage whenever your opponent has 
you on the ground. You get up (without his 
or her help), and he or she are standing 
right above you. Get him or her in one of 
your signature moves, or at least a Power 
Bomb or Pile Driver. 

Although a good wrestler uses all of the 
moves available, some moves are much 
better than others. Since you can pretty 
much do whatever you want, stick to the 
higher damage and special moves. Attacks 
used while your opponent is running toward 
you (rope attacks) should be used sparingly. 
You have to get the first move off, which is 
to throw the opponent into the ropes, while 
you could have just performed a move 
there. And then you still have to time the 
attack when he or she is coming at you. 


GETTING A LITTLE HELP 

Press the Select button and a random 
wrestler will come out to give you a hand. If 
your opponent brings out someone to 
double-team you, you can bring out 
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someone of your own or try and tough it 
out against both characters. You’ll have 
some problems figuring out which one to 
attack, but a good rule is to perform 
attacks that keep you occupied for a couple 
of seconds, such as a Power Bomb, or 
some of the signature moves where you 
grab your opponent and taunt for a second. 
While you are doing a move of your own, 
the third wrestler can only stand and watch. 


Enable Eric Bischoff 800633200001 
Enable Mean Gene 800633240001 
Enable Jericho 800633280001 
Enable Disco Inferno 800633200001 
Enable Bobby the Brain 800633300001 
Enable Miss Elizabeth 800633340001 
Enable Sonny Onoo 800633380001 
Enable Ultimo Dragon 800633300001 
Enable Steve McMichael 800633400001 
Enable Rey Mysterio, Jr. 800633440001 
Enable Jimmy Hart 800633480001 
Enable Steven Regal 800633400001 
Enable Jacquelyn 800633500001 
Enable Madusa 800633540001 
Enable Kimberly 800633580001 
Enable Konnan 800633500001 
Enable Hulkster 800633600001 
Enable Pee Wee 800633640001 
Enable Stinger 800633680001 
Enable Greyling 800633600001 
Enable Schiavone 800633700001 
Enable Savage 800633740001 
Enable Whitey 800633780001 
Enable Buzz 8006337C0001 
Enable Ivan 800633800001 
Enable T. Rex 800633840001 
Enable Frankensteiner 800633880001 
Enable Bones 800633800001 
Enable Santa Claws 800633900001 
Enable Annie Mae 800633940001 
Enable Dweeble 800633980001 
Enable Ecto 800633900001 
Enable Virtual Andy 800633A00001 
Enable Cobra 800633A40001 
Enable Reanimator 800633A80001 
Enable Jaumbo 800633AC0001 
Enable John 800633800001 
Enable FUSH 800633840001 
Enable Flyhoy 800633880001 
Enable Tony the Rod 800633BC0001 
Enable Eddie the Wire 800633000001 
Enable Donn 800633040001 
Enable Uncle Monkey 800633080001 
Enable Dudeman 800633CC0001 
Enable Mike 800633000001 
Enable Steve 800633040001 
Enable Brian 800633080001 
Enable Superfan 800633DC0001 


GENERAL HI 


e Try to use as many submission holds 


as you can. The longer you have your 
opponent in a hold, the more damage 
it inflicts— giving you the advantage. 

e With your opponent on the mat, move 
into the nearest turnbuckle and press 
the % button. 

e With your opponent standing, move 
into the nearest turnbuckle and then 
press the & button. 

® Knock your opponent out of the ring. 
Run toward the far ropes by pressing 
the D-pad. After you bounce off the far 
ropes, hold the ®@ button until you 
jump out of the ring. 

e Knock your opponent out of the ring. 
Move near the ropes and tap the @ 
button. Not all wrestlers are able to 
perform this move, so experiment to 
discover which works best. 

e Some of the wrestlers can’t lose to a 
submission hold, so you must defeat 
them with a pin or Big KO. Other 
wrestlers can’t lose to a pin, so you 
must make them submit. 

e Follow the charts and try to focus 

damage on one body area, such as the 

shoulder area or legs. If you notice 
your wrestler’s main submission hold 
puts pressure on the opponent’s arms, 
for example, try to use moves that also 
cause damage to the arms, so you can 
get a quicker victory by submission. 

One of the strongest features of the 


game is the variety of techniques 
available to each player. In fact, each 
wrestler has the ability to perform 
anywhere from 30 to 40 moves. 
Tapping or holding the @ button 
determines the grapple’s power— 
Weak, Medium, or Strong. By pressing 
®t or + on the D-pad as you release the 
button, the wrestler performs a 
different move. Try to stun the 


THE WORLD 


opponent, then duck behind him by 
pressing the button; there are four 
different moves you can perform. 
Either tap or hold the @ button then 
release, or press ®t as you release. As 
the opponent begins to wear down, go 
for the win with either a submission 
hold, Big KO, or pin. 

e The submission holds, such as Sting’s 
Scorpion Death Lock, inflict 
progressive damage to the opponent. 
As an opponent becomes groggy, the 
submission hold inflicts more damage. 
Finally, after the opponent cannot take 
any more pain, you hear a bone- 
crunching sound effect, signifying 
victory by submission. 


HOW THE MOVES WORK 


Weak Grapple From a distance, tap the @ button. 
Medium Grapple From a close distance, tap or 
hold the @ button for a second. 

Strong Grapple Hold the @ button for two 
or three seconds. 


For all Rear Attacks, you must be 
behind your opponent. Press RI to duck 
behind him quickly. 


CHRIS BENOIT 

Moves Button Commands 
Side Suplex Grapple Medium—hold @ 
Aerial Brain Buster Grapple Medium Up—hold @ + # 
Held Tombstone Grapple Medium Down—hold @ + + 
Double Arm DDT Grapple Strong—hold @ long 
Snap Suplex Grapple Strong Up—hold @ long + # 
Power Bomb Grapple Strong Down—hold @ long + + 
DJ Bomb Special Spirit—hold @ very long 
Reverse Face Buster Rear Grapple Weak—tap @ 
Twist Back Drop Rear Grapple Weak Up—tap @ + t 
German Suplex Rear Attack Strong—hold @ 
Dragon Suplex Rear Attack Strong Up—hold @ + # 
Clothesline Run Attack— + to run + X to attack 
Light Drop Kick Special Bow- œ + @, or 


r 
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Diving Head Butt Post (opponent on mat)—D- pad + X 
Diving Clothesline Post (opponent on feet)—D-pad + X 
Avalanche Powerbomb Top Rope (groggy opponent)— 
hold @ long 
Monkey Flip Hammer Throw to Ropeshold @ long 
Lift Up Throw Hammer Throw to Ropes—tap @ 
Guillotine Drop Attack (opponent on mat) —tap X 
Through Ropes Rope Dive (opp. out of ring)— å + @ 
Top Rope Blancha Rope Jump (opp. out of ring)—tap @ 
MASA HIRO CHONO 
Moves Button Commands 
Neck Breaker Drop Grapple Medium—hold @ 
Water Wheel Drop Grapple Medium Up—hold @ + * 
Shoulder Buster Grapple Medium Down—hold @ + + 
Double Wrist Armsault Grapple Strong—hold @ long 


Express Brainbuster Grapple Strong Up—hold @ long + # 
Manhattan Drop Grapple Strong Down—hold @ long + + 


Power Bomb Special Spirit—hold @ very long 


Triple Head Butt Rear Grapple Weak—tap @ 
Express Backdrop Rear Grapple Weak Up—tap @ + t 
Reverse DDT Rear Attack Strong—hold @ 
German Suplex Rear Attack Strong Up—hold @ + + 
Running Big Foot Run Attack— to run + X to attack 
Spinal Chord Slice Special Blow—4 + @, or 
Diving Elbow Drop Post (opponent on mat)—D-pad + X 


Diving Shoulder Attack Post (opponent on feet)—D-pad + x 


Scissors Trip Hammer Throw to Ropes—tap @ 


Elbow Drop Attack (opponent on mat)—tap X 
Suicide Dive Rope Dive (opponent out of ring)— å + @ 
EDDY GUERRERO 

Moves Button Commands 
Ear Elbow Punch Close—tap X 
Chest Slap Punch Far—tap X 
Knee Kick Kick Close—hold x 
Soccer Kick Kick Far—hold x 
Surf Board Opponent on mat—move near legs + @ 


Eye Gouge Submission Opponent on mat—move near head + @ 


Hammer Blow Grapple Weak—tap @ 


Arm Drag Grapple Weak Up—tap @ + t 
Bodyslam Grapple Weak Down—tap @ + + 
Blockbuster Grapple Medium—hold @ 
Frankenwhip Grapple Medium Up—hold @ + # 
Held Tombstone Grapple Medium Down—hold @ + + 
Inside Sidebuster Grapple Strong—hold @ long 


Vertical Brainbuster Grapple Strong Up—hold @ long + # 


DJ Bomb Grapple Strong Down—hold @ long + + 
Frankensteiner Special Spirit—hold @ very long 
Pendulum Backbreaker Rear Grapple Weak—tap @ 
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Backdrop Rear Grapple Weak Up—tap @ + t 
Reverse Brainbuster Rear Attack Strong—hold @ 
Tiger Suplex Rear Attack Strong Up—hold @ + # 
Flying Shoulder Run Attack— 4 to run + X to attack 
Low Drop Kick Special Blow— + @, or R3 
Frog Splash Post (opponent on mat)—D-pad + X 
Diving Elbow Post (opponent on feet)—D-pad + X 


Avalanche DJ Bomb Top Rope (groggy opponent) —hold @ long 
Satellite Scissors Hammer Throw to Ropes—hold @ long 
Frog Toss 
Back Fall 
Leap Frog Flip 


Hammer Throw to Ropes—tap @ 
Attack (opponent on mat)—tap x 
Rope Dive (opponent out of ring)— å + @ 
Top Rope Drop Rope Jump (opponent out of ring)—tap @ 


RIC FLAIR 

Moves Button Commands 
Flying Major Grapple Weak Down—tap @ + + 
Flying Drop Grapple Medium—hold @ 
Brainbuster Grapple Medium Up—hold @ + # 
Shoulder Breaker Grapple Medium Down—hold @ + + 
Manhattan Drop Grapple Strong—hold @ long 


Canadian Backbreaker Grapple Strong Up—hold @ long + # 
Pile Driver Grapple Strong Down—hold @ long + + 
Cobra Twist Rear Attack Strong—hold @ 
Revolution Backdrop Rear Attack Strong Up—hold @ + 8 


Shoulder Tackle Run Attack—4 to run + X to attack 
Heavy Drop Kick Special Blow— + @, or 
Diving Elbow Drop Post (opponent on mat)—D-pad + X 


Diving Hammer Blow Post (opponent on feet)—D-pad + X 


Avalanche Brainbuster Top Rope (groggy opponent)—hold @ long 
Head Lock SubmissionHammer Throw to Ropes—hold @ long 
Side Shoulder Throw 
Goofy Elbow Drop 

Shoulder Breaker Punch Intercept (opponent punching)— + X 
Leg Hold Elbow Drop Kick Intercept (opponent kicking)— E + X 


Hammer Throw to Ropes—tap @ 
Attack (opponent on mat)—tap X 


AGet your opponent on the canvas, and a 
whole new range of vicious moves 
become available. 


HULK HOGAN 
Moves Button Commands 
Knee Crusher (Opponent on mat)—move near legs + @ 


Surf Board Stretch (Opponent on mat)—move near head + @ 


Hammer Blow Grapple Weak—tap @ 
Headlock and 3 Punch Grapple Weak Up—tap @ + t 
Bodyslam Grapple Weak Down—tap @ + + 
Hollywood Slam Grapple Medium—hold @ 
Brainbuster Grapple Medium Up—hold @ + + 
Pile Driver Grapple Medium Down—hold @ + + 
Power Lift Bodyslam Grapple Strong—hold @ long 
Choke Hold Grapple Strong Up—hold @ long + # 


Twisting Bodyslam Grapple Strong Down—hold @ long + + 
Hogan Back Breaker Special Spirit—hold @ very long 


Face Crush Rear Grapple Weak—tap @ 
Atomic Drop Rear Grapple Weak Up—tap @ + * 
Twisting Backdrop Rear Attack Strong—hold @ 
Torture Rack Rear Attack Strong Up—hold @ + + 
Hulk Bomber Run Attack— to run + X to attack 


Avalanche Brainbuster Top Rope (groggy opponent)—hold @ long 
Kitchen Sink 


Hammer Throw to Ropes—hold @ long 


LORD STEVEN REGAL 

Moves Button Commands 
Knee Lift Grapple Weak—tap @ 
Shoulder Kick Drop Grapple Weak Up—tap @ + t 
Neck Hoid/Throw Grapple Weak Down—tap @ + + 
Side Suplex Grapple Medium—hold @ 
Shoulder Throw Grapple Medium Up—hold @ + 4 
Waist Sweep Grapple Medium Down—hold @ + + 
Bolt Suplex Grapple Strong—hold @ long 
Holding Arm Bar Grapple Strong Up—hold @ long + # 
Regal Stretch Grapple Strong Down—hold @ long + + 
Counter Kick Run Attack— 4 to run + X to attack 
Spinning Fist Special Blow—4 + @, or R3 
Diving Knee Drop Post (opponent on mat)—D-pad + X 


Diving Hammer Blow Post (opponent on feet)—D-pad + X 
Avalanche DDT Top Rope (groggy opponent)—hold @ long 
Counter Bolt Suplex Hammer Throw to Ropes—hold @ long 
Scissors Trip 
Soccer Ball Kick Attack (opponent on mat)—tap x 
Twist Shoulder Throw Punch Intercept (opponent punching) — m+ X 
Standing Achilles Hold Kick Intercept (opponent kicking) — E + X 


Hammer Throw to Ropes—tap @ 


LEX LUGER 

Moves Button Commands 
Bodyslam Grapple Weak Down—tap @ + + 
Neck Breaker Grapple Medium—hold @ 


Aerial Brain Buster Grapple Medium Up—hold @ + + 


Waist Sweep Grapple Medium Down—hold @ + + 
Dynamic DDT Grapple Strong—hold @ long 
Choke Slam GrappleStrong Up—hold @ long + * 
Dynamic Bomb Grapple Strong Down—hold @ long + + 
Coconut Crush Special Spirit—hold @ very long 
Atomic Drop Rear Grapple Weak—tap @ 
Regular Back Drop Rear Grapple Weak Up—tap @ + t 
Torture Rack Rear Attack Strong—hold @ 
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Throw German Suplex Rear Attack Strong Up—hold @ + 4 


Jumping High Kick Run Attack— A to run + X to attack 
Blazing Spinal Slice Special Blow— + @, or R2 
Diving Body Press Post (opponent on mat)—D-pad + X 


Diving Bamboochop Post (opponent on feet)—D-pad + X 
Avalanche Back Drop Top Rope (groggy opponent)—hold @ long 
Counter Cobra Twist Hammer Throw to Ropes—hold @ long 
Front Shoulder Throw 
Leg Stomp 

Suicide Dive 


Hammer Throw to Ropes—tap @ 
Attack (opponent on mat)—tap X 
Rope Dive (opponent out of ring)—4 + @ 


Arm Hold Drop Punch Intercept (opponent punching) —m™ + X 


AAs a rule, the more damaging moves 
require stronger initial holds, so practice 
getting a good grip. 


DEAN MALENKO 

Moves Button Commands 
Twisted Throw Grapple Weak Up—tap @ + t 
Two Handed Tackle Grapple Weak Down—tap @ + + 
Shoulder Throw Grapple Medium—hold @ 
Water Wheel Drop Grapple Medium Up—hold @ + * 
Pile Driver Grapple Medium Down—hold @ + + 
Bryant Suplex Grapple Strong—hold @ long 


Express Brain Buster Grapple Strong Up—hold @ long + # 
Tackling Arm Bar Grapple Strong Down—hold @ long + + 


Northern Light Suplex Special Spirit—hold @ very long 
Side Buster Rear Grapple Weak—tap @ 
Neck Jerk Rear Grapple Weak Up—tap @ + # 
Sleeper Hold Rear Attack Strong—hold @ 
Head Butt Suplex Rear Attack Strong Up—hold @ + * 
Sharp High Kick Run Attack—4 to run + X to attack 
High Kick Special Blow— å + @, or 
Double Knee Drop Post (opponent on mat)—D-pad + X 
Missile Kick (opponent on feet)—D-pad + X 
RICK STEINER 

Moves Button Commands 
Boston Crab (Opponent on mat)—move near legs + @ 


Eye Gouge Clutch (Opponent on mat)—move near head + @ 


Bull Elbow Grapple Weak—tap @ 
Lift Slam Grapple Weak Up—tap @ + 4 
Neck holding Throw Grapple Weak Down—tap @ + + 
Double Arm Suplex Grapple Medium—hold @ 


Brainbuster into Slam Grapple Medium Up—hold @ + # 


Shoulder Buster Grapple Medium Down—hold @ + + 
Bryant Front Suplex Grapple Strong—hold @ long 
Backbreaker Grapple Strong Up—hold @ long + t 


Twisting Bodyslam Grapple Strong Down—hold @ long + + 
Grapple Doctor Bomb Special Spirit—hold @ very long 
Bulldog Headlock Rear Grapple Weak—tap @ 
Throw German Suplex Rear Grapple Weak Up—tap @ + # 
Torture Rack Rear Attack Strong—hold @ 
Top Rope Clothesline Post (opponent on feet)—D-pad + X 
Avalanche Suplex Top Rope (groggy opponent)—hold @ long 
Counter Spine Buster Hammer Throw to Ropes—hold @ long 
Counter Lift Slam Hammer Throw to Ropes—tap @ 
Falling Elbow Drop Attack (opponent on mat)—tap X 
Held Underarm Drop Punch Intercept (opponent punching) — E +X 
Held Leg Clothesline Punch Kick (opponent kicking) — E + X 


SCOTT STEINER 

Moves Button Commands 
Two-Handed Tackle Grapple Weak Down—tap @ + + 
Speedy Side Suplex Grapple Medium—hold @ 
Lift Up/Slam Grapple Medium Up—hold @ + # 


Double Arm Driver Grapple Medium Down—hold @ + + 
Front Suplex Grapple Strong—hold @ long 
Suplex to Pile Driver Grapple Strong Up—hold @ long + # 


Stud Driver Bomb Grapple Strong Down—hold @ long + + 


Grapple Doctor Bomb Special Spirit—hold o very long 
Tilt Slam Rear Grapple Weak—tap @ 
Full Nelson Rear Grapple Weak Up—tap @ + t 
Reverse Brainbuster Rear Attack Strong—hold @ 
Dragon Suplex Rear Attack Strong Up—hold @ + + 
Shoulder Tackle Run Attack— A to run + X to attack 
Football Tackle Special Bow- A + @, or R 
Diving Elbow Drop Post (opponent on mat)—D-pad + X 
Diving Mongolian Post (opponent on feet)—D-pad + X 
Avalanche Front Suplex Top Rope—Groggy opponent, 

hold @ long 25 waist 
Frankensteiner Hammer Throw to Ropes—hold @ long 
Dragon Buster Hammer Throw to Ropes—tap @ 


Falling Elbow Drop Attack (opponent on mat)—tap x 
One Arm Flip Punch Intercept(opponent punching)— W + + 


ULTIMO DRAGON 

Moves Button Commands 
Chest Slap Grapple Weak—tap @ 
Shoulder Throw Grapple Weak Up—tap @ + 4 
Bodyslam Grapple Weak Down—tap @ + + 


Side Suplex 
Brain Buster 


Grapple Medium—hold @ 
Grapple Medium Up—hold @ + + 
Frankenwhip Grapple Medium Down—hold @ + + 
Jumping DDT Grapple Strong—hold @ long 
Northern Light Suplex Grapple Strong Up—hold @ long + 4 


Tombstone Driver Grapple Strong Down—hold @ long + + 


La Mahistral Special Spirit—hold @ very long 
Kneel Kick Rear Grapple Weak—tap @ 
Expresso Back Drop Rear Grapple Weak Up—tap @ + t 
Rolling Clutch Rear Attack Strong—hold @ 


Maya Crossarm Suplex Rear Attack Strong Up—hold @ + t 
Flying Kneel Kick Run Attack— A to run + X to attack 
Rolling Body Kick 
Cancun Tornado 

Tope Con Hero Post (opponent on feet)—D-pad + X 
Avalanche Brainbuster Top Rope (groggy opponent)—hold @ long 
Spinning Back Breaker Hammer Throw to Ropes—hold @ long 
Momentum Arm Drag Hammer Throw to Ropes—tap @ 


Special Blow—4 + @, or R3 
Post (opponent on mat)—D-pad + X 


Sunset Flip Attack (opponent on mat)—tap X 
Tope Sisida Rope Dive (opponent out of ring)— å + @ 
Asai Moonsault Rope Jump (opponent out of ring)—tap @ 


STING 

Moves Button Commands 
1-Hand Hammer Blow Grapple Weak—tap @ 
Punch to the Face Grapple Weak Up—tap @ + t 
Bodyslam Grapple Weak Down—tap @ + + 
Lift Up Slam Grapple Medium—hold @ 
Brain Buster Grapple Medium Up—hold @ + + 
Pile Driver Grapple Medium Down—hold @ + + 
Jumping DDT Grapple Strong—hold @ long 
Manhattan Drop Grapple Strong Up—hold @ long + # 
Power Bomb Grapple Strong Down—hold @ long + + 
Power Jack Special Spirit—hold @ very long 
Face Crusher Rear Grapple Weak—tap @ 
Atomic Drop Rear Grapple Weak Up—tap @ + 8 
Reverse DDT Rear Attack Strong—hold @ 
German Suplex Rear Attack Strong Up—hold @ + t 


Flying Clothesline Run Attack— to run + X to attack 
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AMany of the nastiest moves require you to grab from the side or rear, so keep moving around the ring. 


Rolling Punch 
Diving Body Press 
Diving Clothesline 


Special Blow— + @, or 
Post (opponent on mat)—D-pad + X 
Post (opponent on feet)—D-pad + X 
Avalanche Brainbuster Top Rope (groggy opponent) —hold @ long 
Spider ShoulderThrow Hammer Throw to Ropes—hold @ long 
Back Flip 
Guillotine Drop 


Hammer Throw to Ropes—tap @ 
Attack (opponent on mat)—tap x 


THE GIANT 

Moves Button Commands 
Head Butt Grapple Weak—tap @ 
Head Lock Punch Grapple Weak Up—tap @ + t 
Bodyslam Grapple Weak Down—tap @ + + 


Two-Hand Karate Chop Grapple Medium—hold @ 


Vertical Brainbuster Grapple Medium Up—hold @ + ¢ 


Power Bomb Special Spirit—hold @ very long 
Triple Head Butt Rear Grapple Weak—tap @ 
Neck Breaker Rear Grapple Weak—tap @ + t 
Manhattan Drop Rear Attack Strong—hold @ 
Throw German Suplex Rear Attack Strong—hold @ + * 
Butt Bump Run Attack— A to run + X to attack 
Big Foot Special Blow— å + @, or R2 
Body Press Drop Post (opponent on mat)—D-pad + X 


Falling Butt Bomb Post (opponent on feet)—D-pad + X 
Avalanche Brainbuster Top Rope (groggy opponent)—hold @ long 


Choke hold Hammer Throw to ropes—hold @ long 
Body Press Hammer Throw to ropes—tap @ 
Body Drop Attack (opponent on mat)—tap x 


Elbow Breaker Punch Intercept (opponent punching)— E + X 
Leg Toss Kick Intercept (opponent kicking)— E + X 
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Moves Button Commands 
Hammer Blow Grapple Weak—tap @ 
Head Butt Grapple Weak Up—tap @ + t 


One-Handed Bodyslam Grapple Weak Down—tap @ + + 


Box the Ears Grapple Medium—hold @ 
Brainbuster Slam Grapple Medium Up—hold @ + * 
Bodyslam Grapple Medium Down—hold @ + + 
Twisting Bodyslam Grapple Strong—hold @ long 


Canadian Back Breaker Grapple Strong Up—hold @ long + # 
Pile Driver Grapple Strong Down—hold @ long + + 


DJ Bomb Special Spirit—hold @ very long 
Rear Bryant Suplex Rear Attack Strong—hold @ + + 
Big Foot Run Attack—4 to run + X to attack 
Drop Kick Special Blow— + @, or 
Double Knee Drop Post (opponent on mat)—D-pad + X 


Drop Hammer Blow Post (opponent on feet)—D-pad + X 
Avalanche DJ Bomb Top Rope (groggy opponent) —hold @ long 


Pile Driver Hammer Throw to Ropes—hold @ long 


JAGUAR 


Moves Button Commands 
Hamstring Crunch (Opponent on mat)—move near legs + @ 


Knee Drop (Opponent on mat)—move near head + @ 


Upper Cut Grapple Weak—tap @ 
Body Flip Grapple Weak Up—tap @ + t 
Arm Drag Grapple Weak Down—tap @ + + 
Double Arm Suplex Grapple Medium—hold @ 
Brainbuster Grapple Medium Up—hold @ + + 
Head Spin Flip Grapple Medium Down—hold @ + + 
Snap Suplex Grapple Strong—hold @ long 


Spinning Scissors Trip Grapple Strong Up—hold @ long + * 
Pile Driver Grapple Strong Down—hold @ long + + 


Doublearm Powerbomb Special Spirit—hold @ very long 


Kneel Kick Rear Grapple Weak—tap @ 
Twisting Choke Slam Rear Grapple Weak—tap @ + + 
German Suplex Rear Attack Strong—hold @ 
Tiger Suplex Rear Attack Strong—hold @ + * 
Cartwheel Splash Run Attack—4 to run + X to attack 
Spinning Body Kick Special Blow— + @ or R2 
Flying Tiger Drop Post (opponent on mat)— D-pad + X 


DroppingTiger Splash Post (opponent on feet)—D-pad + X 
Avalanche DDT Top Rope (groggy opponent)—hold @ long 
Spinning Back Breaker Hammer Throw to Ropes—hold @ long 


JEFF JARRETT 


Moves Button Commands 
Figure Four Leg Lock (Opponent on mat)—move near legs + @ 
Surfboard Stretch (Opponent on mat)—move near head + @ 
Back Hand 
Right Hook 
Head Flip 


Grapple Weak—tap @ 
Grapple Weak Up—tap @ + t 
Grapple Weak Down—tap @ + + 


Neck Breaker Grapple Medium—hold @ 
Vertical Brainbuster Grapple Medium Up—hold @ + 4+ 
Shoulder Breaker Grapple Medium Down—hold @ + + 
Manhattan Drop Grapple Strong—hold @ long 


Canadian Backbreaker Grapple Strong Up—hold @ long + + 


Pile Driver Grapple Strong Down—hold @ long + + 
Power Bomb Special Spirit—hold @ very long 
Kidney Punch Rear Grapple Weak—tap @ 
Knee Dropper Rear Grapple Weak—tap @ + t 
Body Rack Rear Attack Strong—hold @ 
Twist Back Drop Rear Attack Strong—hold @ + * 
Shoulder Drop Run Attack— å to run + X to attack 
Drop Kick Special Blow— A + @, or 


Falling Elbow Drop Post (opponent on mat)—D-pad + X 
Two-Hand Hammer Blow Post (opponent on feet)—D-pad + X 
Avalanche Brainbuster Top Rope (groggy opponent)—hold @ long 


LE MASQUERADE 
Moves Button Commands 
Surfboard (Opponent on mat)—move near legs + @ 


Surfboard Stretch (Opponent on mat)—move near head + @ 


Head Lock Punch Grapple Weak—tap @ 


Left Hook Grapple Weak Up—tap @ + t 
Body Sweep Grapple Weak Down—tap @ + + 
Head Spin Flip Grapple Medium—hold @ 
Brainbuster Throw Grapple Medium Up—hold @ + t 
Double Arm Bomb Grapple Medium Down—hold @ + + 


DDT Grapple Strong—hold @ long 
Canadian Backbreaker Grapple Strong Up—hold @ long + # 
Pile Driver Grapple Strong Down—hold @ long + + 
Power Bomb Special Spirit—hold @ very long 


Full Nelson Drop Rear Grapple Weak—tap @ 


Twist Back Drop Rear Grapple Weak—tap @ + t 
Surfboard Stretch Rear Attack Strong—hold @ 
Body Rack Bomb Rear Attack Strong—hold @ + # 
Full Body Dive Run Attack— to run + X to attack 
High Drop Kick Special Blow—4 + @, or A 
Dive Bomb Post (opponent on mat)—D-pad + X 


Falling Body Drop 
Avalanche Brainbuster Top Rope (groggy opponent)—hold @ long 
Counter Clothesline Hammer Throw to Ropes—hold @ long 


Post (opponent on feet)— D-pad + X 


MAJOR TOM 
Moves 

2-Hand Karate Chop 
Vertical Brainbuster 


Button Commands 
Grapple Medium—hold @ 
Grapple Medium Up—hold @ + + 


Pile Driver Grapple Medium Down—hold @ + + 
Twisting Bodyslam Grapple Strong—hold @ long 
Jab Combo Grapple Strong Up—hold @ long + ® 
Power Bomb Grapple Strong Down—hold @ long + + 
DJ Bomb Special Spirit—hold @ very long 
Face Crusher Rear Grapple Weak—tap @ 
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Knee Dropper Rear Grapple Weak—tap @ + t 


Flip German Suplex Rear Attack Strong—hold @ 


Body Rack Rear Attack Strong—hold @ + # 
Running Elbow Run Attack—4 to run + X to attack 
Rolling Punch Special Blow—4 + @, or R3 


Falling Elbow Drop Post (opponent on mat)—D-pad + X 
Two-Hand Hammer Blow Post (opponent on feet)—D-pad + X 
Avalanche Brainbuster Top Rope (groggy opponent)—hold @ long 
Counter Clothesline Hammer Throw to Ropes—hold @ long 


SHANGHAI 

Moves Button Commands 
Upper Cut Grapple Weak—tap @ 
Fireman’s Carry Grapple Weak Up—tap @ + # 
Two-Handed Tackle Grapple Weak Down—tap @ + + 
Knee to Throw Suplex Grapple Medium—hold @ 
Head Spin Flip Grapple Medium Up—hold @ + # 
Side Slam Grapple Medium Down—hold @ + + 
Bearhug Slam Grapple Strong—hold @ long 
Standing Arm Bar Grapple Strong Up—hold @ long + # 


Reverse Arm Bar Grapple Strong Down—hold @ long + + 


Spinning ScissorsTrip Special Spirit—hold @ very long 


Sideways Back Drop Rear Grapple Weak—tap @ 
Twisting Choke Slam Rear Grapple Weak—tap @ + 4 
Sleeper hold Rear Attack Strong—hold @ 
German Suplex Rear Attack Strong—hold @ + # 


Run Attack— A to run + X to attack 
Special Blow— + @, or R3 


Jumping Knee 
Low Drop Kick 
Top Rope Knee Drop Post (opponent on mat)—D-pad + X 


STEEL TALON 

Moves Button Commands 
Double Arm Suplex Grapple Medium—hold @ 
Brainbuster Grapple Medium Up—hold @ + 4 
Held Tombstone Grapple Medium Down—hold @ + + 
Snap Suplex Grapple Strong—hold @ long 


Super Elbow Breaker Grapple Strong Up—hold @ long + t 
Right to the Face Grapple Strong Down—hold @ long + + 
Four Punch/Kick Combo Special Spirit—hold @ very long 


Twisting Back Drop Rear Grapple Weak—tap @ 
Neck Jerk Rear Grapple Weak—tap @ + + 
Body Rack Rear Attack Strong—hold @ 
German Suplex Rear Attack Strong—hold @ + # 
Running Drop Kick Run Attack—4 to run + X to attack 
Drop Kick Special Blow—4 + @, or 
Talon Drop Post (opponent on mat)—D-pad + X 


Drop Hammer Blow Post (opponent on feet)— D-pad + X 
Avalanche Brainbuster Top Rope (groggy opponent)—hold @ long 


Cobra Twist Hammer Throw to Ropes—hold @ long 


WING COMMANDER Ill: 
HEART OF THE TIGER 


Can you save humanity from the overwhelming might of the Kilrathi Empire? You can with this selection of vital 


hints and tips. 


CHOOSING 


YOUR SHIP 


Your choice of ship should be governed by 
the upcoming mission. For regular, 
everyday patrols, go for a well-balanced 
craft scoring evenly in agility, shields, and 
firepower. Escort missions need a faster 
ship, designed to intercept attacking 
fighters and missiles before they hit the 
target. Choose a craft armed with 
torpedoes for space strikes, but don’t 
neglect shields. If your mission involves 
attacking a planet, you can only use the 
Excalibur. The main advantages and 
disadvantages of the ships are as follows: 
ARROW: Not the strongest of ships, nor is 
it the most heavily armed. The Arrow is 
built for one thing—speed. This makes it an 
ideal interceptor. It’s also very good for 
reconnaissance missions. 

EXCALIBUR: Given the choice, this 
prototype craft is the one to get. Although 
it lacks torpedoes, it has tremendous 
firepower, as well as auto-targeting. 
HELLCAT V: A good, all-around fighter 
with stronger shields and weapons than 
the Arrow, but with less speed. It doesn’t 
carry torpedoes, either. 

LONGBOW: The Longbow is extremely slow 
and clumsy, but its payload of four torpedoes 
and 16 missiles makes it a formidable fighter. 
It’s an easy target for faster ships, but 
excellent at blowing away the enemy. 
THUNDERBOLT VII: A heavy ship that 
sacrifices speed and maneuverability in 
favor of firepower, armor, and shields. It 
also has a torpedo bay. 


CHOOSING YOUR 


WINGMAN 


Wingmen (and women) improve with 
practice. It’s best not to stick to the same 
flier for every mission, because if they’re 
killed, the pilots you’re left with will lack 
experience. 

HOBBES: This Kilrathi pilot is the best all- 
around wingman available. His versatility 
makes him the ideal choice for missions 
that have mixed objectives. 


AKilrathi fighter craft are fast and 
maneuverable—and often outnumber you. 
Get ready for some tough fights. 


LIEUTENANT WINSTON CHANG 
(VAGABOND): This guy’s good on easy 
missions, but gets a little temperamental. 
Vagabond tends to break away without 
warning when he’s under fire. 
Nevertheless, he’s a skilled pilot. 
LIEUTENANT MITCHELL LOPEZ 
(VAQUERO): He’s not as skilled as 
Vagabond, but is much better disciplined. 
Vaquero is a trustworthy soul who sticks to 
your wing through thick and thin. 

MAJOR TODD MARSHALL (MANIAC): 
This hotheaded flier is well nicknamed. 
He’s a great combat pilot, ideal for Kilrathi- 
laden missions, but he often gets himself 
into life-threatening scrapes. 

LIEUTENANT LAUREL BUCKLEY 
(COBRA): A cool, calculating pilot. Use 
Cobra for combat, escort, and defensive 
missions. This guy hits everything he aims at. 
FIRST LIEUTENANT JACE DILLON 
(FLASH): This young flier has a lot to learn. 
Like Maniac, he tends to get himself into 
situations he can’t handle. Use him for 
simple outings until he learns the ropes. 
LIEUTENANT ROBIN PETERS (FLINT): 
Flint is undoubtedly the best at smashing 
Kilrathi ships. She’s also a highly defensive 
flier, so use her for missions that call for a 
steady, trustworthy pilot. 


MISSILE SELECTION 


DUMBFIRE: Good at smashing turrets and 
cap ships. The Dumbfire is worth falling 
back on if you run out of (or start without) 
torpedoes. 

HEATSEEKER: Great for blasting smaller 
enemy ships, they’re most effective when 

’s shields are damaged. 
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LEECH: A 
popular and 
effective weapon. 
Hit your enemy 
with the Leech 
and his power is 
drained, leaving 
him a sitting 
duck. Your 
adversary can’t 
charge damaged 
shields, but they 
can use 
afterburners. The 
Leech works well against any craft, but is 
especially useful against heavier ships. 
MINES: These aren't very effective. Their 
only real use is blocking off key waypoints. 
Forget about using them in combat. 
PILUM FF: This weapon works well against 
smaller ships. Its main advantage is that it 
doesn't require a lock-on to find its target. 
Its weaknesses are low speed and a small 
payload. For best results, fire it in volleys. 
SPICULUM IR: A good medium- to long- 
range weapon, especially against 
aggressive, toe-to-toe fighters. The 
Spiculum IR is very good at penetrating 
decoy defenses. 

TORPEDOES: Powerful and effective 
weapons used for smashing bigger vessels. 
A single torpedo smashes a small craft in 
seconds, two take out a Cruiser and anything 
bigger. Torpedoes are also good at delivering 
the payload, because it’s impossible to shoot 
them down with laser turrets. 


KNOW YOUR ENEMY 


The Kilrathi military enjoys greater 
resources than the Allies. Its ships are 
usually faster and more maneuverable, but 
have less shield power and house weaker 
fighters. Allied fighters are usually 
outnumbered, too. 

ASTEROID SHIPS: These are built from a 
hollowed asteroid, giving them the strongest 
armor of any Kilrathi fighter. When attacked, 
it usually breaks off and lays contact mines. 
The only way to deal with an asteroid ship is 
to gradually chip away at its defenses, 
attacking whenever possible, then waiting 
for another opportunity to do some damage. 
Don't chase them—it doesn’t work. 


AA long time ago, ina 
galaxy far, far away.... 
Hang on, what’s Luke 

Skywalker doing here? 
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A Different targets require different 
weapons and tactics to defeat, so use the 
right tool for the job. 


EKAPSHI: Not the hardest-hitting ship in 
the Kilrathi fleet, but don’t underestimate it 
either. Its sheer speed and maneuverability 
make the Ekapshi a fair match for the best 
of the Allied ships. Never fly in a straight 
line when fighting Ekapshi. 

Where there’s one Ekapshi, there’s 
usually more. Chase one and another soon 
appears, hoping your concentration is so 
focused on the first craft that you won't 
notice the second attacking your flanks. If 
a second Ekapshi engages, turn and face 
it. Hit it with everything you have before it 
can break off. 

PAKTAHN: The Paktahn is the Kilrathi 
equivalent of the Longbow. It wouldn't win 
a race and it isn’t the most maneuverable 
craft, but it carries an amazing range of 
guns and missiles. It’s shield and armor 
defenses aren't neglected, either. Needless 
to say, this vessel is designed to be used 
as a heavy bomber, for taking out capital 
ships such as your own TCS Victory. The 
only way to beat a Paktahn is to outflank it, 
attacking its sides. Its fore and aft are too 
heavily armed to attack successfully. 
DARKET: This craft’s speed and 
maneuverability make it almost impossible 
to chase, but its armor and shields are 
extremely poor. The best way to deal with a 
Darket is to stand still, turn toward it, and 
blast away as it launches an attack. The 
ship’s guns and shields are weaker than 
yours, so there’s little to worry about. If you 
must pursue one, hit your afterburner for 
an extra speed burst. 

DRALTHI IV: This is the standard Kilrathi 
fighter, an all-around slugger with no 


Y The Kilrathi are dedicated and skilled 
fighters, driven by a complex warrior 
code of honor. 


A Remember that different 
weapons are more or less 
effective against shields, 
and be ready to switch when 
you knock them out. 


significant strengths or weaknesses. It only 
poses a significant threat when in large 
groups; unfortunately, this is fairly common 
on later levels. The best way to deal with a 
group is to twist and turn, dodging IR 
missiles as you fly. Decoys are usually an 
effective tactic. 

SORTHAK: This craft lacks the agility of 
other Kilrathi fighters, but more than makes 
up for this with extra armor, shields, and 
firepower. Take advantage of the Sorthak’s 
lack of maneuverability by attacking its 
weakest points—its sides. If you tackle the 
ship from the front or rear you'll quickly 
discover just how effective its weapons are. 
STRAKHA: Star Trek fans will be familiar 
with the Strakha’s cloaking device. Like the 
Klingon Bird of Prey, this Kilrathi ship can 
“cloak” itself, making it temporarily 
invisible. This makes it difficult to shoot, 
especially with missiles— when targeted, it 
cloaks before it can be hit. 

Strakhas are incredibly difficult to pin 
down. Be prepared for a long, frustrating 
battle during which your extremely mobile 
opponent continually cloaks and decloaks. 
Your best tactic is to stay on the move—it’s 
easy to become so focused on the target 
that you fail to notice other foes that are in 
the vicinity. 


BADDIES 


These are the enemies’ larger vessels. 
Often your missions involve destroying 
Corvettes and Capital ships. Do you go 
straight for the big boys, or take out the 
fighter cover first? It’s up to you, but bear 
two things in mind: First, an enemy carrier 
releases fighters throughout the battle. 
Cripple it quickly or you’ll be fighting 
forever. Second, some wingmen don't 
always do as they’re told. If you have a 
hotheaded partner, keep your eye on him 
and make sure he doesn’t get himself killed. 
VAKTOTH: A heavy fighter laden with 
impressive firepower, front and back. Its 
method of attack is to charge toward you, 
blasting, then pull back at the last minute 
and open fire with its rear guns. Vaktoth 
pilots also like to attack you from the sides 
while you’re busy chasing another ship. 


e 
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A Know your ship, your weapons 
and your opponent, and you'll soon 
be blasting Kilrathi into tiny bits. 


The best way to defeat this ship is to let 
one drift into your sights while you’re 
chasing another craft, then quickly switch 
targets and blast it to bits. Don’t hang 
around to watch what happens, though— 
stay on the move. The Leech is a particularly 
effective weapon, offering you extra time to 
take out the Vaktoth’s associates before your 
weapon strikes its target. 

DREADNOUGHT: Fly into their hull 
cavities, slowing your speed to match that 
of your enemies. Enemies won't follow you 
inside, though the Dreadnought might try 
to dislodge you with some tight weaving. 
Once inside, blast away. 

STARBASES: These things are teeming 
with anti-matter guns. Don’t even think 
about charging in with your guns blazing. 
Instead, hold back and fire a couple of 
torpedoes. If you must follow up with 
lesser weapons, make sure you hit the 
base and not the rock it stands on. 
CORVETTE: The Corvette has five turrets. 
If you’re attacking one with guns, go for the 
one between the engines first, then pick off 
the others. Once the guns are destroyed, 
the enemy is no threat—smash it 
immediately or save it for later. You could 
always blow it apart with a torpedo, but 
make sure you have enough remaining to 
complete your mission. 

CAPITAL SHIP: These come in all shapes 
and sizes. Carriers, for example, release 
extra fighters. Some capital ships have 
anti-matter guns; these fire more slowly 
than ordinary weapons, but do far more 
damage per hit. They’re easily recognized, 
too—look for the yellow blasts. 

The best way of dealing with capital 
ships is to blast them apart with torpedoes. 
Fly close enough to your target so that you 
can lock onto it, then unload your 
weapons, staying out of turret range. If 
your first shot doesn’t destroy the ship, 
repeat the process with a second torpedo. 

If you have no torpedoes, attack each 
turret in turn. The enemy’s guns aren't too 
accurate, so you can afford to make a slow 
approach. However, if your shields run low, 
make a swerving retreat and recharge them. 


WING COMMANDER IV: 
THE PRICE OF FREEDOM 


Once more, the fate of humanity rests on your shoulders in this space combat epic. This guide to the starfighters 
and wingmen available will help you become an ace in no time. 


FACE THE FIGHTERS 


Here’s the lowdown on the various fighting 
craft found in WCIV. 


LONGBOW TORPEDO BOMBER 


This fighter is greatly upgraded from its 
WCIII counterpart. It has almost double its 
previous shields and armor ratings, and a 
more powerful, if slightly smaller, weapons 


your side. The prototype of the Excalibur was 
tested in WCIII, where it soon proved its 
worth. Rating highly in speed and firepower, 
this mighty machine is more than a match for 
anything the Kilrathi can throw at it. 
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load. It’s still not a great dogfighter, though. =n 
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with slightly less speed and a little more 
maneuverability. Although under-armored, 
its flashy dogfighting abilities make it a 
force to be reckoned with. 


DRAGON 


This is an unbelievably tough ship. It’s got 
great weapons and armor, handles well, 
and is faster than lightning, too. It also has 
excellent cloaking facilities. As soon as the 
Dragon becomes available, make it your 
first choice. 


HELLCAT MEDIUM FIGHTER 

This is an upgraded Hellcat V. An all- 
purpose fighter, the Hellcat is the 
workhorse of the Federation fleet. It has no 
significant weaknesses, but doesn’t excel 
in any particular area, either. A great all- 
around performer. 


A Each wingman has their own personality 
and skills. 


AND THOSE YOU CAN’T 


ARROW LIGHT FIGHTER 


This craft will be familiar to veterans of WCIII. 
It’s fast and maneuverable but very poorly 
armored. You can't fly it, but you face several 
in battle. Watch out for those you meet at the 
end of the game—they can cloak. 


DRALTHI 


A fast-moving medium fighter used by the 
Kilrathi. While a threat to the Thunderbolt and 
Hellcat, the Dralthi lacks the firepower and 
shields needed for fighting heavier craft. 


EXCALIBUR HEAVY FIGHTER 


You can't fly this fighter, but be glad it’s on 


These are the pilots you interact with in the 
movie sequences. How you treat them affects 
how they perform—if you can help it, don't fly 
with a wingman you've just upset. But you 
can't please all of the people all of the time. 


CHOOSING YOUR WINGMEN 


In the main, the default pilots offered by the 
game are fine. However, there are a few 
points worth bearing in mind: 

e Maniac has an excellent kill ratio. If you 
want to be at the top of the kill roster, leave 
Maniac at home because he’s the pilot 
most likely to overtake you. 

e If you want a wingman who covers you 
when things are tough, go for a guy with a 
high loyalty rating. 

e Often choosing a reliable rather than 
spectacular wingman is the better option. 


AGGRESSION TRIGGER-HAPPY COURAGE PILOTING ACCURACY LOYALTY POMPOSITY 
Average Average High High Average High Average 
Hawk High High High Average High High Average 
Maniac High High Low High High Low High 
Panther Average Average High High Average High High 
Seether High High High High High Low High 


Vagabond Average High Average High High High High 
END & 
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Catscratch 
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WIPEOUT 


WIPEOUT 


Often imitated, but only truly bettered by its own sequel, the classic futuristic 
racer is still stunning to look at—and to listen to. Piloting a grav sled at 
hundreds of kilometers per hour isn’t easy, though, so here’s some expert 
advice on how to grab the championship trophy. 


CHOOSING A TEAM 


Each team has unique advantages and 
disadvantages. These become very 
apparent once you refine your driving style. 
Be sure to choose a team that best suits 
your skills, and not just your visual taste. 
Refer to the manual for additional team 
statistics and also for pilot specifications. 
Auricom: The craft Auricom uses is great 
on tight turns and has the best 
acceleration, but its poor top speed makes 
it one of the worst choices. Members of 
this team hail from the US and Canada. 
Quirex: Although it’s the fastest hovercraft 
available, the Quirex craft has poor 
acceleration and is hard to handle. You 
should only try the craft after you have 
mastered the techniques of turning and 
using the air brakes. For the expert player, 
this ship is simply the best. 

Feisar: Both team leaders hail from Europe 
and pilot a quick and responsive LS-5600 
MkIV. It’s a well-rounded ship with only one 
weakness—poor armor. It’s an exceptional 
craft for the Venom class, although you have 
to dodge rockets and use shields when you 
break out in front of the other racers. 

AG Systems: This team should be used by 
advanced gamers. Their craft is the most 
heavily armored, but its difficult to control, 
particularly on tight curves. It’s one of the 
better vehicles for a two-player link game, 
however. 


POWER-UPS 


Like the other items your craft is equipped 
with, power-ups will help you to take the 
lead ahead of the other racers. Both have 
excellent defensive possibilities. 

Shields: Shields surround your craft in a 
protective sphere. Crowded tunnels or long 
straightaways are the best places to use 
them. They absorb the impact of any missile. 
Turbo Boost: Turbo boost offers players 
neck-snapping instant speed. Instead of 
using them on jumps (which is awfully 
tempting!), use them on long straightaways 
to outrun a bothersome opponent. 


PILOTING THE 


HOVERCRAFT 


The anti-gravity racers are responsive 
vehicles, but pilots should learn their craft’s 


unique characteristics. A properly handled 

racer stays ahead of the pack and 

maintains top speed even on tight corners. 

e As the race is set to begin, you hear the 
announcer begin a countdown. When he 
says “One,” hit the accelerator hard. At 
that point the speed bar should almost fill 
with red indicator. If you have done it 
correctly, you get a jump on the other 
racers and take off with amazing speed. 

e Remember, the craft handles like an 
airplane, so pull up on the nose as you 
go into a jump to gain altitude, and push 
down for “re-entry.” Keeping the nose 
down reduces drag. The same applies 
when going into a curve or climbing a hill. 

e Hug the inside of curves and tap the air 
brake to keep away from walls. On tighter 
turns, apply the brake for longer. 


THE F3600 RACING 


CIRCUIT ALTIMA VII 


This easy course has two crucial jumps 
where you can break ahead of the pack. 
The first jump comes up quickly after a long 
climb. There are speed arrows and weapons 
grids scattered before the jump—make sure 
you hit them. The main problem that most 
beginners encounter comes when gliding 
through the tunnel; at that point, staying off 
the walls is more important than speed. 


Track Tip: Speed arrows help you climb up 
hills more quickly. 


KARBONIS V 


Rolling hills and sharp turns are trademark 

nightmares for this track. The snaking turns 
can be easily navigated by cutting hard into 
each curve, pausing, then pulling back into 
the next turn. There are few places to use a 
turbo boost, but a long straightaway on the 
back half of the track is your best bet. 


Track Tip: Watch the turning indicators on 
the walls for blind curves. 


TERRAMAX 

You can pull some serious Gs on this track, 
but don’t be deceived. Terramax has very 
difficult turns and a tough tunnel to give 
beginners a hard time. Don’t use turbo 
boost on jumps, because you can easily 
overshoot the track. 

Track Tip: Use your air brakes frequently 
and stay off the tunnel walls. 
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HORODERA 


This track takes total concentration, as well 
as some well-timed turns and a few gentle 
taps on the brakes. It’s one of the longest 
tracks and will take you a few laps to get 
used to it. Some speed arrows throw you 
into a wall, so steer into a turn before you 
go over them. 


Track Tip: Try to turn into a curve before 
you hit a speed arrow for maximum speed 
and turning potential. 


ARRIDOS IV 


It’s tough to maintain a good speed on this 
desert track, due to the hills and lack of 
speed arrows, but you can still advance on 
your competitors. Try turning early into 
blind curves to catch the few arrows that 
are available. 


Track Tip: Make sure you cut down on 
air drag by keeping the hovercraft even 
with the track. Bottoming out or catching 
too much air drastically cuts back on 
your times. 


SILVERSTREAM 

This is by far the most challenging and 
frustrating track on the anti-gravity circuit. To 
beat Silverstream you must hit the six near- 
impossible turns flawlessly. Remember to 
use the air brakes and hit the speed arrows. 


Track Tip: Keep to the left. 


While maintaining your top speed is essential to 
win consistently, you must also learn to effectively 
use the arsenal of weapons at your disposal to 
slow down opponents. Your hovercraft is loaded 
with weapons at the start of the race, but to 
activate them you must fly over weapons grids. 
MINES 

Mines stop your opponents dead in their tracks. 
Hold onto them until you have a competitor riding 
your tail, then unleash your attack. 

ROCKETS 

Rockets are fired in a straight line, so carefully 
align your target before firing. They can have the 
same explosive impact as missiles, but they’re 
harder to target. 

SHOCK WAVES 

These affect crafts with violent rifts. A shock wave 
can cause a pilot to momentarily lose control of his 
hovercraft. Regaining top speed can be almost 
impossible late in a race. 
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WIPEOUT KL 


A After the simplicity of Talon’s Reach, things rapidly get more complicated on the Sagarmatha course... 


TALON’S REACH 


VECTOR CLASS—EASY COURSE 1 


This course is a piece of cake. The track 
first sweeps to the right and up a small 
incline. Once you reach the brow of the hill, 
the track dips and turns sharply to the right. 
Use a combination of air brakes and skillful 
steering to get around here at full speed. 

Now the track bears left over another 
hill, but beware—once you reach the crest 
of the incline, the course turns sharply to 
the left. You must begin to steer your craft 
before you reach the point of turn or you 
end up in the barrier! 

You now enter the twisty final section 
of the track. Anticipate the corners and get 
your craft into position before the corner 
arrives. Once you are safely past this 
section, you’re back onto the starting 
straightaway. The pit lane is on the left. 


SAGARMATHA 


VECTOR CLASS—EASY COURSE 2 


This course is set in the picturesque 
mountains of snowy Tibet. The start is a 
long straightaway that gives you plenty of 
time to accelerate. Now the track turns left 
then right in quick succession. Your ability 
to turn through the first corner then apply 
opposite lock with the air brakes 
determines whether you escape this 
chicane unscathed. The track now goes 
through a tunnel. When you exit this 
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section, negotiate another chicane, this 
time right to left. This one isn’t quite as 
sharp, so use basic turning skills. The track 
banks steeply upward, then bears to the 
right very sharply. Use the air brake to get 
around the corner safely. 

Next the track bears right then left in 
quick succession. This is followed by 
another tunnel section, where there’s a 
sharp right. The dim light makes this turn 
tricky, but it can be made without the use 
of the air brakes. 

You now enter the final section. You go 
over a jump that boosts your speed to 
maximum. Now steer your craft around a 
long, sweeping right-hand bend that leads 
onto the home straight. Feather the 
controls to keep your speed high while 
getting around the corner. As you turn back 
onto the starting straightaway, the pit lane 
is on your right, should you need it. 


VALPARAISO 


VENOM CLASS—TRICKY COURSE 1 


This course may seem daunting at first, but 
once you get to grips with the air brakes, it 
shouldn’t cause any problems. The starting 
straightaway is very short so you have to 
be ready to make quick adjustments from 
the beginning. If you get a fast start, you 
should be able to overtake a couple of the 
slower racers almost immediately. 

The second section isn’t as generous— 
it’s a twisty series of chicanes that go right, 
left, right, left, left. It’s possible to get 
through at full speed and without using the 


” 
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It was a long time 
coming, but the superbly 
polished and incredibly 
slick sequel to Wipeout 
was more than worth the 
wait. Bigger, faster, and 
even more playable than the 
original, it’s a classic in its own 
right. Here’s how to win. 


AThe air brakes become vital on Valparaiso. 


air brakes, but you must anticipate the 
corners early. 

Next is a long straightaway, followed by 
a 90 degree left—use the air brakes! Now 
the track drops down in a series of sharp 
bumps, so push back on the D-pad to 
keep your cratf’s nose up. This avoids 
heavy contact with the ground and keeps 
your speed high. 

After a sweeping right-hand turn, 
there’s another 90 degree left, so use the 
air brakes again to get around at full speed. 
An easy right-hand turn follows, then 
another 90 degree left. After a small 
straight section, the track bears right and 
enters a difficult tunnel section. Turn left, 
then right. Both corners are 90 degrees, so 
the air brakes must be used. 

The final section begins with two easy 
left-right turns, then the track dips down 
sharply. Push back on the D-pad to make 
your landing as smooth as possible. Use 
the air brakes to negotiate the final left- 
hand turn, which leads back onto the 
opening straightaway. The pit lane is to 
your right. 


PHENITA PARK 


VENOM CLASS—TRICKY COURSE 2 


This is by far the hardest track you have 
encountered, so you must pull out all the 
stops to get gold. From the start, the track 
bears gently to the left, then sharply turns 
right up a steep incline. Both of these 
corners can be taken without air brakes, so 
keep your speed as high as possible. 

Next are a left turn—the track is 
banked so keeping your speed up is 
easy—and short straight section. A chicane 
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turns right then left very quickly; use 
normal steering skills on the first corner 
then, as the track turns back on itself, 
apply opposite lock with the air brakes 
while steering. This is tricky—the race can 
be won or lost here! 

Go over a small jump and up an incline 
while turning to the right. Stay alert, as you 
must begin to steer left as you reach the 
brow of the hill. The track turns quickly, and 
unless you move your craft early, you hit 
the barriers. There are right and left turns, 
then the track begins to climb once again 
(air brakes aren’t needed in this section). 

You now enter the first of two tunneled 
sections. The tunnel bears right—this 
corner is easy to take and can be easily 
passed without losing any speed. There’s a 
short straightaway then right-left chicane, 
so get ready with your air brakes. 

Next is the second tunnel area. This 
can be very tricky. The track flicks right 
then left, and life is difficult in the dark. 
When you exit the tunnel, you’ll see the pits 
away to your right. This tells you that you’re 
on the starting straight and that it’s smooth 
sailing all the way to the finish line. 


GARE D’EUROPA 


Rapier Class—Hard Course 1 

The start section of this course is very 
short and gives you no chance to speed 
up. This is probably a good thing, as a 
sharp right follows, leading into a twisty 
tunnel section. The dim light makes life 
difficult, so be alert—remember, the track 
turns right, left, right, left. 

As you exit the tunnel, the track banks 
steeply. As you reach the brow of this 
incline, use the air brakes and hard lock to 
steer left. You cannot see this turn so you 
must trust your judgment—be warned, this 
is not an easy turn to pull off unscathed! 

Now the track drops down into another 
tunnel, then turns sharply to the right. This 
section is bathed in dark red light and so 
it’s tough to see where the track goes— 
stay alert! 

You’re now on a long straightaway that 
slopes down quite steeply, giving you 
ample opportunity to build up speed. At 
the bottom you will enter another tunnel 
section. The track turns sharply right, right, 
left, right, then back to the left. This set of 
sweeping corners is very difficult and 
requires the use of air brakes in 
conjunction with skillful steering. 

You enter another tunnel that’s lit by 
dim red light, so take care. This section 
features a long, sweeping turn to the right, 
so don't use the air brakes. 

The final section is uneven and banks 
steeply upward. It’s also littered with 
speed-up pads—use these whenever you 
can. Push back on the D-pad, as this stops 
your craft from diving into the track and 
slowing down. 

Before long the track comes to a stop 
and your craft is launched into the air, so 
push back on the D-pad to give yourself 
the smoothest landing possible. 


LAP TIMES 
a 


EO _. 
A Just coming into a tricky bend or chicane 
is the perfect time to take out an opponent 


with a missile—it’ll take them even longer 
to recover. 


The pit lane is now on your left and the 
starting line is just up ahead. 


ODESSA KEYS 


RAPIER CLASS—HARD COURSE 2 


From the start the track leads almost 
directly into the distance, so you have got 
the opportunity to make a good start and 
take a few places. The first tunnel is 
illuminated by a very dim blue light, so 
keep a close eye on the track ahead—it’s 
all too easy to lose sight of where you’re 
going. 

Once inside this tunnel, the track turns 
right then sharply left in quick succession, 
then climbs steeply. At the top the track 
falls away, leaving you airborne. Push back 
on the D-pad, as this gives you a smooth 
landing. 

You now enter another tunnel section. 
The track dips and turns to the right 
sharply, then climbs again. It’s all too easy 
to make contact with the ground and lose 
speed on this undulating section—keep the 
nose of the ship up to prevent this. The 
track dips and turns left. Be careful, as the 
exit to this corner is narrow, so it’s easy to 
catch the sides. 

Once again, you find yourself on a 
steep incline. As you reach the top there’s 
a right turn—use the air brakes to take it at 
full speed. The track then drops into 
another tunneled section. As before, it’s 
dimly lit, so watch out. 

The track turns gradually to the right, 
then back to the left. As you exit the tunnel, 
the track begins to climb once again. Use 
the blue turbo pad to increase your speed. 

After a small jump, there’s a sharp 
right—use a combination of air brakes and 
steering skill to make this safely. A short 
straight section follows, then there’s a tight 
left-right chicane. As you exit this 
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combination of curves, the pit lane appears 
on your left. You’re now back on the 
opening straightaway, ready for another lap. 


VOSTOK ISLAND 


PHANTOM CLASS—VERY HARD 
COURSE 1 


The starting straightaway is very short, so 
be ready to take control of your hovercraft 
as soon as the race gets underway. If you 
get a fast start this task is even harder, so 
watch yourself. 

The track bears right sharply, then 
splits into two. Take whichever is easiest for 
you at the time—both lead the same way. 
The track comes together for a few 
moments, then splits again. Again, take the 
route that’s easiest for you at the time. 

When the track merges together, there’s 
a left turn and a steep incline. At the top of 
the hill, the track turns sharply right and 
drops away at the same time. You must use 
a combination of air brakes and skillful 
steering to make this corner at full speed. 

Now the track heads down into a short 
tunnel bathed in a red light, which makes 
navigation tough. This tunnel bears sharply 
right, so be ready to turn. However, air 
brakes are not needed. 

Now a twisty section goes right, left, 
right—anticipate the corners and keep your 
speed high. The track stops and you fly 
through the air, so push back on the D- 
pad. The course turns sharply to the left, 
but you have the option of entering the pits 
on the right. 

As you steer your way around this long 
left-hand turn, you enter a tunnel. This long 
underground section turns right, right, and 
then left. All three turns are very sharp and 
require skillful control. 

As you round the third bend, you come 
out of the tunnel and find yourself back on 
the starting straightaway. 


If after all those pro tips and strategies you’re 
still having problems getting gold medals, 
check out these cool cheats and tricks. 


SUPER-FAST PIRANHA SHIP 

On the main menu, press and hold &3), @3, 
and =, Now press XXXX@Ag. 

The Phantom craft is by far the fastest in the 
game and has a top speed of over 400 mph! 
Be warned—this craft cannot use weapons, 
making it susceptible to attack from fellow 
competitors. 


PHANTOM CLASS RACING 
On the main menu, 
press and hold &3), 
(Ri), and Ga). 
Now press 
AAAACOO®O. 
This enables you to 
race in the mega- 
tough Phantom class. 


TRACK CHEAT 


Once again, on the main menu, press and 


PHANTOM CLASS—VERY HARD 
COURSE 2 


This is the final track and also the ultimate 
challenge. It’s located around a city that 
has been ravaged by earthquakes. As a 
direct result of this seismic activity, the 
track is broken up at certain places. This 
will make life very difficult for you! 

The opening straightaway is short and 
is set on a shallow incline, so a fast start is 
essential. The track bears right very sharply 
and dips steeply at the same time—use the 
air brake to take this corner at full speed. 

Down in the small tunnel, watch out—a 
sharp left follows. Use your air brakes to 
take this at full speed. 

You can get through the following right- 
left chicane without brakes. Next the track 
drops and you enter another tunnel. 

The pit lane is on the left, should you 
need it at this early stage. This tunnel 
section has a sharp right, so use the air 
brakes to take it at speed. 


P a 
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A Every weapon and power-up has its uses, the 
trick is to activate them in the right situation. 


hold £9, R3, and ==). Now press 

= @4 68. This cheat allows you to race in 
all of the tracks on the easy level. This option 
is great for practicing a track before you race 
on it for real. 


The following tricks are activated while 
playing the game. All you need to do is 
pause the game, then hold down the £4), 
12), and e= buttons. You can now enter the 
following codes: 


Code: m @ x m @ x4 

Effect: This activates a mini-gun on the front 
of your craft and turns WipeOut XL into a 
shoot-em-up! All you need to do to win a race 
is destroy your competitors, then complete 
the required amount of laps! Easy when you 
know how! 


Code: AXH@AXHO 

Effect: You have infinite energy, so no matter 
how many mines you run over, you never have 
to use the pits. This cheat allows you to keep 
lap times high and means that you can take 


As you exit the tunnel, the track turns 
to the right. You can’t see this, though, so 
trust your judgment. The next section is 
broken and you must steer your craft 
between the pieces of track that are still 
standing. While this may sound difficult, it’s 
actually the fastest part of the circuit. 

Now you enter a tunnel that’s badly lit 
and very twisty—the corners go left and 
then right. You must avoid contact with the 
walls, as they slow your craft down 
immensely. Lightly steer your craft to the 
left as you exit this tunnel—the track 
cannot be seen so once again trust your 
judgment. 

The next corner is a long, sweeping 
right-hander that can be taken at maximum 
speed. The track bears left and climbs a 
slight incline. You’re now approaching the 
hardest section of the course. Above the 
track you’ll see a large sign that reads 
“Watch Out.” 

As you go under this, use the air 
brakes and hard lock to steer right. If you 
time this correctly, you make a 90-degree 
turn in mid-air and land on the track below; 
over-steer and you end up in the barriers; 
understeer and you fall off the track. 

With this tricky section completed, the 
track enters another tunnel and turns 
slightly to the right. You can make this at 
full speed without the use of air brakes. 
You'll find yourself back on the starting 
straight. 
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all of the missiles or mines the CPU drivers 
throw at you. 


Code: 

XX H@@A 
Effect: This code 
gives you a constant 
supply of weapons. 
However, the more 
useful power-ups 
like the Auto Pilot 
and Turbo boost cannot be used and cannot be 
collected, so while this cheat is useful, it can 
cause all kinds of problems. 
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Code: 
AH@XAHOX 
Effect: This is 
probably the most 
useful of all the “in- 
game” cheats. Input 
this code and you iz y1 
have infinite time, so no j mater how slow you 
are, you can still always finish the race. 


THE CHALLENGES 


When you have finally completed the first 
three classes, you will be offered the 
chance to compete in the “WipeOut 
Challenge |.” 

In this mode, you have to race all six of 
the courses, one after the other. Get a gold 
medal and you move on. You get three lives 
to complete the challenge—but if you fail 
and you have to start over again. 

With this challenge complete, you’re 
given a new class to race in— Phantom. 
When you have raced these new tracks 
and got a gold medal, you can race in 
“WipeOut Challenge II.” 

In this mode you race on all eight 
tracks, one after the other, scoring a gold 
to progress to the next. As with Challenge 
|, you get three lives to achieve your goal. 
This is the ultimate test of skill in WipeOut 
XL and victory is rewarded by the addition 
of the Piranha class craft—this baby 
moves, big time! 

You can now go back to the courses 
and get straight to work on those lap 
records with this super-fast ship. 
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THE WORLD IS NOT ENOUGH 


THE WORLD IS 


NOT ENOUGH 
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INTRODUCTION 


There’s a reason James Bond is called upon 
for the most difficult assignments. Without a 
doubt, he’s simply the best. Master the 
following tips and techniques to become a 
top-notch secret agent like Bond, himself. 


BASIC TACTICS 


Apply these skills and strategies to improve 
your basic field abilities. 


KNOWLEDGE IS POWER 

Before each mission starts, you gain 
valuable information on the Debriefing 
screen from allies such as M, Robinson, R, 
and Moneypenny. R’s briefings are probably 
the most useful because he tells you how 
and where to use various gadgets. So take 
the time to absorb this valuable data before 
recklessly jumping into a mission. 


USE CAUTION ENTERING A NEW AREA 
In a mission, enemies lurk around every 
corner. So don’t just rush out into the open 
as you progress through a level. Instead, 
take cover behind crates, walls, or anything 
in the environment that offers protection as 
you advance. This often allows you to get 
the drop on enemies, while affording you a 
modicum of protection. 


SAVE ARMOR POWER UPS 


Throughout the missions, you find 
numerous Armor power-ups. To take full 
advantage, never grab a new power-up if 
you currently possess one. Instead, wait for 
your current Armor power-up to deplete 
before grabbing a new one. This allows you 
to get the most out of these valuable items. 


STUDY YOUR INVENTORY 


Bond starts each mission with a unique array 
of gadgets. This gives you an idea of the 
kinds of things he probably needs to use in a 
level. For instance, if you start with a Pen 
Explosive in your inventory, you’ll probably 
need to blow a hole in a wall at some point 
in the mission. So, if you reach an area in a 
mission and seem to be stuck or unable to 
advance, search your inventory for an item 
that may be helpful in the given situation. 


TAKE ADVANTAGE OF 
YOUR RESOURCES 


You begin each mission with full health and a 
set inventory. Therefore, don’t worry about 


conserving health or ammo for upcoming 
missions. It doesn’t make any difference 
whether you finish a mission with 100 percent 
of your health or 10 percent, because you 
automatically start the next mission at full 
strength. As for weapons, no matter how 
many different types you collect in the course 
of the mission, you do not carry them over to 
the next mission. So it makes little sense to 
conserve your ammo. Instead unload 
everything you have when necessary to get 
through the toughest sections of a mission. 


COMBAT TACTICS 


Master the following combat techniques 
to overcome the toughest enemies the 
game can throw at you. 


LEARN TO STRAFE 


Strafing is a key technique to master. It 
allows you to move sideways while facing 
an opponent. By staying in motion, you are 
harder for enemies to target, and you can 
stay on the offensive yourself. 


KNOW YOUR FIREARMS 


In some 3D shooters, you can simply blow 
your way through the opposition using your 
favorite weapon, instead of the appropriate 
weapon. That is not the case in The World 
is Not Enough. Throughout the game, you 
encounter situations that strategic weapon 
use will help you overcome. So learn to use 
the right weapon in the right situation to 
maximize your effectiveness. 

Use weapons strategically, according 
to the situation. For example, in wide-open 
areas, using weapons with a targeting 
scope can be useful for picking off 
enemies at a distance. 

In close quarters against multiple foes, 
an automatic weapon is an optimal choice 
for clearing out a path ahead. 

Automatic weapons are a terrible 
choice for situations involving civilians or 
hostages, as the unruly spray of bullets can 
easily hit the wrong targets. This results in 
an immediate failure of the mission. 


CROUCH 


Crouching is an underrated technique. Most 
importantly, it makes you harder to hit. 
However, it can also be extremely useful 
when you find yourself unarmed. In hand- 
to-hand combat, most opponents can’t hit 
you as you are ducking, while you can 
continually unload vicious combinations. 
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Just be sure to keep moving forward, 
because hitting an opponent knocks him or 
her backward and out of punching range. 


KEEP YOUR WEAPON LOADED 


Nothing’s more dangerous than having to 
reload a weapon during a gun battle. So 
reload your weapon every time there is a 
break in the action. Having a full clip gives 
you the best chance to survive in a heated 
exchange with opponents. 


MASTER THE INVENTORY RING 


When you cycle through items during 
gameplay, only the items in your Inventory 
Ring appear. Therefore, access the Inventory 
screen and set the items you want to have in 
your Inventory Ring. Most likely, you want 
your weapons stored here, not gadgets. That 
way, you can easily cycle to a useful firearm 
in the middle of a tough battle, without 
wasting time cycling past useless gadgets. 


MISCELLANEOUS TIPS 


PRACTICE MAKES PERFECT 

This guide provides a complete 
walkthrough of the 007 mode. In this 
challenging mode, you face increasingly 
stronger and smarter enemies. However, if 
you have trouble with a particular mission, 
you may want to try it at the Agent skill 
level. This allows you to get a better feel for 
the mission, while building your skills. 


ARMOR DOES NOT EQUAL 
INVULNERABILITY 


The Heavy and Light Armor power-ups are 
some of the most useful items you collect 
during your assignments. They allow you to 
absorb extra damage in the course of a 
mission, which often proves vital for your 
survival. Still, they do not make you 
invulnerable. Even when Armor-equipped, you 
can still take fatal damage from extreme falls 
or radiation. So don't let Armor give you a 
false sense of confidence in the heat of battle. 


INTRODUCTION 


Elektra may be defeated, but Renard still 
intends to carry out his devious plan to 
cause a nuclear catastrophe. If he 
succeeds, the city will be destroyed and 
millions of innocents will die. Before the 
submarine can submerge, Bond swims to 
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the hatch and knocks out one of Renard’s 
men. He climbs inside the submarine just 
before it begins its deadly voyage. Now, 
Bond must stop Renard once and for all, 
then escape with Dr. Jones. 


OBJECTIVES: 

A) Find and defeat Renard. 
B) Rescue Dr. Jones. 

C) Escape from submarine. 


ao 
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~ | inside the submarine, 
| walk down the initial 
hallway. At the end of the 
hallway, you have two 
paths to choose from. 
Turn right and enter the 
next door you reach. 


<qHere you find the 
Navigation Room, which 
is currently empty. 
Continue forward 
through this area to the 
next hall. 


qin the hall, enter the 
first door on your left to 
find a Heavy Armor 
power-up, then cross the 
hall to enter the second 
door on your right. 


<This room holds the 
first enemy you must 
face. Take him down, 
collect and equip his 
Belgique PS100, then 
grab the Control Room 
Key on the table. 


AMISSION 11: MELTDOWN 


<@qOnce you have the Key, 
prepare to face an onslaught 
of enemies that rush the 
room as you try to exit. 
Outside, turn right and walk 
to the table to collect an IAC 
Defender, which can be 
used to gun down your foes. 


<qWhen they are 

DO? eliminated, backtrack out 
past the Navigation Room 
and the next hallway until 
you reach a locked door. 
Use the Control Room Key 
here, then enter the room. 


<4 0nce you step inside, 

O spray some bullets into the 
room to take down the foes 
as stationed here. You might 
even want to target the fire 
extinguisher on the wall, as 
the explosion can sometimes 
take down nearby enemies. 
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When the room is 
clear, walk to your right 
and collect the Heavy 
Armor power-up on the 
control panel. Then 
walk to the door on the 
far side of the room to 
exit this area. 


<in the next room, 
enter the hatch in the 
floor to proceed deeper 
into the submarine. 


THE WORLD IS NOT ENOUGH 


<<Down below, you find 
yourself in a room with 
a stuck door. Instead of 
worrying about the door, 
Shoot the crate to find 
another Heavy Armor 
power-up, then press 
the panel on the wall 
behind you to slide 
some machinery aside. 


Once the machinery 
is moved, shoot a hole 
into the ventilation shaft 
and crawl in. At the end 
of the shaft, blast 
another hole to exit. 


<qWhen you are out of 
the vents, you see Dr. 
Jones, who warns you 
about Renard. She is 
locked in a secure 
room that you cannot 
access yet. Pursue 
Renard into the steam 
room, avoiding the steam blasts and taking out 
his men posted here. 
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<4After you cross the 
steam room, blast the 
next enemy around the 
corner, then enter the 
next doorway. 


<qBecause the next 
area is close to the 
reactor, there is a high 
level of radiation here. 
So equip your Radiation 
Detector before 
continuing forward. 


<At the end of this 
hall, you find a room 
filled with men in 
radiation suits. Quickly 
travel along the path to 
your right and work your 
way through this highly 
dangerous area. If you 


spend too much time here, the radiation will be your 
downfall. Before exiting, grab the Heavy Armor 
power-up to your left. 


< 0nce outside the 
room, follow Renard 
down to the Reactor 
area. Unfortunately, he 
is locked away in the 
Reactor Chamber by 
himself. 


«To reach him, 
shoot the computer 
panels along the post 
in the center of the 
Computer Room. 
Once all the panels 
are destroyed, enter 
the Reactor Room. 


- 


<qWhen you do, Renard 
is impaled by a part of 
the reactor core. When 

| he goes down, grab the 
Cell Door Key. 


<¢Now, you must 
quickly backtrack to 
rescue Dr. Jones. The 
Clock is ticking, so 
make every second 
count. At her locked cell 
door, use the Cell Door 
Key. When Dr. Jones is 
free, backtrack through one more room to the area 
where you dropped down from the hatch. Once you 
arrive, the mission and the game are complete. 


VAt this point, a final video sequence plays. Bond 
and Dr. Jones use the torpedo launch bay to propel 
themselves out of the sinking submarine, just 
before it explodes. Now, with the world safe once 
more, Bond and Dr. Jones enjoy the Christmas 
holiday in style. Bond style. 


PRESENT ARMS 


The key to success is choosing the right 
weapon from the many on offer and using 
it effectively. Some are always available, 
some are in limited supply, and a few can 
only be found in weapon crates. Learn the 
advantages and drawbacks of each one. 


AIRSTRIKE 

Use these wisely. Airstrikes guarantee a hit, 
but they are limited—the default setting 
gives only one. They’re most useful when 
enemy worms are standing close together, 
when a single strike can eliminate multiple 
enemies. 


BANANA BOMBS 

The Banana Bomb is a more powerful 
version of the Cluster Bomb. They are 
capable of delivering a massive 75 points 
of damage and are unaffected by the wind. 
Aim one at the center of an enemy team’s 
position to cause maximum damage. 
Alternatively, if the enemy is too spread out 
or well dug-in, use an airburst. Set a one- 
or two-second fuse and watch the 
fireworks. Remember, you start the game 
with no Banana Bombs—they’re only found 
in weapons crates. 


BAZOOKA 

The key to using Bazookas is learning to 
judge the distance meter and wind 
indicator. The wind has a great effect on 
Bazooka shells, a fact that can be used to 
your advantage. For example, an enemy 
tucked under a ledge can still be hit if the 
wind is blowing in the right direction, 
carrying the shell under the overhang. 


Half Lemmings-style puzzler, half shoot-’em-up—and 
all very silly—this wonderfully quirky game is both 
challenging to play and great fun. The secret to 
success is the correct use of the wide selection of 


deadly weapons available to your crack worm troops, 
so here are the details of each and every one. 


BLOWTORCH 


Not a particularly effective weapon, but it 
does have its uses. It’s more useful for 
altering the landscape than it is for 
attacking opponents, though burning your 
way through a tree or other vertical feature 
straight into an enemy on the other side 
can provide some fun. The Blowtorch is a 
relatively weak weapon—it only causes 15 
points of damage. 


CLUSTER BOMBS 

These specialist grenades not only 
explode, but scatter five smaller exploding 
warheads, each causing up to 25 points of 
damage. Cluster Bombs are most effective 
against enemy worms standing at the 
bottom of a hole. 


DRAGON BALL 


A weapon similar to the Fire Punch. It has a 
limited range and causes 30 points of 
damage to an enemy. More importantly, it 
sends the foe flying backward, hopefully off 
the screen, onto a Mine, or into the water. 
It’s easy to aim and guarantees a kill if your 
target has less than 30 points, but is most 
useful simply as a way of bouncing him 
around. 


DYNAMITE 

Dynamite isn’t thrown or fired like most 
weapons, it’s merely dropped. A five- 
second fuse gives you enough time to get 
away before the almighty explosion shakes 
the screen. This is a great weapon to use if 
an enemy is standing nearby. 
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FIRE PUNCHES 

This fiery blow knocks 30 points off an 
enemy, throwing him up and back in the 
process. Like the Dragon Ball, the Fire 
Punch is great for finishing off a worm that 
has less than 30 energy points remaining. 
It’s even better for sending a perfectly 
healthy foe flying off the screen or into the 
water for a guaranteed kill. 


GRENADES 

These are lobbed, traveling in a similar way 
to Bazooka shells. Unlike the Bazooka, 
however, Grenades aren't affected by wind. 
This means similarly thrown Grenades land 
in roughly the same place. Banana Bombs 
and Cluster Bombs behave in the same 
way, So you can find your range with an 
ordinary Grenade (you have an infinite 
supply) before throwing a more 

powerful weapon. 


ACluster Bombs are just the thing for 
clearing out holes. 


AThe Fire Punch knocks its target back, 
which can be handy. 
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HOMING MISSILE 


The Homing Missile is effective against 
awkwardly placed enemies, and is a great 
way of blasting worms offscreen or into 
water. The best way to use one is to select 
your target, then fire your Missile into the 
air. The Missile won't home in until it can 
“see” the target, which increases its 
accuracy. 


KAMIKAZE 


This interesting device sends a worm flying 
horizontally across the screen, tunneling 
through anything in its path. After 
approximately one second, the fearless 
worm explodes, destroying everything in 
the vicinity. A Kamikaze worm is useful for 
clearing a concentrated area of enemies, 
blasting worms on the other side of 
obstacles, or picking up ammo crates. 
Obviously, the downside of using a 
Kamikaze is that you will sacrifice a 
member of your platoon. 


MINES 


The Mines that are scattered around the 
battlefield when you start the game are a 
big enough hassle, without laying more. 
These sneaky explosives are useful for 
protecting strategic tunnels and 
bottlenecks, or places where you think an 
enemy might land. Think carefully before 
wasting Mines—there’s usually a more 
suitable weapon for the job. 


A more powerful version of the Uzi, this 
powerful blaster is only found in weapon 
crates. It fires in straight lines and it isn’t 
affected by the wind. The Minigun is an 
excellent way of virtually guaranteeing a kill 
against any cornered opponent. 


PNEUMATIC DRILL 


This variation on the Blowtorch allows you 
to tunnel vertically downward. Use the Drill 
to infiltrate tunnels and slice through 
overhangs onto platforms below. To begin 
drilling, press fire. Press the button a 
second time to stop the Drill. If you start 
and stop the Drill quickly, you dig a small 
bunker, which is perfect for protecting your 
troops. 


PROD 


You have to be standing next to your 
opponent to Prod. Once you push a worm, 
it wobbles and takes a few steps back—if 
you want to knock a worm back further, 
use the more powerful Fire Punch or hard- 
hitting Dragon Ball. The prod is best used 
to push an enemy onto a mine, off a cliff, 
off screen, or into water. 


rege ’ 


ae 


AAs well as doing damage themselves, Grenades are useful for “ranging” more powerful weapons. 


SHEEP 

Another weapon that’s only found in 
weapon crates. When activated, the Sheep 
runs toward the enemy, exploding on 
command or after 30 seconds, whichever 
comes first. Placing girders in tactical 
positions before releasing the Sheep can 
create custom bridges or ramps, enabling 
your woolly friend to reach the enemy. 


SHOTGUN 


The Shotgun is another weapon that is not 
affected by the wind. Best of all, you get to 
fire both barrels, effectively giving you two 
attacks. When you pull the trigger, the 
recoil sends your worm flying backward, so 
you may not be in a position to deliver an 
accurate second blow. The Shotgun causes 
25 points of damage, which is often 
enough to kill a damaged worm. You can 
also use the weapon to blast out chunks of 
scenery and send unsuspecting foes 


crashing through a bridge. Or use the first 
blast to bring down a worm positioned on 
a ledge above you, then finish off your 
dazed opponent with the second barrel. 


uzi 

Although not the most versatile of 
weapons, the Uzi does have its uses: It’s 
immune to the effects of gravity or wind, 
and fires bullets in a straight line. Hold fire 
to unleash a hail of lead. The Uzi can blast 
through barriers, taking out chicken-livered 
opponents hiding on the other side. 
Although the gunfire throws the body 
backward, if a worm is trapped up against 
the scenery it takes the full force of the 
shots and gets drilled, Dirty Harry style. 


VAlways grab all the Weapon Drops you can find, as they often contain great weapons like 


the Homing Missile. 


PRIMA’S UNAUTHORIZED STRATEGY GUIDE 


Thirty-six Superstar wrestlers are packed into this game, and they’re all waiting for you. Twenty-four of them, plus the 


hidden Superstars are listed below—are you ready to enter the squared circle? 


MOVES 

Facing the Opponent 
Irish Whip to Ropes: @ 
Scissors Sweep: + + @ 
Scoop Slam: € + @ 
Suplex: t + @ 

Shoulder Breaker: > + @ 
Snap Jab: Xx 

Shuffle Side Kick: + + X 
Toe Kick: € + X 

Boss Man Uppercut: t + X 
Chop: > + X 


Facing the Groggy Opponent 
Jackknife Powerbomb: + + © 
DDT: ++ © 

Piledriver: t + @ 
Hurracanrana: > + @ 


Behind the Opponent 

Irish Whip to Ropes: @ 
Diving Reverse DDT: + + @ 
Back Drop: € + © 

Reverse Brainbuster: t + @ 
Bulldog: > + @ 


Opponent on Mat 
Upper Body 

Raise Opponent: @ 
Mahistorol Cradle: # + @ 
Mounted Punch: > + @ 
Mounted Punch: € + @ 
Angry Stomp: X 

Elbow Drop: + + X 
Angry Stomp: € + X 
Elbow Drop: # + X 
Angry Stomp: > + X 


BIG BOSS MAN 


MOVES 

Facing the Opponent 

Irish Whip to Ropes: @ 
Manhattan Drop: + + @ 
Headlock and Punch: € + @ 
Eye Rake: t + @ 

Side Buster: > + @ 

Toe Kick: X 

Boss Man Uppercut: & + X 
Chop: € + X 


Double Axe Handle: # + X 
Austin Punches: > + X 


Facing the Groggy Opponent 
Jackknife Powerbomb: + + @ 
Rib Breaker: € + @ 

Stomach Crusher: t + @ 
Pendulum Backbreaker: > + @ 


Behind the Opponent 
Irish Whip to Ropes: @ 
Atomic Drop: + + @ 

Back Drop: « + @ 

Sleeper Hold: t + @ 
Diving Reverse DDT: > + @ 


Opponent on Mat 
Upper Body 

Raise Opponent: @ 
Sleeper Hold: # + @ 
Reverse Chin Lock: > + @ 
Camel Clutch: € + @ 
Angry Stomp: X 
Elbow Drop: + + X 
Angry Stomp: € + X 
Elbow Drop: # + X 
Angry Stomp: > + X 


BUH-BUH RAY DUDLEY 


MOVES 


Facing the Opponent 
Irish Whip to Ropes: @ 
Eye Rake: + + @ 

Scoop Slam: € + @ 
Manhattan Drop: t + @ 
Belly to Back Flip: > + @ 
Body Punch: X 
Clothesline: & + X 

Toe Kick: € + X 

Double Axe Handle: # + X 
Overhand Punch: > + X 


Facing the Groggy Opponent 
Piledriver: 4 + @ 

DDT: ¢ + © 

Body Press Slam: t + @ 
Bearhug: > + @ 


Behind the Opponent 
Irish Whip to Ropes: O 
Back Side Slam: + + @ 
Bulldog: + + @ 
Pumphandle Drop: # + @ 


Back Drop: > + @ 


Opponent on Mat 
Upper Body 

Raise Opponent: @ 
Sleeper Hold: t + @ 
Knee Smash: > + @ 
Mounted Punch: € + © 
Angry Stomp: X 
Elbow Drop: + + X 
Angry Stomp: © + X 
Elbow Drop: t + X 
Angry Stomp: > + X 


| CHRIS JERICHO 


MOVES 


Facing the Opponent 
Irish Whip to Ropes: @ 
DDT: + + © 

Snapmare: + + @ 

Reverse Suplex: t + @ 
Jumping Arm Breaker: > + @ 
Snap Jab: x 

Clothesline: + + X 

Middle Kick: € + X 
Spinning Back Kick: # + X 
Chop: > + X 


Facing the Groggy Opponent 
Jackknife Powerbomb: 4 + @ 
Double Arm Backbreaker: + + © 
Fisherman Suplex: t + @ 

Small Package: > + @ 


Behind the Opponent 
Irish Whip to Ropes: @ 
Reverse Pin: + + @ 

Diving Reverse DDT: € + © 
Reverse Brainbuster: t + @ 
School Boy: > + @ 


Opponent on Mat 
Upper Body 

Raise Opponent: @ 
Reverse Chin Lock: # + @ 
Knee Smash: > + @ 
Mounted Punch: € + @ 
Angry Stomp: U 

Angry Stomp: + + X 
Austin Elbow Drop: € + X 
Angry Stomp: t + X 
Austin Elbow Drop: >+ + X 


PSX GAMER’S GUIDE VOL.1 
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MOVES 

Facing the Opponent 
Irish Whip to Ropes: @ 
Arm Wrench: + + @ 
Scoop Slam: € + @ 
Suplex: t + @ 

Side Buster: > + @ 
Austin Punches: X 
Clothesline: + + X 
Toe Kick: € + X 
Dropkick: # + X 
Chop: > + X 


Facing the Groggy Opponent 
Stomach Crusher: + + @ 

DDT: € + © 

Northern Lights Suplex: t + @ 
Sambo Suplex: > + @ 


Behind the Opponent 
Irish Whip to Ropes: @ 
Reverse Pin: + + @ 

Diving Reverse DDT: € + © 
Sleeper Hold: # + @ 
German Suplex Pin: > + @ 


Opponent on Mat 
Upper Body 

Raise Opponent: @ 
Knee Smash: # + @ 
Mounted Punch: > + @ 
Reverse Chin Lock: € + @ 
Angry Stomp: X 

Leg Drop: + + X 
Angry Stomp: € + X 
Leg Drop: t + X 
Angry Stomp: > + X 


CHYNA 


MOVES 

Facing the Opponent 
Irish Whip to Ropes: @ 
Club to Neck: + + @ 
Snapmare: € + @ 

Eye Rake: # + © 
Snapmare: > + @ 
Austin Punches: X 
Clothesline: + + Xx 


CONTINUED > 


WWF SMACKDOWN! 


CONTINUED > 


Chop: € + x 
Double Axe Handle: # + X 
Toe Kick: > + X 


Facing the Groggy Opponent 
Piledriver: 4 + © 

Arm Wrench: € + @ 

Stomach Crusher: t + © 

Rib Breaker: > + © 


Behind the Opponent 
Irish Whip to Ropes: @ 
Low Blow: + + @ 

Turn to Face: « + @ 
Low Blow: t + @ 

Turn to Face: > + © 


Opponent on Mat 
Upper Body 

Raise Opponent: @ 
Mounted Punch: # + @ 
Mounted Punch: > + @ 
Mounted Punch: € + @ 
Angry Stomp: X 

Elbow Drop: + + X 
Angry Stomp: € + x 
Elbow Drop: # + X 
Angry Stomp: > + X 


DEBRA 


MOVES 


Facing the Opponent 
Irish Whip to Ropes: @ 
Club to Neck: + + @ 
Snapmare: € + © 

Arm Wrench: # + @ 
Snapmare: > + @ 
Slap: x 

Middle Kick: + + Xx 
Toe Kick: € + x 
Double Axe Handle: # + x 
Chop: > + X 


Facing the Groggy Opponent 
Suplex: + + @ 

Snapmare: € + @ 

Arm Wrench: # + @ 

Snapmare: >» + @ 


Behind the Opponent 
Irish Whip to Ropes: @ 
Reverse Pin: + + @ 
Turn to Face: € + @ 
Reverse Pinv: # + @ 
Turn to Face: > + @ 


Opponent on Mat 
Upper Body 

Raise Opponent: © 
Sleeper Hold: # + @ 
Knee Smash: > + @ 
Knee Smash: € + @ 
Angry Stomp: X 
Angry Stomp: + + X 
Angry Stomp: € + X 
Angry Stomp: t + X 
Angry Stomp: > + x 


VON DUDLEY 


MOVES 


Facing the Opponent 
Irish Whip to Ropes: @ 
DDT: + + © 

Snapmare: € + @ 
Suplex: t + @ 

Club to Neck: > + © 
Austin Punches: Xx 
Shuffle Side Kick: + + x 
Chop: € + X 

Double Axe Handle: # + x 
Toe Kick: > + Xx 


Facing the Groggy Opponent 
Piledriver: + + @ 

Fall Away Slam: € + © 
Manhattan Drop: t + @ 
Pendulum Backbreaker: + + @ 


Behind the Opponent 
Irish Whip to Ropes: @ 
Atomic Drop: + + © 

Back Drop: € + @ 

Diving Reverse DDT: t + @ 
Bulldog: > + @ 


Opponent on Mat 
Upper Body 

Raise Opponent: @ 
Camel Clutch: # + @ 
Mounted Punch: > + @ 
Knee Smash: € + @ 
Angry Stomp: Xx 

Leg Drop: + + Xx 
Angry Stomp: € + X 
Leg Drop: # + X 
Angry Stomp: > +X 


THE GODFATHER 


MOVES 


Facing the Opponent 
Irish Whip to Ropes: @ 
Manhattan Drop: + + © 
Hard Scoop Slam: € + @ 
Club to Neck: # + @ 
Suplex: > + @ 

Austin Punches: x 
Shuffle Side Kick: + + x 
Chop: € + x 
Clothesline: # + X 
Overhand Punch: > + Xx 


Facing the Groggy Opponent 
Piledriver: 4 + @ 

Pendulum Backbreaker: € + © 
Headlock and Punch: # + @ 
Fall Away Slam: + + @ 


Behind the Opponent 
Irish Whip to Ropes: @ 
Atomic Drop: + + @ 
Russian Leg Sweep: € + @ 
Diving Reverse DDT: ¢ + @ 
Bulldog: > + @ 
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Opponent on Mat 
Upper Body 

Raise Opponent: @ 
Short Arm Scissors: t + @ 
Sleeper Hold: + + @ 
Camel Clutch: € + @ 
Angry Stomp: x 
Elbow Drop: + + Xx 
Leg Drop: € + X 
Elbow Drop: # + X 
Leg Drop: > + X 


JEFF HARDY 


MOVES 


Facing the Opponent 
Irish Whip to Ropes: @ 
Arm Wrench: + + @ 
Snapmare: € + © 
Suplex: t + @ 

Scoop Slam: + + © 
Chop: Xx 

Dropkick: + + Xx 

Snap Jab: € + x 
Shuffle Side Kick: t + x 
Austin Punches: > + X 


Facing the Groggy Opponent 
Knee Smash: + + @ 

DDT. € + © 

Hurracanrana: + © 

Gangrel Suplex: > + @ 


Behind the Opponent 

Irish Whip to Ropes: @ 
Diving Reverse DDT: + + @ 
Back Drop: ¢ + @ 

Back Side Slam: t + @ 
German Suplex Slam: > + © 


Opponent on Mat 
Upper Body 

Raise Opponent: @ 

Knee Smash: t + @ 
Sleeper Hold: > + @ 
Mounted Punch: € + @ 
Angry Stomp: X 

Flip Splash: & + X 
Double Knee Drop: € + X 
Flip Splash: # + x 
Double Knee Drop: > + X 


MOVES 

Facing the Opponent 
Irish Whip to Ropes: @ 
Stomach Crusher: + + @ 
Hard Scoop Slam: € + @ 
Lifting Chokehold: # + @ 
Side Buster: > + @ 
Body Punch: x 
Clothesline: + + x 
Chop: € + X 

Kane Throat Thrust: # + X 
Big Boot: > + X 


Facing the Groggy Opponent 
Tombstone Piledriver: + + @ 


Pendulum Backbreaker: + + @ 
Spinebuster: # + @ 
Manhattan Drop: + + © 


Behind the Opponent 
Irish Whip to Ropes: @ 
Diving Reverse DDT: + + @ 
Reverse Brainbuster: € + @ 
Full Nelson Slam: # + @ 
Back Drop: > + © 


Opponent on Mat 
Upper Body 

Raise Opponent: @ 
Sleeper Hold: # + @ 
Camel Clutch: > + @ 
Darkness Choke: € + @ 
Angry Stomp: X 
Elbow Drop: + + x 
Angry Stomp: € + x 
Elbow Drop: # + X 
Angry Stomp: > + X 


MOVES 


Facing the Opponent 
Irish Whip to Ropes: @ 
Manhattan Drop: + + @ 
DDT: ¢ + © 

Eye Rake: # + © 
Scoop Slam: > + @ 
Austin Punches: X 
Clothesline: + + Xx 

Toe Kick: € + x 

Body Punch: # + X 
Chop: > + x 


Facing the Groggy Opponent 
Jackknife Powerbomb: + + @ 
Double Arm DDT: € + © 

Pulling Piledriver: # + @ 

Hard Scoop Slam: + @ 


Behind the Opponent 
Irish Whip to Ropes: @ 
School Boy: + + @ 
Facecrusher: € + @ 

Diving Reverse DDT: t + © 
Back Drop: > + © 


Opponent on Mat 
Upper Body 

Raise Opponent: @ 
Mounted Punch: # + @ 
Sleeper Hold: > + @ 
Camel Clutch: € + @ 
Angry Stomp: X 
Elbow Drop: + + X 
Leg Drop: € + X 
Elbow Drop: # + X 
Leg Drop + X 


MOVES 


Facing the Opponent 
Irish Whip to Ropes: @ 
Arm Wrench: + + @ 


Headlock and Punch: € + @ 
Brainbuster: t + @ 

Club to Neck: > + @ 

Snap Jab: Xx 

Dropkick: $ + X 

Toe Kick: € + X 

Double Axe Handle: # + X 
Chop: > + X 


Facing the Groggy Opponent 
Piledriver: + + @ 

Falling Neckbreaker: « + @ 
Body Press Slam: t + @ 

DDT: > + @ 


Behind the Opponent 
Irish Whip to Ropes: @ 
Atomic Drop: + + @ 
Bulldog: € + @ 

Back Drop: # + @ 

Russian Leg Sweep: > + @ 


Opponent on Mat 
Upper Body 

Raise Opponent: @ 
Camel Clutch: t + @ 
Reverse Chin Lock: > + @ 
Mounted Punch: € + © 
Angry Stomp: X 

Austin Elbow Drop: 4 + X 
Knee Drop: € + X 

Austin Elbow Drop: # + X 
Knee Drop: > + X 


MOVES 

Facing the Opponent 
Irish Whip to Ropes: @ 
DDT: + + © 

Scoop Slam: € + @ 
Eye Rake: t + @ 

Club to Neck: > + @ 
Rock Punches: Xx 
Clotheslinev! + X 

Toe Kick: € + X 
Double Axe Handle: # + X 
Elbow Smash: > + X 


Facing the Groggy Opponent 
Manhattan Drop: + + @ 

The Rock Bottom: € + © 
Suplex: t + @ 

Jumping Swinging DDT: > + @ 


Behind the Opponent 
Irish Whip to Ropes: ® 
Atomic Drop: + + @ 

Back Drop: « + @ 

Sleeper Hold: t + © 
Russian Leg Sweep: > + @ 


Opponent on Mat 
Upper Body 

Raise Opponent: © 
Mounted Punch: * + @ 
Sleeper Hold: + + @ 
Knee Smash: € + @ 
Angry Stomp: X 


Angry Stomp: + + X 
Rock Stomp: € + X 
Angry Stomp: t + X 
Rock Stomp: > + X 


[SHANE MCMAHON 


MOVES 


Facing the Opponent 
Irish Whip to Ropes: @ 
Suplex: + + @ 

Eye Rake: € + @ 
Scoop Slam: t + @ 
Club to Neck: > + @ 
Snap Jab: x 

Body Punch: + + X 
Toe Kick: € + X 
Double Axe Handle: t + X 
Chop: > + X 


Facing the Groggy Opponent 
DDT: + + © 

Snapmare: € + @ 

Hard Scoop Slam: t + @ 

Arm Wrench: > + @ 


Behind the Opponent 
Irish Whip to Ropes: @ 
School Boy: + + @ 
Turn to Face: € + @ 
School Boy: # + @ 
Turn to Face: > + @ 


Opponent on Mat 
Upper Body 

Raise Opponent: @ 
Sleeper Hold: # + @ 
Knee Smash: > + @v 
Knee Smash: € + @ 
Angry Stomp: X 
Angry Stomp: + + X 
Angry Stomp: € + X 
Angry Stomp: t + X 
Angry Stomp: > + X 


STONE COLD 


MOVES 

Facing the Opponent 
Irish Whip to Ropes: @ 
Side Buster: 4 + @ 
Scoop Slam: € + © 
Eye Rake: t + © 
Suplex: > + © 

Austin Punches: X 
Clothesline: & + X 
Snap Jab: € + X 
Overhand Punch: t + X 
Toe Kick: > + X 


Facing the Groggy Opponent 
Side Buster: + + @ 

Stunner: € + @ 

Piledriver: t + @ 

DDT: > + @ 


Behind the Opponent 
Irish Whip to Ropes: ® 
Bulldog: + + @ 


Back Drop: € + © 
Sleeper Hold: t + @ 
Turn to Face: > + @ 


Opponent on Mat 

Upper Body 

Raise Opponent: © 
Sleeper Hold: t + @ 
Mounted Punch: > + @ 
Mounted Punch: € + @ 
Angry Stomp: X 

Angry Stomp: # + X 
Austin Elbow Drop: € + X 
Angry Stomp: t + X 
Austin Elbow Drop: > + X 


UNDERTAKER 


MOVES 


Facing the Opponent 
Irish Whip to Ropes: @ 
Shoulder Breaker: + + © 
DDT: € + © 

Club to Neck: t + @ 

Hard Scoop Slam: > + @ 
Throat Thrust: Xx 

Back Elbow Smash: + + X 
Toe Kick: € + X 

Double Axe Handle: * + X 
Austin Punches: > + X 


Facing the Groggy Opponent 
Jackknife Powerbomb: + + @ 
DDT: € + © 

Chokeslam: t + @ 

Rib Breaker: > + @ 


Behind the Opponent 
Irish Whip to Ropes: @ 
Pumphandle Slam: + + @ 
Diving Reverse DDT: € + @ 
Sleeper Hold: # + @ 
Atomic Drop: > + @ 


Opponent on Mat 
Upper Body 

Raise Opponent: @ 
Mounted Punch: t + @ 
Sleeper Hold: > + @ 
Darkness Choke: € + @ 
Angry Stomp: X 

Leg Drop: + + X 

Knee Drop: € + X 
Elbow Drop: t + X 
Knee Drop: > + X 


MOVES 

Facing the Opponent 
Irish Whip to Ropes: @ 
Arm Wrench: + + @ 
DDT: ¢ + © 

Eye Rake: t + © 
Scissors Sweep: > + @ 
Chop: Xx 

Clothesline: + + X 
Austin Punches: € + X 
Double Axe Handle: t + X 
Elbow Smash: > + X 
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Facing the Groggy Opponent 
Fisherman Suplex: + + @ 
Double Arm Suplex: € + @ 
Stomach Crusher: t + @ 
Spinebuster: > + @ 

Behind the Opponent 

Irish Whip to Ropes: @ 
Atomic Drop: + + @ 
Russian Leg Sweep: € + @ 
Octopus Stretch: t + @ 
German Suplex Pin: > + @ 


Opponent on Mat 
Upper Body 

Raise Opponent: @ 
Sleeper Hold: # + @ 
Reverse Chin Lock: + @ 
Mounted Punch: € + @ 
Angry Stomp: X 

Elbow Drop: + + X 
Angry Stomp: € + X 
Elbow Drop: t + X 
Angry Stomp: > + X 


VINCE MCMAHON | 


MOVES 

Facing the Opponent 
Irish Whip to Ropes: @ 
Eye Rake: + + @ 

Club to Neck: € + @ 

Eye Rake: t + © 

Arm Wrench: + + @ 
Austin Punches: X 

Double Axe Handle: + + X 
Chop: € + X 

Double Axe Handle: t + X 
Toe Kick: > + X 


Facing the Groggy Opponent 
Piledriver: + + @ 

Club to Neck: € + @ 

Side Buster: t + @ 

Arm Wrench: > + @ 


Behind the Opponent 
Irish Whip to Ropes: ® 
Turn Facing Front: + + @ 
Turn Facing Front: € + @ 
Turn Facing Front: # + @ 
Turn Facing Front: > + @ 


Opponent on Mat 
Upper Body 

Raise Opponent: @ 
Sleeper Hold: t + @ 
Knee Smash: > + @ 
Knee Smash: € + @ 
Angry Stomp: X 
Angry Stomp: + + X 
Angry Stomp: € + X 
Angry Stomp: t + X 
Angry Stomp: > + X 
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WWF SMACKDOWN! 2 (KNOW YOUR ROLE) 


GAME BASICS 


Before you step into the ring, you need to 
know a few things about the game. After 
all, you want to be the best when you take 
on your friends, right? Check out this 
section for a rundown of how to become a 
rising star in the World Wrestling 
Federation. 

The first rule of thumb is to wear down 
your opponent’s defenses. Striking Attacks 
(X) can do that. 

When your opponent is down and out, 
follow The Rock™’s example and keep 
attacking. 

When your opponent is on the ground, 
attempt to pin him or her(¥+@). You need 
to get a three count in a normal match. You 
can also win when your opponent gets 
counted out of the ring. 


WEAPONS 
What would WWF SmackDown!™ 2 be 
without some weapons? Pick one up by 
pressing RI, then press X to use your newly 
acquired tool. You can do lots of damage to 
your opponent with weapon attacks. 

Press to pick up the weapon (a 
table in this example). Then press X to 
strike your opponent with it. 


CLIMB THE TURNBUCKLE 

When your opponent is stunned, climb the 
turnbuckle by pressing the D-Pad + a. 
Then press X to attack the opponent on 
the ground. 


FINISHING MOVES 

Watch the area behind your character’s 

name. When the word SMACK! appears, 
press to start your player’s signature 
move. 


CREATE A SUPERSTAR 


What? Are the 66 Superstars in WWF 
SmackDown!™ 2 still not enough for 

you? Well then, head on over to “Create a 
Superstar.” Can the Talent you create stand 
up to the powers of the World Wrestling 
Federation? There’s only one way to find out. 


Appearance 

WWF SmackDown!™ 2 has tons of choices 
for creating your Superstar’s look. You’ve 
got head, upper body, lower body, skin 
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tones, tattoos, accessories, weapons, and 
more to adjust. Once you’ve made a 
selection, the game gives you sliders to 
adjust the length, variation, shade, and 
brightness. WWF SmackDown!™ 2 makes 
sure your Superstar looks exactly the way 
you want him or her to look. 

You can adjust everything about your 
character’s appearance: upper body, clothing, 
entrance movie, and even the signs the fans 
hold up in the stands. WWF SmackDown!™ 
2 gives you tons of options. 


Personality 

Alliances are key in the WWF and your 
Superstar has to align with someone. The 
personality menu lets you determine who your 
Superstar is and isn’t on good terms with. 


Logic 

On the logic submenu, you get the 
opportunity to pick two different 
specializations for your character. Will your 
character be good at Attacking, Grappling, 
Aerial Moves, Ground Moves, or Hardcore 
Matches—or will he or she just be Average? 


Ability 

Your new Superstar has two different 
attributes that define his or her ability. You 
can select the amount of damage your 
character can do and determine the kinds 
of available moves. You’ve got a ton of 
points to divvy up among the categories. 
Tweak them until you get the right mix for 
the moves you want to accomplish. After 
increasing your ability points, more moves 
will be available to your Talent. 


Competing with your Superstar 

After you’ve got all the options set (don’t 
worry you can save and change them 
later—there are lots of choices, after all), 
take your character into the ring. Your 
character is available for all of the matches 
in WWF SmackDown!™ 2. 
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CHYNA 


MOVES 

CONTROL ACTION 
Grapple Opponent—Facing 
Standing 

e Irish Whip 
4+0 Club to Neck 
+0 Snapmare 
1+0 Eye Rake 
2+0 Arm Wrench 
Groggy 

© Irish Whip 
4+0 Piledriver 
+0 Hurracanrana 
T+0 Stomach Crusher 
3+0 DDT 


Strike Standing Opponent 
x Austin Punches 


v+X Clothesline 
w+X/u4+X Toe Kick 

€+X Middle Kick 
R+X/A+X Woman’s Slap 
+X Double Axe Handle 
24X Chop 


Grapple Opponent—Behind 
e 


Irish Whip 
++0 Reverse Pin 
+0 Low Blow 
1+0 Sleeper Hold 
3+0 Bulldog 


Opponent on Mat 
Upper Body 
(3 Raise The Opponent Up 


++0 Pin 

+0 Woman’s Beat Head 
1+0 Mounted Punching 
3+@ Sleeper Hold 

Lower Body 

e Raise The Opponent Up 
++@ Pin 

+0 Toss 

t+0 Knee Stomp 

3+0 Kick to Groin 


Strike Opponent 
x 


Angry Stomp 
b+X/t+X Knee Drop 
€+X/2+X Elbow Drop 


Rope Attack 

o Guillotine 
Turnbuckle Moves 

Facing 

e Irish Whip 
4+0/1+0 Choke 
e+0/2+0 Shoulder Thrust 
Behind 

e Irish Whip 


4++0/1+0/4+0/++0 Beat Head 

Lower Turnbuckle 

e Raise The Opponent Up 
++@/4+@/¢+@/2+@ Foot Choke 


Strike Opponent 


x Knee Attack 

Diving Attacks 

x Elbow Drop 

v+X Knee Drop 

€+X Front Dropkick 
T+X Elbow Drop 

34+X Double Axe Handle 
Running Attacks 

Grapple 

e Neck Breaker 


¥+@ /t+0@/€+0/%+@ Rolling Clutch Pin 


Strike 

x Clothesline 
¥4+X/4+X/€+xX/%+x Handspring to Thump 
4++@/4+0/¢+@/9+@ Bulldog 


Counterattacks—Opponent Running 
(J Monkey Toss 
++@/4+@/¢+@/4+@ Powerslam 


Double Team Attacks 


e Irish Whip 

v+@ Whip and Lay Down 

€+@ Mudhole Stomping 

1+0 Facebuster 

3+0@ Body Splash and Whip 
GODFATHER 

MOVES 

CONTROL ACTION 

Grapple Opponent—Facing 

Standing 

® Irish Whip 

4+0 Manhattan Drop 

+0 Hard Scoop Slam 

1+0 Club To Neck 

3+@ Suplex 

Groggy 

(J Irish Whip 

4+0 Piledriver 

+0 Fall Away Slam 

1+0 Arm Wrench and Hook Kick 

2+0 Shoulder Breaker 


Dm Standing Opponent 
Austin Punches 


ois Shuffle Side Kick 
w+X / %+X Toe Kick 

€4+X Chop 

R+X / A+X Overhand Punch 
T+X Clothesline 

D+X Body Punch 


ame Opponent—Behind 


Irish Whip 
one Atomic Drop 
+0 Russian Leg Sweep 
T+0 Reverse DDT 
>+® Bulldog 
Opponent on Mat 
Upper Body 
e Raise The Opponent 
Up 
4+0 Pin 
+0 Camel Clutch 
T+@ Mounted Punching 
3+0 Sleeper Hold 
Lower Body 
e Raise The Opponent Up 
4+0 Pin 
+0 Toss 
1+0 Knee Stomp 
3+0 Kick To Leg 
Strike Opponent 
x Angry Stomp 
V+X / +X Leg Drop 
€4+X /9+X Elbow Drop 
Rope Attack 
e Guillotine 
Turnbuckle Moves 
Facing 
e Irish Whip 
4+0 /1-+0 10 Punch 
+0 / 2+0 Back Elbow Strike 
Behind 
e Irish Whip 


4+0 / 1+0 / &+0 / 2+0 Beat Head 

Lower Turnbuckle 

(3 Raise The Opponent Up 
4+0 / 1+0 / &+0 / 3+0 Foot choke 


Strike Opponent 
x 


Knee Attack 
Diving Attacks 
x Elbow Drop 
+X Knee Drop 
€4+X Shoulder Block 
+X Elbow Drop 
9+X Double Axe Handle 
Running Attacks 
Grapple 
e Neck Breaker 


++ /t+@/¢+@/2+@ Rolling Clutch Pin 
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Strike 

x Diving Shoulder 
+x / 44x / €+x / +x Ho Train Attack 
440 /%+0/¢+@/9+@ Bulldog 


Counterattacks—Opponent Running 
® Monkey Toss 
4++@ / 1+0 / &+@ /++@ Samoan Drop 


Double Team Attacks 

e Irish Whip 

v+®@ Whip and Lay Down 

+0 Mudhole Stomping 

1+0 Backbreaker and Leg 
Drop 

2+0 Body Splash and Whip 

MOVES 

CONTROL ACTION 

Grapple Opponent—Facing 

Standing 

e Irish Whip 

4+0 Lifting Chokehold 

+0 Hard Scoop Slam 

1+0 Club To Neck 

3+0 Side Buster 

Groggy 

e Irish Whip 

4+0 Tombstone Piledriver 

+0 Pendulum Backbreaker 

1+0 Stomach Crusher 

3+0 Shoulder Breaker 


mi Standing Opponent 


Body Punch 
Ga Big Boot 
e+X/%+X Toe Kick 
€+X Kane Throat Thrust 
R4X/A+X Clothesline 
+X Overhand Punch 
34+X Chop 


oe Opponent—Behind 


Irish Whip 
a Reverse DDT 
+0 Back Drop 
1+0 Full Nelson Slam 
3+0 Reverse Brainbuster 
Opponent on Mat 
Upper Body 
e Raise The Opponent Up 
4+0 Pin 
+0 Darkness Choke 
1+0 Mounted Punching 
3+@ Camel Clutch 
Lower Body 
e Raise The Opponent Up 
4+0 Pin 
+0 Toss 
CONTINUED 2> 
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WWF SMACKDOWN! 2 (KNOW YOUR ROLE) 


CONTINUED > 


1+0 Knee Stomp 
>++0 Kick To Leg 
Strike Opponent 

x Angry Stomp 
V+X/B4X Angry Stomp 
€+X/[9+X Elbow Drop 
Rope Attack 

o Guillotine 
Turnbuckle Moves 

Facing 

e Irish Whip 
4+@/4+0 Mudhole Stomping 
€+0/3+@ Choke 
Behind 

CY Irish Whip 


4+@/4+@/¢+@/2+@ Beat Head 


Lower Turnbuckle 
(3 Raise The Opponent Up 
++0/1+0/++0/>+@ Foot choke 


Strike Opponent 
x Knee Attack 


Diving Attacks 

x Elbow Drop 

v+X Knee Drop 

€4+X Flying Clothesline 
+X Elbow Drop 

34X Double Axe Handle 
Running Attacks 

Grapple 

© Neck Breaker 


++@ /t+0/++0/>+@ Neckbreaker Drop 


Strike 

x Clothesline 
¥+X/%+X/€+X/9+xX Power Clothesline 
++ @/4+@/¢+@/9+@ Bulldog 


Counterattacks—Opponent Running 
e Monkey Toss 
++@/4+@/¢+@/3+@ Whirl Sideslam 


Double Team Attacks 


e Irish Whip 

4+0 Double Chokeslam 
+0 Mudhole Stomping 
1+0 Stomach Crusher 
3+0 Body Splash and Whip 
MOVES 

CONTROL ACTION 

Grapple Opponent—Facing 

Standing 

(3 Irish Whip 

4+0 Manhattan Drop 
+0 Scoop Slam 


1+0 Eye Rake 

>+0 DDT 

Groggy 

e Irish Whip 

++0 Jackknife Powerbomb 
+0 Double Arm DDT 
1+0 Pulling Piledriver 
>+0 Beat Head 


ae Standing Opponent 
Buh Buh Ray Punches 


aux Clothesline 
w+X/u4+X Toe Kick 

€4X Chop 

R+X/A+X Double Axe Handle 
T+X Overhand Punch 
9+X Body Punch 


male Opponent—Behind 


Irish Whip 
nae School Boy 
+0 Back Drop 
1+0 Reverse DDT 
3+@ Facecrusher 
Opponent on Mat 
Upper Body 
e Raise The Opponent Up 
4+0 Pin 
+0 Camel Clutch 
1+0 Mounted Punching 
>++0 Sleeper Hold 
Lower Body 
e Raise The Opponent Up 
4+0 Pin 
+0 Toss 
1+0 Knee Stomp 
3+@ Kick To Leg 
Strike Opponent 
x Angry Stomp 
b+ X/B4X Leg Drop 
€4+X/94X Elbow Drop 
Rope Attack 
e Boss Man Attack 
Turnbuckle Moves 
Facing 
® Irish Whip 
++0/1+0 Mudhole Stomping 
€+@/3+@ 10 Punch 
Behind 
e Irish Whip 
++0/1+0/6+0/>+0 Beat Head 
Lower Turnbuckle 
e Raise The Opponent Up 


++@/%+@/¢€+@/++@ Choke 


Strike Opponent 
x Knee Attack 


Diving Attacks 

x Elbow Drop 

bX Knee Drop 

€4+X Front Dropkick 
T+X Diving Elbow 

3+X Double Axe Handle 
Running Attacks 

Grapple 

e Neck Breaker 


++@ /%+@/¢+@/%+@ Lou Thesz Press 


Strike 

x Clothesline 
+X/%+X/€+xX/9+x Elbow Attack 
¥+@/t+@/€+@/%+@ School Boy 


Counterattacks—Opponent Running 
e Monkey Toss 
++@/t+@/¢+@/%+@ Powerslam 


Double Team Attacks 


(J Irish Whip 

4+0 Elbow Drop 

+0 Mudhole Stomping 
1+0 Whip and Lay Down 
2+0 Body Splash and Whip 


STONE COLD 
STEVE AUSTIN 


MOVES 

CONTROL ACTION 
Grapple Opponent—Facing 
Standing 

e Irish Whip 
++ Side Buster 
+0 Scoop Slam 
1+0 Club to Neck 
3+0 Knee Attack 
Groggy 

(3 Irish Whip 
4+0 Piledriver 
+0 Stunner 
1+0 Jawbreaker 
>+0 Suplex 


a Standing Opponent 
Austin Punches 


ae Clothesline 
£+X/%+X Toe Kick 

€+X Snap Jab 
R+X/A+X Body Punch 
+X Overhand Punch 
34X Elbow Smash 


op Opponent—Behind 


Irish Whip 
Som Russian Leg Sweep 
+0 Back Drop 
T+0 Sleeper Hold 
3+0 Bulldog 
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Opponent on Mat 

Upper Body 

e Raise The Opponent Up 
++@ Pin 

+0 Mounted Punching 
1+0 Mounted Punching 
2+0 Mounted Punching 
Lower Body 

e Raise The Opponent Up 
4+0 Pin 

+0 Kick To Groin 

1+0 Knee Stomp 

2+0 Leg Lock 

Strike Opponent 

x Angry Stomp 
v+X/P+4X Angry Stomp 
€4+X/94+X% Austin Elbow Drop 
Rope Attack 

(3 Guillotine 
Turnbuckle Moves 

Facing 

e Irish Whip 
4+0/4+0 Foot Choke 
€+0/3+@ Shoulder Thrust 
Behind 

e Irish Whip 


4++@/4+@/¢+@/2+@ Beat Head 

Lower Turnbuckle 

e Raise The Opponent Up 
++0/t+@/¢+@/%+@ Foot Choke 


Strike Opponent 


x Knee Attack 

Diving Attacks 

x Diving Elbow 

v+X Elbow Drop 

+x Flying Clothesline 
t+X Diving Elbow 

24X Double Axe Handle 
Running Attacks 

Grapple 

e Lou Thesz Press 


4+0 /4+@/¢+@/2+@ Lou Thesz Press 


Strike 

x Power Clothesline 
¥4+x/4+x/€4+X/9+X Shoulder Block 
++0/4+0/€+@/9+@ Bulldog 


Counterattacks—Opponent Running 
e Monkey Toss 
++0/t+0@/¢+@/%+@ Shoulder Back Toss 


Double Team Attacks 


(3 Irish Whip 

++0 Spine and Neck Breaker 
+0 Mudhole Stomping 
1+0 Headbutt to Groin 

2+0 Body Splash and Whip 


THE ROCK 


MOVES 

CONTROL ACTION 

Grapple Opponent—Facing 
Standing 

e Irish Whip 

4+0 DDT 

+0 Scoop Slam 
1+0 Overhand Punch 
3+@ Suplex 

Groggy 

e Irish Whip 

4+0 Piledriver 

€+@ The Rock Bottom 
+0 Oklahoma Slam 
2+0 Jump Swinging DDT 


Strike Standing Opponent 
x The Rock Punches 


4+X Clothesline 
w4+X/u+X Toe Kick 

€4+X Chop 

R+X/A+X The Rock Punches 
t+X Double Axe Handle 
24X Elbow Smash 


Grapple Opponent—Behind 
e 


Irish Whip 
4+0 Atomic Drop 
+0 Back Drop 
T+0 Sleeper Hold 
3+0 Russian Leg Sweep 
Opponent on Mat 
Upper Body 
(3 Raise The Opponent Up 
4+0 Pin 
+0 Knee Smash 
1+0 Mounted Punching 
2+0 Sleeper Hold 
Lower Body 
e Raise The Opponent Up 
4+0 Pin 
+0 Leg Lock 
T+0 Knee Stomp 
3+@ Kick To Leg 
Strike Opponent 
x Angry Stomp 
b+X/P4X Elbow Drop 
€4+X/94+X% Rock Stomp 
Rope Attack 
e Throw to the Rope 
Turnbuckle Moves 
Facing 
e Irish Whip 
4+0/1+0 Superplex 
€+0/3+@ Shoulder Thrust 


PSX GAMER’S GUIDE VOL.1 


Behind 

e Irish Whip 
¥+0/t+0/¢+@/9+@ Beat Head 

Lower Turnbuckle 

e Raise The Opponent Up 
4++0@/t+@/¢€+@/9+@ Foot Choke 

Strike Opponent 

x Knee Attack 

Diving Attacks 

x Elbow Drop 

v+X Knee Drop 

€+X Missile Dropkick 
+X Elbow Drop 

94+X Double Axe Handle 
Running Attacks 

Grapple 

e Neck Breaker 


++ /¢+@/¢+@/%+@ Rolling Clutch Pin 


Strike 

x Clothesline 
¥+x/t+x/€+x/9+xX Shoulder Block 
++@/%+@/¢+@/4+@ Facecrusher 


Counterattacks—Opponent Running 
@ Samoan Drop 
++0@/%+@/¢+@/4+@ The Rock Spinebuster 


Double Team Attacks 


e Irish Whip 

v+@ Hip Throw 

€+@ Mudhole Stomping 
1+0 Spike Piledriver 

>+0 Body Splash and Whip 
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WWF WAR ZONE 


In this section we look at each 
superstar’s advanced moves, which must 
be performed while standing, as well as 
looking at their secret finishing moves! 


OWEN HART 

Knee Take Down D, D, Kick 
Leg Throw L, R, U, Kick 
Snapmare L, D, Kick 
Arm Drag U, U, Punch 
Head Scissors Take Down , L, Kick 
Japanese Arm Drag D, D, Punch 


Small Package , U, TieUp 
Standing Drop Kick U, Kick 
Stomach Stretch L, D, Punch 


FINISHING MOVE 
The Sharpshooter (opponent on floor 
while at feet) L, L, U, Kick+Block 


THE ROCK 

Backbuster U, D, Punch 
Head Take Down L, L, TieUp 
Spinning Take Down L, R, U, Punch 
Japanese Arm Drag D, D, Punch 
Arm Grab Clothesline U, U, TieUp 
Face DDT L, R, Punch 
Arm Drag U, U, Punch 
Knee Take Down D, D, Kick 
Shoulder Smasher L, D, Punch 


FINISHING MOVE 
Rock Bottom (standing close) 
F, F, U, Punch+TieUp 


GOLDUST 

Japanese Arm Drag D, D, Punch 
Neck Breaker R, D, Punch 
Sleeper U, D, Punch 
Irish Whip , L, Block 
Knee Breaker U, D, Kick 
DDT R, D, Kick 
Hip Toss D, D, Kick 
Stomach Stretch R, L, TieUp 
Body Slam R, D, TieUp 
Stomach Powerbomb L, R, Punch 
THE UNDERTAKER 

Neck Slam D, D, Punch 
DDT L, D, Kick 
Stomach Bomb L, R, Punch 


Neck Breaker R, D, Punch 
Side Suplex L, R, TieUp 
Arm Clothesline L, U, TieUp 
Single Arm DDT L, U, Kick 
Snapmare R, U, Punch 
Throat Toss D, U, TieUp 


FINISHING MOVES 

Tombstone (performed from TieUp 
position) D, U, TieUp 

Tombstone (performed in front of 


opponent) D,D,D,Punch+TieUp 
TRIPLE H 

Knee Breaker R, U, Kick 
Arm Drag to Lock R, R, Punch 
Knee Take Down D, D, Kick 
Clothesline L, D, Punch 
DDT L, D, Kick 
Reverse Arm Lock U, U,Punch 
Sleeper L, L, TieUp 
Japanese Arm Drag D, D, Punch 
Knee to Face R, R, Kick 


FINISHING MOVE 
The Pedigree (standing close to 


opponent) R, D, L, Punch+TieUp 

FARROOQ 

Swinging Neck Breaker L, R, TieUp 
Irish Whip R, R, Block 
Hip Toss U, U, Kick 
Japanese Arm Drag D, D, Punch 
Knee to Face R, D, Kick 
Side Suplex L, U, Kick 
Shoulder Smasher L, R, Punch 
Arm Clothesline U, D, Punch 
Bearhug R, D, Punch 
Sidewalk Slam L, R, Kick 
Spine Buster U, D, Kick 


FINISHING MOVE 
Dominator (standing close to opponent) 
U, U, U, TieUp+Block 


KEN SHAMROCK 

Crucifix Take Down R, L, Kick 
Leg Grab and Throw R, L, U, Kick 
Knee Breaker L, D, Kick 
Front Face DDT R, L, Punch 
Japanese Arm Drag D, D, Punch 
Reverse Elbow Hold L, D, Punch 
Short Clothesline U, U, Punch 
Single Arm DDT L, U, Kick 
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rol 


AThere’s no point in going for the big, showy 
moves while your opponent is still fresh and 
alert—you need to soften them up a bit first. 


Small Package U, D, TieUp 
Arm Grab to Hold R, R, Punch 
Irish Whip R, R, Block 


FINISHING MOVE 
Ankle Lock Submission (opponent on 


the ground) R, U, L, Kick 
AHMED JOHNSON 

Bearhug D, U, Punch 
Double Kick U, Kick 
Hip Toss U, U, Kick 
Knee Breaker L, U, Kick 
Short Clothesline U, U, Punch 
Torture Rack L, U, TieUp 
Spinning Punch L, Punch 
Spin Slam R, D, Kick 
Snapmare L, D, TieUp 
Body Slam L, D, Punch 
Side Powerbomb L, R, Punch 
Spine Buster D, U, Kick 


FINISHING MOVE 
Pearl River Plunge (standing near 
opponent) 

R, L, U, Kick+Block 


BRITISH BULLDOG 


Crucifix Take Down L, U, Kick 
European Uppercut U, Punch 
Fireman’s Flip D, D, Kick 
Hip Toss U, U, Kick 
Arm Drag to Hold L, L, Punch 
Small Package U, U, TieUp 
Snapmare L, D, Kick 
Bearhug U, D, Punch 
Bodyslam L, D, TieUp 
Drop Kick U, Kick 
Irish Whip L, L, Block 
Arm Drag D, D, Punch 


FINISHING MOVE 


Power Slam (from TieUp position) U, 
D, TieUp 
BRET HART 
Samoan Drop L, U, Punch 
Crucifix L, L, Kick 
Fireman’s Carry D, D, Kick 
Inside Forearm L, Punch 
Drop Toe Hold D, D, Punch 
Hip Toss U, U, Kick 
Knee Breaker R, L, TieUp 
Leg Drag R, D, Kick 
Body Slam L, D, TieUp 
Clothesline L, U, Kick 
Spine Buster D, U, TieUp 
Small Package D, D, TieUp 


FINISHING MOVE 
The Sharpshooter (opponent on floor 
while at feet) L, L, U, Kick+Block 


KANE 

Neck Slam D, D, Punch 
DDT L, D, Kick 
Stomach Bomb L, R, Punch 
Neck Breaker R, D, Punch 
Side Suplex L, R, TieUp 
Arm Clothesline L, U, TieUp 
Single Arm DDT L, U, Kick 
Snapmare R, U, Punch 
Throat Toss D, U, TieUp 


FINISHING MOVES 
Tombstone (from TieUp position) D, U, 
TieUp 
Tombstone (in front of opponent) 

D, D, D, Punch+TieUp 


SHAWN MICHAELS 

Front Face DDT R, U, Kick 
Head Scissors Take Down L, R ,U, Kick 
Arm Drag U, U, Punch 
Arm Drag to Hold L, L, Punch 
Knee Take Down D, D, Kick 
Spinning Punch D, Punch 
Small Package D, D, TieUp 
Irish Whip L, L, Block 
Crucifix Take Down , R, Kick 
Flying Head Scissors U, U, Kick 


FINISHING MOVE 
Sweet Chin Music (standing close) 
F, D, U, Kick+Block 


MANKIND 

Hip Toss D, U, Kick 
Body Slam R, U, TieUp 
Super Punch U, Punch 
Clothesline U, U, Punch 
Single Arm DDT L, U, Kick 
Knee Backbreaker R, L, TieUp 
Knee Breaker L, D, TieUp 


FIGHT AS TRAINING DUMMY 


Enter the training mode and pull off a few moves. When you go to start a regular 
fight, choose the “Custom” option and you'll find the trainer ready and willing to 


enter the fray! 


OUTSIDE ASSISTANCE 


Even in a one-on-one match, you can call a fellow wrestler into the ring to help you out! Using this 
cheat means that while you'll win the match on a pin or submission, your character will be 


disqualified for cheating. 


Note: For all codes you must first press and hold the ©), £2), (4), and &2) buttons, then push in the 


short code for the wrestler you want. 


WRESTLER CALLED BUTTON CODE 


Steve Austin Up+Kick 
British Bulldog Left+Kick 
Farroog Up+Punch 
Goldust Right+Punch 
Bret Hart Left+TieUp 
Owen Hart Left+Block 
Headbanger Mosh Down+Block 
Ahmed Johnson Up+Block 


RANDOM SELECT 


As with most fighting games, WWF War Zone features a random select option. Simply press and 
hold Up on the joypad, then tap the Block button. 


Leg Takedown U, U, Kick 
Backward Neck Breaker L, D, Punch 
Sleeper Hold U, U, TieUp 
DDT R, D, Kick 


FINISHING MOVES 

Mandible Claw (standing near opponent) 
R, L, U, TieUp+Block 

Mandible Claw (from TieUp position) 


R, L, TieUp 
HEADBANGER MOSH 
Reverse Elbow Lock L, D, Kick 
Haymaker U, Punch 
Leg Grab and Take Down L, R, U, Kick 
Irish Whip L, L, Block 
Drop Toe Hold D, D, Kick 
Fireman’s Carry L, R, Kick 
Arm Wrench L, U, Punch 
Crucifix Take Down L, U, TieUp 
Japanese Arm Drag D, D, Punch 
Front Face DDT L, R, Punch 
HEADBANGER THRASHER 
Front Face DDT L, R, Punch 
Arm Drag to Hold L, U, Punch 
Headlock Take Down R, D, Punch 
Leg Grab and Take Down L, R, U, Kick 
Irish Whip L, L, Block 
Japanese Arm Drag D, D, Punch 
Reverse Elbow Lock L, D, Kick 
Drop Kick U, Kick 
Drop Toe Hold D, D, Kick 
Fireman’s Carry L, R, Kick 
Crucifix Take Down L, U, TieUp 
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WRESTLER CALLED BUTTON CODE 


Kane Down+Punch 
Mankind Up+TieUp 
Shawn Michaels Left+Punch 
The Rock Right+Kick 
Ken Shamrock Down+Kick 
Headbanger Thrasher Down+TieUp 
Triple H Right+TieUp 
The Undertaker Right+Block 


“STONE COLD” STEVE AUSTIN 


Cobra Clutch L, U, TieUp 
Twisting Spine Buster U, D, Kick 
Stomach Suplex U, U, Kick 
Mid-section Powerbomb L, R, Punch 
Arm Wrench L, L, Punch 
Bodyslam L, D, Punch 
DDT L, D, Kick 
Front Backbreaker L, D, TieUp 
Clothesline U, U, Punch 
Arm Grab Clothesline L, L, Kick 
Arm Grab DDT L, U, Kick 


FINISHING MOVES 
Stone Cold Stunner (from TieUp position) 
R, R, TieUp 
Kick setup then Stone Cold Stunner 
R, R, U,TieUp+Block 
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WWF WRESTLEMANIA 


WRESTLEMANIA 


THE HIT MAN 


Bret “The Hit Man” Hart is a great wrestler 
for beginners or experienced players. 
Here’s a quick way to disassemble your 
opponents with him. 

e When you see an opening, tap Forward 
twice then press Super Punch (4) to grab 
your victim. Quickly tap Forward twice, 
followed by a Super Punch. This lifts and 
slams your opponent. 

e Kick your opponents while they’re down 
using the Super Kick button. 

e Stay near the ropes on the right- or left- 
hand side of the ring when fighting more 
than one opponent. This keeps you from 
getting attacked from behind. 

e When a fighter climbs the turnbuckle, 
either run to the opposite diagonal corner 
or attack him while he’s standing on the 
perch. You can also kick or punch a flying 
opponent out of the air. 

e When facing two or more opponents, 
save your combo move for the last 
challenger standing. That means you'll 
have the ability to get your second wind 
at the end of an elimination round. 


CHARACTER MOVES 


BASIC MANEUVERS 

Run +X (along with direction) 

Power Throw4+@ (Bam Bam Bigelow, Lex 
Luger, and Yokozuna only) 


Pick Up 4 (next to head of downed 
opponent) 
Head Hold DPtA 


After a Head Hold, two combinations 
result in damaging moves (these can be 
reversed by the opponent countering with 
either combination, so act quickly). 


Throw 1 DOtA 
Throw 2 vv+@ 
Uppercut execute Head Hold, then 4+4 
Hip Toss eem 
Toss into Ropes ee+a 
Block RI 
Shove (Ri)+m 


Climbing the Turnbuckle: Move to either 
top corner and push s or a on the D-pad 
to climb the ropes. Press any action button 
to jump. 


Drop Kick Run (™+xX) then @ 
Body Dive Run (™@+X), then á 
Throw Running Opponent +h 


BAM BAM BIGELOW 


Fire Punch hold m for three seconds, release 
Jump Kick €¢+® 


Back Drop €¢¢+l 
Power Grab 4+0 
Backbreaker Power Grab, +4+@ 


With Combo Meter flashing, execute a 
Head Hold, then one of these: 


19-hit 23+ AOXH 
20-hit DI+ANXOA 
22-hit SP+H D+ AXOA 
BRET HART 

Eye Rake V9 3+5 
Dashing Uppercut vU+E 
Rolling Uppercut GUIDA 
Arm Drag e+ 
Bulldog Head Hold, +4+@ 
Sharpshooter 4 next to downed opponent’s feet 
Jump Kick €¢+@ 
Head Slam Head Hold +64 e44 3+m 


(continue tapping ™ for successive slams) 


With Combo Meter flashing, execute a 


Head Hold, then: P>+OAEXO 
DOINK 
Ear Slap +42 9+0 


Joy Buzzer hold m for three seconds, release 
Happy Hammer 323+@ 


With Combo Meter flashing, execute a 
Head Hold, then one of these: 


14-hit PP+OAEX 
16-hit PP+AOEX 
16-hit DO+@AXHA 
LEX LUGER 
Sliding Elbow 33+n 
Flail 232+0 
Double Axe-Handle Smash hold @ for 
three seconds, release 
Power Grab 4+0 


Rebel Rack Power Grab, t+® 


With Combo Meter flashing, execute a 
Head Hold, then one of these: 


17-hit >2+XOAnO 
19-hit 339+@XH8A®@ Block 
YOKOZUNA 

Bucket Slam 4 (close to opponent) 
Salt Throw hold @ for 


three seconds, release 


Belly Bounce >+E (at a distance) 


Headbutt ++ (close range) 
Scissor Smash 323+® 
Power Grab 4+0 


Tsunami Throw Power Grab, 44+® 
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Wrestling fans have no 
shortage of choice when it 
comes to digital versions of 
the sport. This pixel-perfect 
arcade conversion is fast- 
moving and simple to pick up. 


With Combo Meter flashing, execute a 
Head Hold, then one of these: 


13-hit S>+MAOXHA 

14-hit DP+AMOXHA 

RAZOR RAMOR 

Quick Swipe U2 D+ 

Dashing Swipe hold @ for 
three seconds, release 

Rag Doll Slam 33+X 


(continue tapping X for successive slams) 
Razor’s Edge Head Hold, 33+4 
Rag Doll Slam Head Hold, +4+x 

(continue tapping X for successive slams) 
Razor Swipe TORIJ 4+m 


With Combo Meter flashing, execute a 
Head Hold, then: 


24-hit PI+ANXOA 
SHAWN MICHAELS 
Bodyslam €¢¢+l 
Flying Double Snapkick e+e 
Back Suplex hold @ for 
three seconds, release 
Standing Drop Kick hold @ for 
three seconds, release 
Frankensteiner 22+0 
Front Leg Trip DP+X 
Sunset Flip Run, 4 
Speed Kick VU>9+X 
Leg Throw Run, © 
Arm Bend Head Hold, >>+# 


With Combo Meter flashing, execute a 
Head Hold, then: 


20-hit 39+X@Am Block 
THE UNDERTAKER 
Neck Bender hold @ for 
three seconds, release 
Shadow Neck Bender hold ™, Run, 
release @ after three seconds 
Snap Mare ¢¢+l 
Tombstone Slam 33+0 
Light Demons + +€€+xX(stuns) 
Dark Demons bU>D+X 
Super Uppercut Head Hold, }4+4 
Shadow Slide $LOD+H 


Fire Neck Slam Shadow Slide, 4+@ 


Having trouble saving the Earth from the pesky aliens? Follow this 
advice for trouble-free UFO control. 


e Once an item or weapon becomes 
obsolete, sell it. Not only do you get good 
money for these items, you also clear out 
much-needed storage space. Even alien 
corpses generate a good income once your 
scientists have researched them. 

e Upgrade your aircraft from Interceptors and 
Skyrangers as soon as possible. That way 
you no longer have to pay the high monthly 
rental fee for your fighter crafts. 

e By renaming your soldiers with familiar 
names (friends, television characters, etc), 
it’s much easier to keep track of who’s 
doing what. 

e Make sure you keep the wealthy United 
States government happy, but you can also 
cover some of Canada as well if you place 
your base strategically. 

e Heavy Plasma is the weapon of choice. 
Research it as soon as possible with 
most (if not all) of your scientists. It’s 
powerful and you’ll never have to 
manufacture a single unit. 

e Since you only see as much landscape as 
your soldiers can, have the first soldier or 
HWP off the vehicle rotate (using the 
shoulder buttons on the top of the pad) to 
highlight the maximum amount of land. 

e Evenly space your troops as they 
disembark from an aircraft. A gathering of 
soldiers is a prime target for alien grenade 
attacks, which cover a wide area. Keep your 
troops several squares apart, and have 
them crouch behind cover, if possible. 

e While the aimed shot is more precise, it 

requires a large part of your time units per 

round and can leave you standing 
defenseless in the open should you miss. 

The snap shot is less accurate, but it allows 

you to get off a couple of rounds then move 

to cover before your turn is over. Use the 
auto shot (three successive shots) when 
you’re closer to the enemy or when facing 
one enemy directly behind another. 

Don't overlook the power of grenades. They 

can do a lot of damage to a wide area 

without having to be particularly accurate. 

You can even do a kamikaze run by sending 

a rookie with below average skills up to a 

group of aliens with a primed grenade set 

for zero turns. If they gun him down, the 
grenade explodes at the end of the turn. 

Plan subsequent bases to be more resistant 

to alien invasion. Aliens can enter through 

the access lift and hangars, so it’s safest to 
have the access lift as the only connection 
between hangars and the rest of the base. 


IN THE BEGINNING 


Although the 
extra-terrestrial 
action isn’t too 
taxing at first, 
don't let that 
mislead you. 
There’s plenty to 
be done, and 
poor planning at 
this point could 
haunt you later 
when alien ships 
rain from the skies. 


PLACING YOUR BASE 


Your first base is prefabricated for you—just 
choose a location. Since X-COM is an 
international UFO defense force, funded by 
the governments of many of the world’s 
leading nations, it’s important to keep the 
most generous nations happy. As you may 
expect, the United States happens to be one 
of those big spenders, and its size works well 
with the short-range radar system provided 
with your base. By placing the base in the 
vicinity of Minnesota or lowa, you can cover 
much of the US while stretching your 
monitoring capabilities well into Canada, too. 


RENOVATIONS 


While your first base already features many 
of the facilities needed at any good X- 
COM station, some improvements need to 
be made early on. As soon as you choose 
a location, add an Alien Containment 
Facility, Living Quarters, and General 
Stores to your base. 

Without an Alien Containment Facility, 
any live aliens you capture will soon die. 
Additional Living Quarters are necessary for 
the scientists, engineers, and soldiers you'll 
recruit, and the alien corpses and artifacts 
you recover from ground assaults can go into 
the second General Stores area. 


RESEARCH 


Immediately after ordering the new 
construction, hire as many scientists as your 
current Living Quarters will hold. 

Start by having your entire team of 
scientists research the Medi-Kit. By the time 
they have cracked this mystery, your soldiers 
should have brought back Alien Alloys and/or 
Plasma Weapons from their ground missions. 

Once the additional Living Quarters are 
complete, hire more scientists so you have a 
total of at least 50, and assign half to Alien 


APlan ahead... 
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Alloys and half to improved weaponry (in 
order of preference: Heavy Plasma, Plasma 
Rifle, Plasma Pistol, or Laser Weapons if you 
haven't recovered any Plasma Weapons yet). 
Recruit a dozen or so engineers for 
manufacturing purposes. If your scientists 
run out of work space, build an additional 
Research Lab. 

Research is the most important aspect of 
the game. Without it, you’re constantly 
outmatched by the aliens’ technology, but 
with it you can fight fire with fire. You also 
earn points for completed research projects, 
which means the nations that provide your 
funds keep up the monthly payments. 

The key projects to research as soon as 
possible are: Alien Alloys (leads to Personal 
Armor), Heavy Plasma (and Clip), UFO 
Navigation and UFO Power Source (leads to 
Power Suits and new aircraft options), and 
Small Launcher and Stun Bombs (allows you 
to stun aliens then interrogate them at the 
base for key information). In the case of 
Heavy Plasma weapons, the Small Launcher, 
and various other weapons, you shouldn't 
need to manufacture them—you can collect 
them after victorious ground encounters. 


ON THE BATTLEFIELD 


Before leaving your transport vehicle, it’s 
important to plan for the type of encounter 
you’re about to face. If your Interceptor 
forced a UFO to crash-land, chances are 
some of the aliens are dead, so you won't 
need quite as much brute force. However, 
when you’re dealing with a UFO landing site, 
or more importantly a terror site, be sure to 
bring along at least one Heavy Weapon 
Platform (HWP) to lead the way. 


RESERVING TIME FOR SHOTS 


One of the most helpful features is the ability 
to reserve enough time units for a shot before 
a player’s turn expires. Each of the red bars 
allows you to reserve enough time for each 
type of shot. 

Don't exhaust every time unit for every 
soldier each round. By leaving a soldier (or 
two) with enough time units for a shot, they 
will respond to alien movements during its 
turn with reaction shots. 


PROMOTING OFFICERS 
Promotion to higher ranks is based solely on 
the total number of X-COM soldiers in the 
world. The more soldiers you have, the higher 
the rank your officers achieve. There’s one 
Sergeant for every five soldiers, a Captain for 
every 11, a Colonel for every 23, and one 
Commander for every 30 soldiers. 

Captains, Colonels, and Commanders 
are a great way to increase troop morale on a 
mission. Keep these officers out of harm’s 
way, though, because their deaths crush the 


troops’ spirit. 
END H 
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MUTANT ACADEMY 


X-MEN 


N-MEN: MUTANT 


ACADEMY 


ATTACKS 


This game features two types of attacks — 
punch and kick—and three strengths of 
each attack. Execute attack strengths 1 
and 2 are by pressing a single button. 
Perform the third strength attack by 
pressing both 1 and 2 at once. In other 
words, to execute Punch 3, press Punch 1 
and Punch 2 at the same time. 

To use a throw, be near your enemy 
and press Kick 1 and Punch 1 at the same 
time. Perform two other variations of the 
throw by holding down € or > while 
pressing the throw buttons. 


s L] <A basic throw. 


COUNTERS 


Counters are moves that all characters can 
perform. If an enemy hits you while you’re 
in a countering stance, he or she will be 
damaged. To execute a counter, press Kick 
2 and Punch 2 at the same time. You’re 
limited to three counters per round. Your 
counters are shown as three yellow blocks 
under your life bar near the center of the 
screen —the boxes disappear as you use 
up your counters. 


<4Cyclops recovers 
from a counter. 


UPER MOVES 


Each character has three super moves, 
each with its own bar. When the 
corresponding bar is full, you can use the 
super move. Each of the three bars is 
filled up in a slightly different way. Fill the 
X-Treme super move bar (on the far right) 
by holding either Punch 1 or Punch 2 and 
€, then pressing Kick 2. This takes the 
energy from your other bars, and puts it 
into that bar. After the X-Treme bar is filled, 
press Kick 1 rapidly to make it usable. The 
"X" icon in the center of the bar is shown 
as complete after the move is usable. 


<4Cyclops using his 
Concussion Blast. 


GAMEPLAY MODES 


ARCADE MODE 


Arcade is the basic game mode, in which 
you choose a character and fight through 
10 opponents. 


SURVIVAL MODE 


Survival Mode pits you against characters 
one round at a time, with your life carrying 
over from round to round. 


ACADEMY MODE 


The Academy operates as a training 
ground, where you are shown all the 
available moves for your chosen character. 


CEREBRO MODE 


Cerebro allows you to view the fruits of 
your labor. Movies you’ve earned in the 
course of the game are available for 
viewing here. This mode also keeps track of 
which secrets are unlocked, and so on. 


<Cerebro Mode 
up close. 


X-MEN MOVE LISTS 


BEAST 


Beast is one of the original X-Men. He 
possesses strength and agility beyond the 
ordinary. His fur is actually the by-product 
of science gone wrong, and not his mutant 
heritage. 


Special Moves 

Handspring Kick: +,&+ Punch 1 

or Punch 2 

Beast Roll: 4,€+ Punch 3 

Beast Slide: +,€+ Any Kick 

Super Moves 

Handplant Hell: +,%+ Kick 3 
Seismic Smackdown: +,>+ Punch 3 
Flat Out: €,4,%+ Kick 2 
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CYCLOPS 


A centerpiece of the X-Men, Cyclops was 
their first member and first field leader. He 
has a sense of honor and duty rivaling that 
of any other super-hero, and his Optic 
Blasts back him up with force. 


Special Moves 

Optic Blast: 4,%+ Any Punch 
Upper Blast: +,&+ Any Punch 
Lunge Kick: +,&+ Any Kick 


Super Moves 

Super Power Lunge Kick: 4,9+ Kick 3 
Hyper Rush: €,3+ Punch 3 
Concussion Blast: +,9+ Kick 3 

and Punch 3 


GAMBIT 

Gambit hails from New Orleans, and is a 
member of the legendary Thief Guild there. 
He has the mutant ability to kinetically 
charge inanimate objects, making them 
explode violently. His weapons of choice 
are kinetically charged playing cards 

and a staff. 


Special Moves 

Falling Card: +,€+ Any Punch 

Card Toss: ¢,+ Any Punch 

Staff Charge Upper: «,4+ Any Kick 


Super Moves 

Charged Staff: +,€+ Kick 1 and Punch 1 
Card Trick: +,€+ Kick 3 

52 Card Pickup: ¢,%+ Kick 3 and Punch 3 


PHOENIX 


Jean Grey was another of the original 
members of the X-Men, whose mutant 
gift was telekinesis and telepathy. Fate 
transformed her into the all-powerful 
Phoenix, who controls unimaginable 
powers. Wielding these forces, she’s 
easily one of the most powerful beings 
in the universe. 


Special Moves 

Inferno Kick: +,+ Any Kick 
Flying Phoenix: t,4,+ Any Punch 
Air Strike: ¢,4,%+ Any Kick 


Super Moves. 

Hyper Air Strike: ,+,¢+ Kick 3 
Double Phoenix: +,+ Punch 3 
Phoenix Force: Punch 2, 

Punch 1, +, Kick 2 


STORM 


Storm has the mutant ability to control the 
weather, wielding lightning and rain as a 
second nature. At one time she was 
revered as a goddess on the African plains. 
She is now an X-Men mainstay and one of 
the group's most distinguished leaders. 


Special Moves 

Ball Lightning: +,&€+ Any Punch 
Electric Drill: €,%+ Any Punch 
Lightning Uproar: ¢,+ Any Kick 


Super Moves 

Static Force: Kick 2, #, Punch 2 
Hyper Electric Drill: «,%,¢+ Punch 3 
EMF: é+ Kick 3 


WOLVERINE 

Wolverine’s bones are laced with 
Adamantium, the strongest metal 
known to man, which makes them 
virtually unbreakable. His claws are also 
Adamantium and can cut through even the 
strongest steel like paper. His mutant 
power is a healing factor, which allows 
him to recover from wounds far more 
quickly than most. Combined with his 
fighting skills, these add up into the 
ultimate killing machine. 


Special Moves 

Fury Claw: +,%+ Any Punch 

Samurai Dive: €«,4+ Kick 1 and Punch 2 
Sudden Dip: +,€+ Kick 3 


Super Moves 

Samurai Slice: +, + Kick 3 

Special Delivery: +,&+ Punch 3 
Weapon X: Kick 2, Kick 1, +, Punch 2 


BOSS MOVE LISTS 


ARCADE MODE 

Magneto is the archenemy, and once 
greatest ally, of the X-Men. With the ability 
of magnetism, he can control virtually every 
facet of the earth, down to the iron in 
everyone's bloodstream. This makes him 
one of the most dangerous mutants in the 
world, and he has proved it time and again. 


Special Moves 

Power Gush: +,+ Any Punch 
Lure: +,%+ Any Kick 

Magnetic Lift: «,»+ Any Punch 


Super Moves 

Hyper Magnetic Lift: ¢«,++ Kick 3 
Hyper Power Gush: 4,€+ Punch 3 
Hyper Lure: +,&+ Kick 3 


MYSTIQUE 

Mystique can fight with the best of them. 
She has been the leader of such groups as 
the second Brotherhood of Evil Mutants 
and Freedom Force. 


Special Moves 
Gun Shots: +,%+ Any Punch 
Cheap Shot: +,&+ Any Kick 


Super Moves 

Deck Special: +,&+ Kick 1 and Punch 1 
Sum Total: +,&+ Punch 3 

Mystique’s Surprise: +,>+ Kick 3 


SABRETOOTH 


Sabretooth and Wolverine go back a long 
way, and there are no other rivalries that 
can compare. Sabretooth has always 
sought to take out Wolverine—and vice 
versa—no matter what that requires. 

And while Sabretooth’s claws aren’t 
Adamantium like Wolverine’s, they do no 
less damage. 


Special Moves 

Dusty Claw: €,%+ Any Kick 
Dive Claw: €,%+ Any Punch 
lll Treatment: €,4+ Any Kick 


Super Moves 

Weapon X: Punch 1, Kick 2, €, Punch 1 
Ground Pound: +,-+ Punch 3 
Rampant Strength: Punch 1, Kick 2, €, 
Punch 2 


TOAD 

Toad was one of the first members of 
Magneto’s second Brotherhood of Evil 
Mutants. He is a little lackey, and—as is 
plain to see—very aptly named. 


Special Moves 

Toad Spit: +,%+ Any Punch 
Toad Trick: +,&+ Any Kick 
Flytrap: +,%+ Any Kick 


Super Moves 

Kicking Toad: €,%+ Punch 3 
Frog Legs: ¥,€+ Punch 3 
Flying Toad: ¢,%+ Kick 3 


SECRETS AND CODES 


CHARACTER COSTUMES 


Each character has three outfits to wear 
(two available, one hidden), and the secrets 
that you unlock often depend on which 
costume you choose. To select the 
characters’ comic book outfits, press X 
when selecting them. Press @ to select 
their X-Men: The Movie-style outfits. 


UNLOCK HIDDEN COSTUMES 
Complete the Academy Mode with a 
character and earn straight A’s to unlock his 
or her hidden costume. The costume can be 
selected in the various modes by pressing ®. 


UNLOCK HIDDEN CHARACTERS 


Toad 
Complete Arcade Mode one time with 
any character. 
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Mystique 
Complete Arcade Mode two times with any 
two characters. 


Sabretooth 
Complete Arcade Mode three times with 
any three characters. 


Magneto 
Complete Arcade Mode four times with any 
four characters. 


UNLOCK CHARACTER INTROS 
Complete Arcade Mode with a character 
in his or her comic book costume to 
open up that character’s Intro FMV in 
Cerebro Mode. 


UNLOCK CHARACTER OUTROS 


Complete the Academy Mode with a 
character to unlock his or her Outro FMV 
in Cerebro Mode. 


UNLOCK COMIC PIX 

Win at least 10 rounds in Survival Mode 
with a character using his or her comic 
book costume to open a series of comic 
book covers and scenes related to that 
character in Cerebro Mode. 


UNLOCK MOVIE PIX 

Win at least 20 rounds in Survival Mode 
with a character using his or her X-Men: 
The Movie-style costume to open a series 
of scenes related to that character in 
Cerebro Mode. 


UNLOCK HISTORICAL COMIC PIX 
Complete Arcade Mode with all characters 
in their comic book costumes to open up 
these important scenes from the history of 
the X-Men comics. 


UNLOCK BEHIND-THE-SCENES PIX 
Complete Arcade Mode with every 
character in his or her X-Men: The 
Movie-style costume to open images from 
the movie set. 


INSTANTLY UNLOCK EVERYTHING 
To instantly unlock everything in 
Cerebro Mode and all of the secret 
characters, enter Gd ¢ CD RJ (£2) RI) on 
the main menu screen. 
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WARRIOR PRINCESS 


XENA 


ADVANCED MOVES 


Press D-pad arrow in opposite direction 
Xena is facing plus X to perform a 180- 
degree slash attack. 

Press D-pad arrow in opposite direction 
Xena is facing plus ™ to perform a 180- 
degree kick. 

Continually press X plus ™ to doa 
360-degree spinning attack. 

Press @ plus @ to do a 360-degree kick. 
Press X plus @ to deliver a groin kick. 
Press D-pad arrow toward an enemy plus m 
and 4 to do a bicycle kick. 

Press D-pad arrow in the opposite direction 
Xena is facing plus 4 to do a backflip. 
Press and hold @ and single tap the D-pad 
to do a cartwheel. 

Press and hold @ and single tap the D-pad 
in the opposite direction Xena is facing to 
do a back handspring. 

Press X while standing behind an enemy to 
sword bash him. 


COMBINATIONS 


Press X twice to double slash with 

the sword. 

Press X three times to triple 

slash with the sword. 

Press @ twice to double kick. 

Press @ three times to triple kick. 

Press X then m then X to perform a slash, 
kick, slash combo. 

Press ™ then @ then X to perform a kick, 
kick, slash combo. 

Press X then m then m 

to do a low spin kick combo. 


With all these moves and power-ups 


awaiting you in the game, there’s no way 
you can fail. Battle on, warrior! 


TEMPLE OF THE 


PINNACLES 


Kalabrax has now assembled the elements 
of Ultimate Power. Gabrielle is moments 
away from sacrifice. It’s all up to you. Battle 
on, Xena! 

The Harmonic Gate shoots you to a 
ledge on a high temple. A sacrifice with 
Gabrielle in the starring role is in progress. 
Writhing snakes hold Gabrielle down on the 
sacrificial table. 

Kalabrax tells you that it’s too late; she 
can’t be stopped now! Time to prove 
yourself as the Warrior Princess. When you 
step into the temple, Kalabrax orders her 
two priests to kill you. 

Square up with the sacrificial table and 
get ready to battle on! Even before you start 
to approach, flames shoot up from the 
ground around the sacrificial table. 
Kalabrax’s two henchmen charge you. Use 
your sword to kill them. 


CONTROLS 


A Kalabrax tells you that it’s too late; 
she can’t be stopped now! 


Putting Kalabrax up against the wall and 
beating on her till she goes down is usually a 
good strategy. However, you have to get a 
rhythm going and keep it up. If it goes against 
you, back away and try another attack. 


Try your best to separate one of the 
Druid priests from the other if you can in 
order to take them out separately. After 
you’ve dealt with the henchmen, Kalabrax 
charges out at you, slinging magic spells 
with abandon. A Resurrection Jewel sits in 
front of the sacrificial table. Two health 
potions sit at either end. Grab them as you 
fight Kalabrax. 

Keep fighting Kalabrax. Use all the 
power moves you can against Kalabrax. 
Hold L to speed up and do the rolling 
attacks. Keep attacking Kalabrax till you put 
her down. 

After Kalabrax is down, go to the 
corners on either side of the temple at the 
end where the sacrificial table is to collect 
the Scrolls. If you don’t get the Scrolls, you 
won't get to see the special ending when 
you finish the game. You must find a way to 
collapse the temple roof to save Gabrielle! 

As you go to free Gabrielle, magic fills 
the air behind you. Kalabrax rises behind 
you, in a brand new, and much deadlier 
form. Run around behind the sacrificial table 
to collect the Golden Shield if you haven't 
already got it. Get the Golden Shield and 


As everything around you collapses, seek 
refuge at the altar. It’s your only chance! 
use the sacrificial table for some temporary 
cover. Use the Golden Shield to escape 
Kalabrax’s new shape. Run into the center 
of the temple. 
The strategy now is to lure Kalabrax into 


chasing you and slamming into one of the 
temple columns to break them. 
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Xena’s mission is to save her best 
friend Gabrielle from the clutches of 
the evil Kalabrax. She faces danger 
fearlessly as she attempts to track 
down and rescue her. And she won’t 
allow anything to get in her way. 


Keep luring Kalabrax into the columns 
and leaping out of the way. Dodging away 
from Kalabrax’s charges is the only way 
you’re going to survive. If you jump too late, 
you'll get caught up in the creature’s horns 
and risk getting thrown over the side. 

You have to try to lure Kalabrax into 
breaking down 10 of the columns around 
the temple. When the 10th column has 
fallen, the temple starts crashing down 
chaotically around you. With the temple 
crashing down around you, retreat to the 
sacrificial table where Gabrielle is still tied 
up. It’s the only safe place to retreat to in 
the whole building. Stay with Gabrielle as 
the whole temple comes down. 


A Stay with Gabrielle as the 
whole temple comes down. 


The destruction of the temple continues 
until only rubble is left. Xena pushes up 
from the wreckage. In seconds, Xena is 
reunited with Gabrielle. Kalabrax is dead. 
Gabrielle starts griping about how bad it 
was being the hostage and Xena shows 
Gabrielle just how tasty snake can be. 


Luring Kalabrax after you and leaping out of the way 
at the right time isn’t as easy as it reads on this 
page. First of all, Kalabrax is much faster than you 
are, so don’t get involved in a footrace against the 
Creature or you'll get stomped flat quick! 

Use the dark blue-green line around the outside 
edge of the temple floor to mark your spot. 
Depending on the view you get, the columns 
sometimes disappear from your sight, and you may 
not know where they are when you get in a rush. 
However, when you stay on the line around the floor, 
you’re sure to be close enough to the columns to 
create a collision that will take out a column or two. 

Use side-jumps to get out of Kalabrax’s way 
faster. Experiment with your own jumping skills to 
find out what works best for you. 

If you jump too late, you’re going to end up 
getting caught on Kalabrax’s horns. At that point, 
there’s a good chance you'll get thrown over the side. 

It’s actually a good idea at this point to use the 
Options menu and set the default move to Run. 
You'll be able to move much more quickly without 
wrapping a finger around (c2) and tiring your hand 
quickly. The downside now is that you’re prone to 
falling off the edge if you get too close. 

You have to lure Kalabrax into knocking 
down 10 columns to cause the ceiling to fall. 
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